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DISCLAIMER 


In order to preserve the secrecy of this unfolding world, Brady's FINAL FANTASY® XI guide does not reveal all aspects of the game. Our guide covers missions and quests 


through rank four only; and some new areas are left secret. We cover crafting through the novice rank only, and we cover items, monsters, character abilities, spells, and 


high-level skillchains through level 49 only. 
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Whether Hume, Elvaan, Mithra, 
Tarutaru, or Galka, the world of 
Vanadiel is a place of adventure, mys- 
ticism, and danger. Twenty years ago, 
the forces of darkness came together to 
threaten the lives of all free people. 
Even banded together, the races of 


light could not win all of their battles, 


Many people fell to the Beastmen, 
magic, and siege weapons of a distant, 
dark master. Yet, life and resistance 
continued, Years later, a new generation 
has risen. As the darkness is pushed 
away, driven into the most remote cor- 
ners of the world, peace can Telgn once 


again... Or so it seems. 


Will this signify the end to a period of 
such intense cooperation? Will compe- 
tition begin to push friends back mnto 
racial alliances and hatred? Who is to 
say; the efforts of this generation begin 
now, and where they end has nor been 
written, Every individual has the 
opportunity to steer the course of 
Vana 
make the f 


All it takes is the courage to 


rst move toward glory. Let 


us hope that brave souls will be ready if 
the shadow of war begins to grow 


again in Vana‘diel. 
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The story of Vanadiel is told through the histories of her greatest cities. Throughout the best and worst of times of recent generations, people have flocked to these places of 


power, knowledge, and safety. Beyond the city walls, monsters and creatures of the wild hold dominion. Yet, the power of the crystals that are strewn throughout Vana‘diel 


infuses people with strength and hope. Using the energy of the crystals, citizens have forged many tools to ward themselves from harm. 


REPUBLIC OF BASTOK 


FEDERATION OF WINDURST 


In each land, the nature of power reflects the people who live there. In the ridges of 


Bastok, Humes and Galka build structures of stone. The windswept bluffs echo with 
the sound of picks and carts, Here, prominence grows through technology, Although 
still a young nation, the Bastokers have forged a niche for themselves that expands each 
day. Stories of the Mythril mined by Bastok have made the legendary metal prized the 


world round, and wealth flows freely in the clean city streets above the mines. 


Humes are a varied people, in looks, means, and desires. The men and women of this 
race make Bastok a center of innovation, In contrast, the mighty Galka are similar in 
stature, being the most imposing race 
to join the side of light during the 
fierce battles of the previous genera- 
tion. Bastok has always needed the 
strength and vitality of the Galka. 
What Galka bring out of the mines, 
I Jumes take to the forges, auction 
houses, and markets of Bastok. 
Eventually, these goods reach such dis- 


tant cities as Jeuno and even Windurst. 


KINGDOM OF SAN D’ORIJA 


The ancient Kingdom of San d’Oria is the home of the Elvaan. Unparalleled in its 
power, San d’Oria has been a land divided by strong beliefs. Those of a more secu- 
lar nature have followed the martial leadership of the knights within the capital, 
while the religious faith follow the church and its teachings. Currently there is peace, 


but ir is a fragile balance of power that maintains the serenity of San d’Oria, 


The Elvaan are a strong race of people, 
given to devout lives and stern deci- 


sions. More powerful physically than 


this proud race belies their strength. 
Elvaan have bred healers and fighters of 
all sorts throughout history, and noth- 
ing beyond themselves will stand in the 


way of their prosperity. 


most Humes realize, the lithe build of 


In the east, far away from the troubles 
of § 


and Mithra live in quiet and verdant 


San d’Oria and Bastok, the Tarutaru 


beauty. Fueled with magic and knowl- 
edge, Windurst has been the center of 
scholarly pursuits for quite some time. 
Even though the Tarutaru lost many of 
their finest during the great war, they 
are slowly recovering. One generation 
may be enough time to train a new 
legion of Warriors and other fighters, 
but magic is a more arduous field to 
master. Luckily, the friendship of the 
Mithra and a tentative peace with the 
militant Yagudo has managed to give 
Windurst all the time and space it 


needs to flourish. 


Tarutaru are kind and loying by nature. Unlike the Humes or Elvaan, the Tarutaru 
seldom dwell upon negative emotions. The many healers who train under the boughs 
of Windurst's great tree give testament to the notion that this is a place of wonder- 
ful chings. At the same time, Tarutaru red and black mages have never flinched or fled 
from danger. Even when times are bleak, the Tarataru are dependable—no matter 


what the price. 


Mithra are a common sight in all the areas around Windurst, Far from being as stu- 
dious as the Tarutaru, Mithra are very graceful and cunning, Perhaps feeling that the 
Tarutaru can't look after themselves (being overly kind and naive), the Mithra pro- 
tect their diminutive friends by out-thinking and outwitting anyone who attempts to 


harm Windu rst, 


GRAND DUCHY OF JEUN 


Jeuno is a hub for all three of the great nations. This free duchy steers away from 
troublesome politics and accumulates its wealth from the trading between them. 
Humes and Goblins both live in Jeuno, and they are certainly willing to trade with 


outsiders—for the right price. 


Jeuno is positioned ar the center of Heaven's Bridge, which connects the two major 
continents of Vana‘diel, thus making Jeuno the perfect spot for any trade route, It is 
almost impossible to get around the area without passing through Jeuno from time 
to time. In addition, Jeuno is the headquarters for the Air Travel Agency of Vanacdiel. 
All travel done by flying ships goes through Jeuno before reaching their final desti- 
nations, This further improves the ability for Jeanoan merchants to take first crack 


at any deal. 


Searchin 


This guide has more information than most guides, owing to the more complex nature of massive-multiplayer games. Because there is so much to learn, most people won't 
simply read the book from coyer to cover and remember everything that was read. Readers can go to a particular chapter for assistance in any quest, mission, or character issue. 
Knowing where to look for various problems makes it faster and easier to find those nuggets of information when you only need one thing to move forward in the game, This 
small section explains how the guide is structured and where you will find what you need. Remember, FINAL FANTASY XI is a game intended for the player to explore and 
enjoy on their own. This book is meant to be a “guide” for the player and not a complete walkthrough of the game. 


YOUR FIRST DAY 


The early sections of the guide are intended to bring players up to speed with 
massive-multiplayer games in general. The Glossary that follows this section will greatly 
help new gamers understand the lingo of this game and the genre itself, Listed alpha- 
betically, the glossary provides standard terms, any common synonyms for those 
words, and a definition for how they are used during gameplay. 


Mastering an Interface covers the commands and interface issues of FINAL FANTASY XL. 
This section begins with a quicklist of the most important commands, then goes on 
to explain the status windows, alternate command usage, macros, and emotes. Even 
experienced multiplayer veterans should spend time learning the commands specific 
to FINAL FANTASY XI, There are also several sample macros to begin getting play- 


ers in the mindset for future, job-specific macro ideas. 


THE WAY OF THINGS 


Traditions is for beginner and intermediate players who want to learn more about the 
concepts and common tactics of online roleplaying games. There are many tech- 
niques that are shared between almost all of the fantasy online games, and these are 
explained in detail to give all starting players an equal footing while adventuring. 


The next few sections are focused directly 


“7 : on FINAL FANTASY XL. Breath of Life 
sail : examines roleplaying possibilities in 
Traditions Vanadiel by race, job, and choice of 


homeland. This section is of additional 
interest for players who are excited about 
the social aspects of online gaming. 


Tricks of the Trade is all about advanced 
play concepts that enable characters to 
move around the world of Vana‘diel in 
safety and confidence. That particular 
subchapter develops many of the ideas 
for character progression, finance, and 


victory that will carry players forward 
from day one until the end of their 
careers, All of these are specific points of adyice that explain how and why charac- 
ters and parties act as they do, Skillchains, spells, job abilities, faster experience gains, 
and other concepts are explored and recorded there for players of all skill levels. 


WALKING YOUR PATH 


On the Job is one of the most important places for readers to visit when they are cre- 
ating new characters. This chapter explains the racial preferences, strengths, weakness- 
es, and methods of victory that define each job. Novice players will appreciate the 
clearly defined tables of statistics that indicate where each selection will wind up; this 
prevents players from spending three months leveling only to find that a different race 
or job combo would have been a little better. ‘ 


Experienced players may already know some of the tricks and truths of character cre- 
ation, but the finer points of certain combos and methods are still hidden for many 
until all of the information is brought to a central source. Job-specific macros, more 
effective grouping techniques, solo techniques for each job, where to go for the eas- 
iest fighting, and more. This section of the guide should have more than enough 
information to give even veterans a lor to think about when training for a new job 
or making a second character. 


In Raising a Character, players are given additional information on their characters 
(gaining levels, finding more money and items, etc.). This is geared toward specific 
regions of Vana‘diel so that the strategies move from purely subjective ideas toward a 
more objective and repeatable format. 


LS 


With all of the style and philosophy 
passed, the guide gets into the statistics 
and direct analysis of items and the 
crafting system. This is a reference sec- 
tion that will be of continuing use 
throughout your experiences in FINAL 
FANTASY XL 


The Equipment section covers store- 
bought items and special quest loot 
throughout most of Vanadiel. With 
hundreds of items from which to 
choose, the tables are organized for peo- 


ple to find whar they want as quickly as 


possible. Information like required 
character levels, job restrictions, and special attributes are provided to make these lists 
indispensable, Players who use the auction house frequently (to buy and sell various 
items) may want to keep a piece of paper in that section to record additional infor- 
mation with these lists (common prices on their server, particularly good items to 
trade, etc.). 


Anyone who wants to make money or create powerful items through the crafting sys- 
tem will be delighted to find many of the recipes and techniques used for crafting in 
the Crafting Guilds section. This is even a helpful subchapter to read for those who 
deal with crafters instead of doing it themselves; it will give buyers a better appreci- 
ation for time and methods of their business partners. Also, it may give hunters an 
idea of what to look for out in the wild to assist friends back in the cities. 


CITIES AND REGIONS 


Toward the back of the guide is a mas- 
wo Bast ok sive compilation of maps, quests, mis- 
Se sions, and bestiary data for the areas of 
each region, This material in invaluable 
to every player. By looking at a city’s 
information, a reader can learn about 
the layout of the town and where to go 
for various quests and missions (and 
how to complete them). The Regions 
subchapter lists the monsters that are 
found within the outdoor areas and 
dungeons and highlights important 
landmarks for players. 


APPENDICES 


For your convenience, there are tables and charts for quick use in the rear Appendices, 
The full Bestiary is there, including monster weaknesses for those who hunt with a 
purpose. Also included are magic lists, skillchain info and potion and meal effects. 
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Due to all of the lingo in online games, this section exposes new players to the community's various terms. Frequently-used terms and all of their syn- 


onyms are listed here, along with a short definition for each. 


GLOSSARY OF TERMS 


Agi 


ous actions against a monster. 


ession, Enmity) 


Aggro (Synonym: Aggro is accrued when taking vari- 
z g 2 


The easiest way to gain aggro comes from 
hitting a monster with a melee weapon, ranged attack, or combat spell. 
However, this also includes healing allies who are being struck by that 


monster, 


Agility (AGI) 


attacks; it also has a substantial impact on a person's chance to dodge 


Agility determines a character's effectiveness with ranged 
enemy attacks. 


Alliance Multiple groups of characters can partictpate in fighting and raid- 
ing entire areas to obtain loot and glory. These meta-groups are called 
alliances. Uncommon at lower levels, alliances are required to defeat some 


of the most devastating and awesome monsters in Vana‘diel. 


Area The world of Vana‘diel is divided up into independent areas. 
Characters who pass beyond the borders of an area experience a moment 
of darkness as they enter a new area. These borders mark the point at 
which no monster can cross; thus, safety from monsters is available by run- 


ning to the end of an area (if you can make it that far). 


Area of Effect (AoE) 


all other monsters within close proximity to the target. This can cause 


Area of effect spells target a single monster, but affect 
multiple allies or enemies to be affected by the spell 


Artifact Armor (AF) 


armor often add to the primary attributes of their job. The quests for 


High-level armor that is job-specific. Pieces of such 


these begin after level 40. 


@) 
a Auction House (AH) There are auction houses In every major city that 
wn ¥ t 
= enable players to sell items to each other without actually being present at 
= fi 

i the time of sale. Once the sale is complete, the items are then delivered to 


characters’ Mog Houses. If an item goes unsold after nine weeks Vanadiel 


time, the ttem will be returned to the characters on the spot. 
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Away From Keyboard (AFK) This means that a player will be away from 


the computer for a short time. l Jsually this ends when the person arrives 


and types “Back.” 


Bastok 


of the south, Bastok is home to the mighty Galka and versatile Humes. 


Bastok is a city of industrial might. Sheltered by the grey mountains 


Be Right Back (BRB) 


be away from his/her computer for a moment. This is also occasionally 


Similar to APK, this often means that a person will 


used to mean thar a character will leave a group for a moment to take care 


of something (heal a nearby friend, etc.). 


Beastmen Humanoid monsters that sided with the Shadow Lord during the 
war. They take control of areas that aren't currently held by one of the 
three major cities. The Beastmen are constantly engaged in a struggle to 


tear control away from the civilized nations and hold the land in anarchy. 


Bidding 


process 1s done by choosing items from the menu and casting a lot for each 


Party treasure is often divided by “casting lots.” This bidding 


one that is desired 


Bind (Synonym: Root 


from advancing. Although still free to cast spells and fire ranged weapons, 


Bind spells hold a target in place and keep them 


this can destroy the effectiveness of melee-based monsters and characters. 


Blind 


to hit with ranged and mele € attacks for a conside rable duration. The tar- 


This enfeebling magic makes it more difficult for the affected target 


gets accuracy 1s also lowered 


Camp Synonym: Farming) An area where a hunting party sets up. Camps 
usually rely on one character to pull the nearby monsters back to the 
party. Usually, camps are chosen for relative safety but a vast supply of 


local monsters. 
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Cap (Synonym: Maxed) Skills become “capped” at a certain point in each 
leyel (this cap is raised with each increase in a character's current job 
level). Once capped, no amount of use will increase that skill until the 
cap is raised, 


Chain Cast (Synonym: Spam Cast) When something goes wrong and a 
battle starts to turn against the party, the group leader may call for 
mages to chain cast. This means that they should abandon any sense of 
magic conservation and throw spell after spell to heal the party and kill 
any aggressors. 


Charisma (CHR) This attribute is important of for Bards and 
Beastmasters, as it is the primary attribute that controls Bardic magic and 
how effective a Beastmaster is when charming a monster, 


Check The check command teveals to players an idea of a monster's relative 
power (this is based on the current level of the character). Even Matches 
are usually extremely challenging for a solo player, and anything higher is 
only possible with lots of luck, the best equipment, a party, or a higher- 
level ally to enhance or heal the character during combat. 


Conquest Each of the three starting nations in FINAL FANTASY XI are 
vying for land and prestige. Characters who participate in the conquest of 
Vana‘diel can have special city guards cast Signet on them. This causes 
every kill of the character to count toward a greater nation victory in that 
region. Each death, however, also counts against the player's favored city. 
Areas under a nation's control will become better hunting grounds for 
players of that nation (crystals will drop as loot after battles). 


Crafting There are several crafting skills in FINAL FANTASY XL. These skills 
are used for making items out of lesser goods and treasure. When com- 
bined, certain ingredients form powerful equipment that is worth far more 
than the sum of its parts. 


Damage Over Time (DOT) Spells like “Poison” catise a certain amount of 
damage to a target for a specified period of time. These effects are known 


as e over time for just that reason. 


Dexterity (DEX) Dexterity is a combat attribute that affects a character's 
melee success rate and the chance to land a critical hit. 


Drop (Synonym: Loot) Treasure that is gained by killing monsters is called 
loot or a drop (because the monster “drops” the item). 


Elyaan  Elvaan are a race of strong people with fierce devotion to whatever 
cause they choose. Although slow, the Elvaan haye strength and vitality 
that goes far beyond expectations. Elvaan also make potent melee charac- 
ters. Although lacking a decent pool of magic from which to draw, Elvaan 
make skilled healers with what they can cast. The Elvaan hail from the 
kingdom of San d’Oria. 


Emote (/em) Emotes are gestures that can be made with a character (for 
pointing, dancing, or many other expressions). Many emotes have built-in 
descriptions and animations, although players can use the /em command 
to type in their own description of any action. 


Enfeeble The opposite of enhancing magic, enfeebling magic takes away 
from targeted stats. Mages cast these spells on enemies to prevent them 
from attacking as well or as often. 


Enhance Enhancing magic raises various character stats. For example, 
“Protect,” a White Mage spell, raises defense. 


Enmity (Synonyms: Aggro, Aggression) See “Aggro” 


Experience Points (EXP) Experience Points control when a character gains 
a level. When a person's EXP reaches its goal, that character gains a level 


in their main job. 


Extra Job After gaining level 30, characters can seek specific NPCs to com- 
plete extra job quests. These jobs are not ayailable unuil their quests are 
completed. 


Fame Fame is a hidden stat that increases when a character completes a 
quest. Having higher fame enables a character to seek important quests 
later in the game (such as those for Race-Specific Armor). High fame also 
decreases the cost of items in general stores. 


Galka The Galka, a playable, asexual race, hail from Bastok. These gigantic 
humanoids are strong, hearty, and make some of the finest melee-fighters 
in the land. Gifted with greater Vitality than the other races, the Galka can 
take as much pain as they dish out, 


Game Master (GM) Game Masters are spread throughout the world to 
ensure that people don't get stuck because of a glitch or harassed by play- 
ers and exploits. 


Got to Go (GTG) This term often means that a player must leave a group, 
or perhaps is logging off the game for the evening. 


Graphic User Interface (GUI) The game's graphic interface is what you see 
on the monitor while playing. The central parts of the GUI are the log 


window, lower menu, upper menu, status bar, and yiew area. 


Grats (Synonym: Congratulations) Wishing someone congratulations is 
done commonly after a person has gained a level. 


Group Characters can join together to fight more effectively, gain more 
experience, and seek greater challenges in a group setting. These clusters of 
aligned characters are called groups or parties. 


Guild Characters can find crafting items and assistance at the specific guilds 
for each craft. One person in each guild can also enhance a character's skill 


in one craft for a short time. 


Heal (Synonyms: Rest, Med) Healing gives characters a chance to sit 
down and regenerate lost hit points and magic points. During this time, 
however, tactical points fall. Characters cannot moye, fight, or cast spells 
while resting, but they can talk to each other, 


Hit Points (HP) (Synonym: Health) Hi points are a measure of a charac- 
ter's life. When wounded by an attack, a character's current hit points fall. 
If HP reaches zero, the character is struck down, requiring a Raise spell or 
a return to home point before you are able to act again. 


Hume Humes are the most basic of races, closely resembling the humans 
of our world. Statistically average in all attributes, this race can learn 
almost anything. Versatile jobs and job combinations are wise when 
Humes are involved. Humes come from Bastok, where their ingenuity has 
transformed the land into a place of steam power and industrial might. 


Incoming (INC) When a monster is about to attack, a player will usually 
call out “Incoming” to their group. This warns everyone that a monster, 
whether pulled or not, is about to join the fray. 


Intelligence (INT) The attribute of intelligence focuses on a character's 
ability to deal damage with magic. 


Invite Group leaders can invite other characters to join their group, Thus, 
people asking for an invite are seeking a group to hunt with. 


Job In FINAL FANTASY XI, characters can switch between jobs. A character's 
main job refers to the job that is currently being raised by that character. 
Job changing is done at each character's Mog House. 


Job Ability Job Abilities are granted by a character's current job and their 
support jobs (if applicable). These are timed abilities that enable players 
to endure greater trials, given proper use. Some of the slowest ones are on 
two-hour timers, thus requiring deliberate use for maximum effectiveness. 
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K.LT. (Synonyms: “Kill In Transit," Kiting) Kiting is a battle tactic that 
involves stringing an enemy along, One character (preferably one with 
speed or a dependable taunt) will draw an enemy's aggression and race 
along with the monster in tow. This can be used to expose monsters to 
substantial missile and spell attacks, or the puller can lead enemies from 
dangerous regions back to a safe spot where the party can unleash an 
ambush. With the right terrain, one character can kite and throw spells 
into a pursuing enemy, although this is very difficult to accomplish. 


Level A character's level is a measure of his/her experience. This number 
provides a quick way to estimate the power of other players. levels also 
make a huge difference when confronting the monsters of the land (high- 
er levels give players a chance to defeat dire threats). 


Line of Sight (LOS) This is the path of vision that leads away from your 
character, thus determining which monsters can be targeted and attacked 
(especially important for spells and ranged attacks), Certain terrain can 
block LOS, but other characters can't block it. 


Link (Synonyms: Add) Monsters that link assist each other when parties 
attack, If there are multiple targets in the same area, linking allows them 
to rush forward and form their own party against the adventurers! This can 
be highly dangerous, and linking enemies are often attacked more cau- 
tiously because of it. 


Linkshell Group —Linkshell Groups consist of a circle of chatting characters 
that cannot be separated by any distance. The leader of a linkshell group 
passes around linkpearls that allow the characters to speak as if they were 
in a party with everyone else in that linkshell group. 


Log Out (Synonym: Logging) Logging for the night is done at the end of 
an adventure. Solo characters can leave the game at will, but most party- 
goers announce their departure well before they have to leave. “I'm logging 
in 30 minutes” would let a person's group leader know to start looking for 
a new ally. 


Looking for Group (LFG) (Synonym: Seek Party) See “Seek Party” 


Mage (Synonym: Caster, Nuker) Mages are the magic-casting jobs of the 
game, Usually this refers to Black Mages that are intended to deal massive 
amounts of damage (as if they were dropping “nukes” onto the enemies), 
The term “nuke” is sometimes used to describe area of effect spells by 
mages, as well. 


Magic Burst (MB) After a skillchain, mages have the ability to create a 
magic burst. Because each skillchain takes on a magical property, mages 
need only use a spell of the same type to initiate a magic burst. This 
inflicts extra damage to the targeted enemy. 


Magic Points (MP) Characters in jobs with magic can only cast a certain 
number of spells before resting. The sum is determined by a character's 
maximum magic points. Each spell cast has a cost in MP, which is deduct- 
ed from the character's magic until no more spells can be cast. 


Mind (MND) Mind, the attribute of healers, controls how powerful a heal- 
ers spell will be on a character. It also determines a person's defense against 
magical attacks. 


Mission (Synonyms; M# [where # is the number of the mission]) Missions 
are organized by the major cities of Vana'diel. The major guards of those 
cities encourage characters to participate in these missions and prove their 
worth. Oyer time, this improves a character's rank, For missions of high- 
er rank, people sometimes use M#-# to state both the rank and number 
of the mission they are doing. 


Mithra The feline Mithra are an attractive race of fast-talking, dexterous 
females. Known for their lax view of laws and politics, the Mithra lean 
toward thievery and ranged combat whenever possible. Windurst is the 
home of most Mithra, owing to their alliance with the Tarutaru. 


Mog House There is a collection of Mog Houses in the residential area of 
each city. A character's initial house is located in the capital city in which 
he/she begins. (This can be changed later, for a fee.) Mog Houses offer 
extra storage space for important items, a delivery spot for auction house 
and traded items, and a scene for changing jobs. Furniture can be added to 
the houses for decoration, and plants are grown to add zest when cooking. 


Newbie (Synonym: Noob) The term noob is used to describe a low-level 
character or a style of playing that is immature. This usually refers to the 
immature aspects of a player. 


Notorious Monster ‘These are monsters that seldom spawn and are found in 
areas with similar monsters of a much lower level, Acting as tremendous 
threats to anyone who engages them, these lordly beasts will tear apart entire 
parties that come to battle ill-prepared. Entire alliances are sometimes need- 
ed to face the worst Notorious Monsters. 


Non-Player Character (NPC) This term is used to describe characters who 
are part of the game itself; people in cities, guards at outposts, and other 
game characters. 


On My Way (OMW) (Synonym: Be Right There [BRT]) A common term 
from someone who is moving to join a group, “I’m OMW." 


Out of Magic (OOM) Mages (especially White and Red Mages) will let 
parties know when they are out of magic because warriors and other front 
liners won't receive healing. A warning of “Low on Magic” will usually 
ring first, followed before long by the dreaded “OOM.” Things get worse 
from there if the battle doesn’t end soon, 


Paralyze  Paralyze doesn't completely stun or disable a character or monster, but 
it does cause the target to periodically stop attacking. Over time, this greatly 
decreases the effectiveness of an individual, but its duration is fairly short, 


Poison Poison is an enfeebling spell that causes a target's hit points to drop 
over time. This can cause a character to die, should the spell fail to wear 
off before the character's hit points run out. A high vitality makes it easi- 
er to resist the duration of poison. 


Pop (Synonym: Spawned) Monsters that have been killed will suddenly 
return to Vana‘diel at times. Because they “pop” into existence, the term is 
used to describe their arrival, Groups warn each other mostly when an 
aggressive monster pops, because no one wants to have a monster aggro on 


their party during a fight. 


Player Character (PC) This describes a person's character, or the person the 
player controls while traveling through Vana‘diel. 


Protect Protect is a spell that raises a target's defense toward physical attacks. 
This spell has a fairly long duration, 


Pull (Synonym: Lure) Enemies can be attacked and drawn back to a party. 
This act is known as a pull or lure, The person doing the task is the puller, 
and there is usually one designated person in a group to act as a puller, 
Warriors, Thieves, and Monks are frequently given this task. 


Quest Quests are similar to missions. Characters must go to specific 
locations, fulfill tasks, then return for a reward, The difference between 
these two duties is that quests are not related to a person's rank or nation- 
al affiliation; instead, quests are given by private citizens, Completing 
quests raises a character's fame and improves store prices for them, 


Race A character's race is the type of monster that a player has chosen to 
use. Humes, Elyaan, Tarutaru, Mithra, and Galka are all playable in FINAL 
FANTASY XI. Bach race has its own attribute values and physical differ- 
ences. 


Race-Specific Equipment (RSE) Pieces of equipment that can only be 
worn by specific races are known as “race-specific armor.” In addition to 
the armor that your character receives at the beginning of the game, there 
are also types of race-specific armor that can be hunted for after a player 
reaches level 30, It takes quite a bit of fame to begin these quests, so play- 
ers may need to repeatedly complete basic quests before beginning. 


Raise (Synonym: Resurrect) Experienced White Mages, and Red Mages at 
higher levels, can bring characters back from an unconscious state. After 
being reduced to zero hit points, the characters can wait for a friendly 
Mage to come by and raise them. This reduces the experience penalty asso- 
ciated with death (by 25% for Raise I and 75% for Raise 2). 


Rank To increase rank, a player must complete missions for his/her charac- 
ter's chosen nation. This involves donating spare crystals to the gate guards 
of that city as well. Higher rank allows players to select different conquest 
items and use certain items that would otherwise be restricted. 


Ready to Go (RTG) After resting back to full health and magic, people 
often declare that they are “Ready!” or “RTG." This lets the group leader 
know that people are prepared to move out and continue hunting. 


San d’'Oria The Elvaan city of the north. San d’Oria was a power in 
Vanaldiel before Bastok was a glimmer in the eyes of man. Although torn 
apart by religious and secular unrest, San d'Oria possesses a culture that 
has lasted for many generations, 


Seek Party (Synonyms: Looking for Groups, LPFG) Players who are looking 
for a party can do several things to speed up the process. The party menu 
has a ‘Looking for Group’ option that displays an icon above the charac- 
ter's head. This also appears when party leaders search the area for poten- 
tial members. Auto-grouping is available as well; this automatically places 
interested characters into a group when they enter the same region. 


Signet Special guards for each major city can cast Signet on loyal characters 
to that nation. Signet enables characters to obtain crystals from monsters 
and participate in their nation’s conquest, thus accruing points for conquest 
items and helping to keep or gain control of valuable territory. The dura- 
tion of Signet is limited, so characters should stay close to a area where one 


of their nation’s guards reside. 


Skillchain Weapon skills are used when a character's tactical points pass over 
100%, These skills inflict extra damage and occur outside of the normal 
attack order in battle, Skillchains begin when grouped characters time 
their weapon skill to land after previous skills have finished. These tandem 
skill attacks create a chain that take on deadly magical properties. 


Slow Targets that are slowed take more time recovering from their own 
actions, thus lowering the number of attacks that they can make against 
engaged enemies. 


Strength (STR) Strength is the attribute that all melee characters care 
dearly about. Strength determines the amount of damage caused by 
physical attacks, 


Support Job After reaching level 18 in any job, characters can start a quest 
in Mhuara or Selbina to master the use of support jobs, This ability lets 
characters adyance in their main job while supplementing their skills with 
the power of a second job. The level of a person's support job is capped 
at half of their main job's current level. 


Tactical Points (TP) Characters build up tactical points by striking enemies 
and by being hit. The meter goes from 0% to 300%. At L00% and above, 
characters can use any weapon skill that they've mastered. These skills are 
important for dealing extra damage and engaging skillchains, Using these 
skills depletes the character's TP bar, but using a higher percentage increas- 
es the effects of a weapon skill. 


Tarutaru (Synonym: Taru) Tarutaru are short, physically weak, and some- 
what childish. That said, they are talented in the mystic arts and can sow 
devastation wherever they go (should they so choose). Hailed as the finest 
Black and White Mages in the land, few can doubt the importance of 
Tarutaru in the struggle for Vanadiel. Windurst is the center of Tarutaru 
knowledge and education. 


To Next Level (TNL) Buddies occasionally ask how many experience 
points you need before your next level. When someone says, “How much 
TNL?” they want to know how much longer it will take before you gain a 
level. This is an issue in groups because players may want to leave but will 
consider staying until characters who are close to gaining a level have safely 
done so. 


Train A train of monsters is created when a person flees an area trailed by 
a group of aggressive monsters. This looks somewhat amusing to everyone 
watching, but there is a substantial element of danger involved. On the 
way home, those monsters will be burning for a chance to take a swing at 
someone else. Be wary and stay clear of trains. 


Two-Hour Ability (2HR) All jobs have spectal two-hour job abilities. 
These are powerful, “get out of trouble” tricks that can save a character 
and the group he/she is in. Group leaders may call for people to “Use 
2HRs,” asking for anyone who has these available to use their abilities. 


Vanaidiel (Synonym: The World of FINAL FANTASY XI) Vana‘diel is the 
world where players come to fight against evil. It's a place where three bick- 
ering city-states haye sworn to battle the forces of darkness, although each 
keeps an eye out for personal gain. 


Vitality (VIT) Vitality is an attribute that measures a character's resistance 
to physical damage. This stat makes every hit point count just a bit more, 
because enemies will strike for less damage against a character with high 
vitality. 


Warrior (Synonym: Tank) Warriors are melee characters who exist to take 
damage and keep monsters off the rest of the group. Sometimes referred 
to as “tanks,” Warriors are properly suited for this role, because of their 
ability to Provoke (taunt) enemies onto themselves. The Paladin/ Warrior 
combination is renowned at high levels for it's lasting endurance and con- 
stitution. 


Weapon Skill Weapon skills are learned by practicing with any melee or 
ranged weapon. At level 10, characters gain their first skill and every 20 or 
30 skill levels thereafter a new technique is learned. These skills are used 
with tactical points and can be chained together in experienced groups. 


Windurst The Federation of Windurst has been a place of learning and 
peace throughout many ages of Vanadiel. The gentle Tarutaru live there, 
and their recent treaties with the Mithra have brought the two races into 
harmony. Beneath the Great Star Tree, sweet winds cool the heads of all 
students and travelers who seck shelter by her boughs. 
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It’s very important to learn tricks to become more comfortable with the interface of a massive multiplayer game. Hours are spent fighting monsters, seeking fine treasure, and 
attempting to hone groups of allies into a fighting force. Without sublime interface control, you may waste precious time wrestling with locking onto the wrong targets, sit- 


ting down awkwardly, and generally missing the sensation of being in absolute control of a character. 


BATTLE COMMANDS 


COMMAND FUNCTION 

“/autotarget x" where x is “On” or “Off.” On causes your PC to 
automatically engage new enemies that are already in melee after 
your target has fallen. 

Targets 0 porty member and assists them in attacking whatever 
monster they are targeting. 

jattack [/a] “/atiack x” where x is “On” or “OFF” Used to start or stop battle. 
jattackoff ‘| Cancels attack mode. 

Calls for help and allows others to harm your target monster (EXP is 
not given to anyone). 
Uses a ranged attack on enemy. 


/autotarget 


/assist [/as] 


/help [/h]} 


/range [/shoot] 


Knowing all of the game's controls and macros is an important start toward master- [/throw] 


ing an interface, FINAL FANTASY XI has a host of useful methods for increasing a 


character's potential. This is magnified when everyone in a group understands the 


techniques involved with character control. 


The keyboard commands shown here are the defaults. You can assign different func- 


tions to the key by using the “Key Assignment” function found in the Keyboard DEPENDENT COMMANDS 


option, under the Config menu. 


i COMMAND =——_sFUNCTION s 
QUICKLIST OF SHORTCUTS = (osreb 
<t> Chooses the current target for an action. 
AND KEYBOARD COMMANDS ___ <st> Used in a macro, this enables a PC to select a torget for an action each 
time the macro is used. 

KEYBOARD SHORTCUT COMMANDS Ae ips Displays your character's current and maximum hit points. 

COMMAt ws __ FUNCTION <mp> Displays your character's current ond maximum magic points. 

Al - Fb Selects party members, in order, from the status display. <hpp> Displays your current hit point percentage. 

f7 Targets your character. : <mpp> Displays your current magic point percentage. 

FB Targets the closest Non-Player Character. <tp> Displays your tactical points. 

F Targets the closest Player Character. | <eall> <call2> Use in a party to blow a loud whistle and alert allies. (This command 


Targets the dosest party member fo you. i <call3>..<call21> —_ | only works in “Party” chat mode.) 


Ctrl/Alt + [0-9] Use designated Macro, <pos> Displays your current position in map coordinates. 
Cirl/Alt + SHIFT +[0-9] | Switch Between macro pages. 
. Will lock or unlock a chosen target OR cause your character to heal if 
no targets are selected. 
Cirl + Aor Alt +A Engages/Disengages attack mode. 
(rl + Cor Alt + C Checks the current target, whether PC or NPC. 
Ctrl + E or Alt + E Opens the Equipment window. GAMEPLAY COMMANDS 
Ctrl + G or Alt + G Makes the target monster attackable by anyone. No experience is COMMAND FUNCTION 
given to anyone. follow Automatically follows the current target. 
Ctrl +H or Alt +H Your character will sit and begin to heal. Ieheck [/c] 1 Check the current target, whether PC or NPC. 


Ctrl + | or Alt +1 
Ctrl + J or Alt +J 
Ctrl + Lor Alt+L 


Opens the Item window. 
View current job ability. : ; 
Lets you send a message fo your Linkshell Group. 


Begin fishing (rod ond bait required). , 
Your character sits and begins to heal. 
Locks the camera on a target. 


(fish 


/heal 


/lockon 


Ctrl + M or Alt + M Opens the magic window. jmagic [/ma] “/magic “Spell” target casts “Spell” at the target named. Using <t> 
Ctrl + P or Alt + P Lets you send a message fo your party. uses the spell at the current target, and <b> allows you to select one. 
Ctrl + R or Alt +R Reply to the latest “tell” you received. /song [/so] “/song “Song” target uses “Song” at the target named. Using <t> uses 
(trl + Sor Alt +S Lets you send a general message. the song on the current target, and <st> allows you to select one, 


“/iobabilty “Ability” 


/jobability [/ja] 


Ctrl + Tor Alt +T Lets you send a direct message fo another player. = 
Ctrl + Vor Alt + V Toggles through Point of View. /weaponskill [ws] | “/weaponsill “Sill. 
Ctrl + W or Alt + W View current skills. _—_itargetnpe Targets the closest NPC. 


/targetpe J Targets closest Player Character, 


Ctrl + D or Alt + D 


Use a Range Weapon on the current target. 


GROUPING COMMANDS 
COMMAND FUNCTION 


Jalliancecmd [/acmd]| Add “Party”: Adds the party to an alliance, use the leader of the other 
party as the name for “Party.” 

Leave: Toke only your party out of the alliance. 

Kick Party”: Removes a party from the alliance, where “Party” is the 
leader of the undesired party. 

Breakup: All parties will be removed from the alliance. 
Refuse a party or alliance invitation. 

On: Opens your PC for party invitations. 

Off: Closes you toward party invitations. 

Used by itself, the command toggles On and Off. 
Accepts a party or alliance invitation. 

Add (while targeting a player): Invites a PC to join your party. 
Leave: Leave the current party, 

Kick “Name”: Removes a member from the party. 

Breakup: The party is disbanded. 


{decline 


/invite [/inv] 


/partycmd [/pemd] 


COMMUNICATION COMMANDS 

COMMAND FUNCTION 

ichatmode [/cm] Displays your current chat mode. If you wish to change the chat mode 
use “/chatmode “NewChannel.” “NewChannel” should be the desired 
channel of speech (Party, Tell, etc.). 
Speak only to party members. 
Speak to everyone nearby. 
Speak to everyone around you, greater range. 


Speak to a specific player in the same world. /tell “Name” where 
"Name" is the desired character's name. 


Speak to Linkshell members. 


(party [/p) 
{say [/s] 
/shout [/sh] 


‘tell 


/linkshell [/1] 


/Lsmes Allows the creator of a linkshell to set the opening message. 
/breaklinkshell Breaks the current linkshell you are using. 
/makelinkshell Make a Linkshell. 
{nominate or Begins a poll. Example: “/nominate say Do.you.enjoy.the.taste.of butter? 
[propose Yes No” would display [Do you enjoy the taste of butter?) 
1: Yes 
2: No 
Though Say was used in our example, this command can also be used 
in Shout, Party, and Linkshell. 
[vote /vote “Number” Responds to a poll by entering the number, 
SYSTEM COMMANDS 


COMMAND 


FUNCTION 


1? /?"Name” Lists the commands that closely match “Name”. 
Used specifically, this provides detailed information about a 
specific command. 

/anon Toggles whether your character's job and levels information are 


displayed to others. 

Add “Name”: Adds the character “Name” to your list of ignored players. 
Delete “Name”: Removes the characters “Name” from your blacklist. 
Shows the current time in real life and the time in Vona’diel. 
Opens your Friend List menu. 5 
“Opens the Key Items menu. 
Opens Map window, 
Opens quest window. 
Opens mission window. 
Toggles whether character names are displayed on-screen. 
/playtime ee | playlog Shows the time played since your character started. 


/blacklist [/blist] 


(clock 


/friendlist [/flist] 


/keyitem 


‘map 
/quest 


/mission 


/names 


COMMAND 


[pol 


FUNCTION BF 
Return fo PlayOnline. (You will be seated for 30 seconds before you 

can access POL.) 
Rolls dice for a target number between 2 ond 998. 
Shows the Region Map and Region information window. 
Recalls the last System Message that was announced. 
Opens the Support Desk window. 

Version of the current FINAL FANTASY XI is displayed. 


All: searches all areas of the game. 

"Name": Searches for a person of that name. 
“Level Range": Searches for characters within a specific range of levels. 
“rea”: Searches the area for characters. 

"Joh": Searches for character who currently have said job. 


/random 


/regionmap [/rmap] 


/servmes [/smes] 


/supportdesk 
iver 


/search [/sea] 


MISCELLANEOUS COMMANDS 


COMMAND 


fonline 


FUNCTION 
Returns your PC to Normal status. 
Marks your PC as Away (as in away from keyboard). 
Marks Busy by your name. 


/away 


(busy 


{hide [/invisible] | Hides your Online Profile, 
Opens the Mog house storage window. 


Opens your delivery box when inside your Mog House. 


/bank 


/deliverybox 
{/mailbox] 


Opens the seed cultivating menu when in your moogle house. 
Opens the layout menu when in your moogle house. 
Read the Vana'diel Tribune Newspaper when in your Mog house. 


THE STATUS WINDOWS 


It's somewhat difficult to play without using the various status windows that provide 


/garden 


/ Layout 


‘tribune 


constant updates on the state of your character and party. Knowing what to look for 
and where to look will help healers and fighters alike in staying alive and becoming 


an important member of the Vana‘diel community. 


The Connection Status Display appears in the upper-right corner of the screen. This 
displays the flow of data between PlayOnline and your system. If the listed percent- 
age begins to fall, the colors change and your commands will have trouble getting 
through. This reflects a degrading signal that will hopefully clear up soon. The 
Connection Status Display also informs players if they have messages /mail waiting 


for them in PlayOnline. 


The Status Window appears in the lower-right corner of the screen. Even while solo- 
ing, this window is of incredible importance. A character's current hit points and 
magic points are shown here, and it's always good to know the current state of your 
character. The red bars next to your characters’ name indicate active hit points; the 
bars fall to the left as people are injured. The yellow bars are for magic points and 
respond in the same way as mages deplete magic. Those party members in another 
area are listed by the area in which they are traveling. 


The large window in the lower-left is the Text Window. Many messages are dis- 
played here, including all character communications (say, tell, shout, party speech, 
etc,). Emotes, attacks, damage information, and other pieces of information also 
appear here. Using the configuration option, players can choose to filter certain 
things to keep this window from overflowing during important battles (options 


include anything from speech, to different battle and system messages). 
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Above the Text Window is a display for the compass and clock. The time is displayed 


in Vanadiel time, while the compass is perfect for navigating around the map. Dots that 


appear inside the compass reflect the presence of allies, monsters, and various NPCs. 


Two menus remain hidden until called upon, but they contain options for controlling 
your character. The Lower Menu, used most often in battle, deals with magic, weapon 
skills, job abilities, treasure allocation, and condition checking, To access this menu, 


simply left-click while walking around; it also instantly appears during combat, 


, has addi- 


The Upper Menu, accessed via the middle-mouse button or the minus key, 
tional options, Inventory, play time, logging out, macros, and other status informa- 
tion is located here. As with many menus, pressing escape or right-clicking elsewhere 


on the screen closes this menu, 


COMMANDS 


Anyone can look at the list of in-game 
commands with a simple [/?], or nar- 
row such a search by following that 
command with part of a command 


name [/? attack]. 


The following explains the various 
ways to accomplish game actions and 
several ways to avoid the pitfalls thar 


are waiting to trap the unwary traveler. 


The attack command is made by typing [/attack]. This prepares a character for 
melee combat with whatever weapon they have equipped (e.g. fists, blades, scythes, 


etc.). This is not used for ranged or magical combat. 


Pressing [Control/Shift+A] also serves 


to sheathe/unsheathe a cl 


yaracter's 
melee weapon, This is a fast and effi- 
cient way to engage enemies because it 
doesn't require extra typing. Your char- 
acter automatically chooses the current 


targeted enemy as the one to engage. 


Heal is the command used for resting. Characters only regain hit points and magic 
points during rest (unless they have special abilities to that effect, and many jobs do 


not}, 


To accomplish this, type [/heal] or press [*] when no target 1s selected, Also, 
[Control /Shift+H] will always attempt to put the character in a resting state, It is bet- 
ter to use the latter method, because it has a single purpose and isn't confused with 


other actions, 


During rest, characters are somewhat 
more exposed. Standing up to engage 
targets will take a few moments, your 
character will lack the ability to target 
and check monsters that are outside 
your character's field of vision, etc. 
Thus, it is better to heal in a place 
where your character and party wont 


be disturbed. 


Look for areas with passiye monsters 
that arent aggressive enough to attack 
on their own. Outdoors, the walls of 
canyons are often safer than down in 
the valleys. The same is true for many 
regions; staying near the perimeter of a 


given area is usually best for healing. 


In parties, the natural order is for people to sit down facing multiple directions. This 


lets everyone keep a lookout for problems on the horizon. Someone who spots a gob- 


lin ambusher can say, “Goblin Inc” to inform others that an aggressive goblin is 
incoming. The group leader can quickly decide whether this merits a break in rest 


and a repositioning of the group. 


There are downsides to resting beyond the wasted time and added risks of attack 
while immobile. Melee jobs will be especially alarmed to notice that their tactical 
points drop during rest. During early levels, this is a trivial expense because party 
mages don't have the magic points to sustain high levels of healing, Later, when 
weapon skills are more important, this is a factor to consider, A party with enough 
White and Red Mages may have its melee characters stand and guard the party while 


the mages rest. 


( A A 
SJ agic (ma) 


Mages will get to know this command 


yping [/ma “Spell 


<t>] casts the named spell against the 


” 
me 


very quickly. 


character's current target. Any and all 
important spells in a mage's spell list 
should be placed into macros for faster 
use. This is discussed in the Macro 


Section later in this chapter. 


“i 


f 
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L\ ange/shoot/t hrow [/range} [/shoot] [/throw] 


Missile weapons are used separately 
from melee weapons with these 
ranged-weapon commands. Characters 
will often need to supply themselves 
with ammunition to be able to use 


weapons nn this fashion. 


ure meen pte ~< 2 


earch or Pla eS [/search] [/sea] 


I he search command 1s ideal for finding players of all sorts, For example, to search 


‘se Job Ability tia *Name of Job Ability" <t>] 


Job Abilities yary in their functions 


and importance. These abilities are dis- for players in the current area from levels 12 through 14, the following command 


cussed in much greater length in the string would be used: 


individual character sections, 


[/sea 12-14] 


This command activates the search command within the area the player is currently 


in, and looks for players between levels 12 and 14, 


By adding an area name to the search command, people can look for other players 


the entire server by using commands such as: 


both near and far, or even se. 
[/sea all 12-14] (Searches for players from levels 12-14 across all areas 
[/sea Selbina 12-14] (Searches for players in Selbina from levels 12-14. 


The following screen that appears will display all the players who match the criteria used 
in the search parameter. Group leaders can invite people directly from the search screen 
P I PEOf 


by clicking on the desired character and choosing “Invite” from the menu on the right. 


se Weapon Skill [/ws "Name of WeaponSkill" <t>] 


Weapon Skills are learned through the By proper etiquette, it’s important to talk to people before randomly inviting them 
use of various weapons. As a character into groups or alliances. A few moments and a quick conversation will ensure better 
learns new skills, he or she can deal groups that are well-informed about the intentions of a party. This more than pays 
extra damage with these special attacks. for itself when members don't leave after 15 minutes or worry about where to trav- 
Characters cannot use weapon skills el, what to fight, and who the leader should be. 


unless they have gained at least 100 


tactical ports, 


/ | ssist {/assist "Name of Character"] 


Assist switches your character's current target to that of the named player. This is crit- 


ical for organizing group damage and avoiding unnecessary pulling of stray monsters. 


Xiantatu : Look at your map. 
Search result: Only one person fo 
Search result: ona person f 


/ _ Utomove [/automove} 


This command takes partial control of 


the character and automatically keeps / ay [/say] [/s] 


them running (if used while the char- 


Tiana = : ae cg tl a nie SA NE 
achie iecaleade sa ohana: Diners can When communicating with people who are nearby, use the Say command. This cre 


ates a message that everyone nearby can hear, It is the basic means for rol 


stop by quickly tapping in the opposite aying, 
) 1 Dos od tones PF 


s 3 - = os ‘ « 
PEEL OR NRG elt 9b ee TN group requests, greetings, and so forth. 
controlled by pressing in any lateral 


direction 


“few Map imap) 


The in-game map is wonderful for pro- 
viding a view of the current area. Once 
a character has purchased or found a 
map for a dungeon or wilderness area, 
enter [/map] command at any time, 
even while automoving. In sate sections, 
funning around with your head ina 
map is a useful way to save time, In 


dangerous areas, a player is bound to 


wander into piles of monsters. 
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$ ell [/tell “Name of Person"] 


Tell only communicates with a single character. This sends the message over any dis- 
tance to a character with the appropriate name. If that character isn't online , ames- 


sage informs the sender to that effect. When responding to a Tell of some sort, use 


[Control+R] to respond to the most recent Tell. 


alk in Ginkshell trinksner1y [/1] 


Once a character is part of a linkshell group to speak with, the [/I] command cre- 


ates a message thar everyone online in that group can read, 


_/_arty Speech tparty1 tp) 


This command displays a message that your entre party can hear without anyone 
outside the group noticing. This command crosses any distance and carries its own 
color, Without [/p], life as we know it in Vana‘diel could not exist. Party communi- 


cation, even by the end of the early levels, is the single most important function of 


gameplay. 


@5:39 


(Xiantarul) This ts how you talk to your party without bothering other people 
The membe: 2 — = = : 
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DEPENDENT COMMANDS 


Certain commands are meant to be used within strings of larger commands. These 
clarify targets and intentions that would otherwise need to be dealt with at greater 


th, or serve outside functions that aren't meant to be used without the presence 


len 


of other commands. This will soon become clear. 


se on Me {<me>] 


When using spells, items, and abilities, 
it's sometimes important to target one- 
self without taking the time to choose 
your character from the party menu or 
one of the quick keys [FI]. In these 
cases, the command [<me>] automati- 


cally targets your character. 


—urrent Ti arget [<t>1 


This target command has previously 
been used with the magic command. It 
has many uses that come up very fre- 
quently. For spells and ranged attacks, 
[<t>] allows the command to func- 
tion within further input from the 


player. Used in a party context, [<c>] 


displays the target's name, (te. 
Look, it's a [<t>]). 


party 


witch Target t<st>1 


Append [<st>] to a command so that 
a character can switch targets. At the 
end of a spell or job ability, this com- 
mand brings an icon on-screen so a 
player can choose the target for that 
action. Depending on the situation, 
this could be better or worse than the 


[<t>] command, 


Switch Target is slower because of its manual input, but it enables characters to be 
fully engaged by an enemy and start target a second monster without wasting much 
time. A Warrior might use this to Prove ke a second monster while already engaged 


to a first, thus saving his White Mage from being attacked). 


_/_/ isplay Stats t<np>1 t<npp>1 t<mp>) [<mpp>] [<tp>] 


These commands, almost always used 
in party speech, display the number or 
percentage of certain statistics. Melee 
characters can list their hit points to 
warn healers who are nodding off or 
their tactical points to organize for a 
chain of special attacks, Mages, espe- 


cially White Mages, can display their 


Percentage of magic points to inform 


group leaders when it 1s time Co rest, 


COMMAND FUNCTION 


Displays a character's current/max hit points. 


Displays a character's current hit point percentage. 


Displays a character's current/max spell points. 


Displays a character's current spell point percentage. 


Displays a character's current tactical point percentage, 


Cou [<call>] [<call2>] [<call3>] 


This command makes a startling whis- 
tle. Late at night, this makes a fair 
attempt to rouse a drowsy party, but 
that isn’t its primary function. Instead, 
calls are useful for initiating tandem 
attacks, Skillchains are done by melee 
characters who use their weapon skills 


in carefully-timed tandem attacks, The 


leader of a skillchain often uses a 
macro with a call and a verbal command to signal the start of a chain. This is then 
followed by the actual attack. Others will have an easier time following suit than they 
would by going purely on a visual cue. Note: This command can only be used when 


the chat mode is set to “Party.” 


_osition t<pos>] 


The character's current position within 
a map ts important when soloing or 
working with a group. This assists peo- 
ple with finding quest and mission tar- 
gets. Ask people where to find various 
things (e.g. NPCs, monsters, items 
and they can respond with H-4 of a 


particular map area. That is much more 


efficient and repeatable than extended 


directions. 


MACROS 


It's difficult to say where people would be without macros. These automatically 
chained sets of commands offer players versatility that is entirely needed for com- 


plex party dynamics. Communication and efficiency are taken to entirely new levels 


with macros. 


As a quick note, macros that require the name of a spell or ability need the name to 
be inside quotation marks (e.g. “Stone”). Also, these names are case-sensitive in 
many circumstances. Thus, it is good form to capitalize the first letter of all spells and 
abilities. 


Help 
Macro Set #1 
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| TEN GENERIC MACROS THAT EVERYONE SHOULD MAKE 


INCOMING ENEMY! a 
Call For Help w/ Position Information 

Automove 

Tactical Point/Magic Report 

Call 

Map 

Assist 

Follow 

Join Party or Add Character to Party 

Evacuate 


—\/@it tiwait "Time in Seconds") 


Wait is an interesting macro command 
that puts a delay (in seconds) into a 
sequence. This is useful for many jobs 
because some of their job abilities or 
spells haye time in-between uses, thus 
negating a macro that attempts to go 


straight from one ability into the next. 


Den Macros 


Wait is an interesting macro command 
that puts a delay (in seconds) into a 
sequence. This is useful for many jobs 
because some of their job abilities or 
spells have time in-between uses, thus 
negating a macro that attempts to go 
straight from one ability into the next. 
There are many forms of battle 
macros. Some of these are job-specific, 
mainly created to deal with circumstances that are common to a favorite party, situ- 
ation, or group of skills. These are dealt with in later sections of the guide. There 


are also generic macros that everyone should peruse and add to their bag of tricks. 


A great macro for the puller of a party { the person who grabs the monsters for every- 
one to fight) would do more than attack the beast. This macro should attack, inform 
the party of the approaching target, and add extra information as the puller sees fit 


(ineluding current location), 


LURE = 


/point <t> 

/p I'm pulling <t> back to you 
fa <t> 

/party Returning from <pos> 
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agic Macros 


Mages have mactos that ate at least as complex as the most involved warrior macros. 
In a group setting, mages need to make decisive actions, communicate their inten- 
tions, actions, and magic points to the group, and sull participate in any changes that 


ader makes on the fly. 


the group 


PARALYZE 
/ma “Paralyze" <t> 
/p Casting Paralyze on <t> 


Alt 2 Paralyze 


ima “Paratyze™ <t> 


fp Casting Paratyze 


CURE 
/ma “Cure" <t> 
/p Casting Cure on <t>: <mpp> Magic 


remaining. 


EMOTES 


Roleplayers and Px »wer-levelers alike will be pleased with the Tange ot animations 
provided by the emotes in FINAL FANTASY XI. Using these commands causes char- 
acters to act out a certain action like pointing, waving, etc. }. Some emotes do not 
have animations attached to them. In addition to the standard emotes in the game, 
in their own text, and express what they 


players can use the /em command to type 


are doing in the log window. For example, if your character's name was “Tinx’ you 
could type: 


[/em looks at the stars and smiles.] 


It would then appear on-screen in blue text as,"Jinx looks at the stars and smiles.”. 


QUIET EMOTES 


Emotes that are used with the “motion” subcommand (e.g. /nod motion) will make 
the animation for their emote without it being displayed on people's text bars. This can 
be even more effective for serious roleplaying. 


[/amazed] 


Your First Day 
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[/cry] 


[/disgusted] # 
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[/fume] 


[/farewell] 


[/goodbye] 
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[/smile] B 


[/sigh] © 


[/stagger] & 
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[/stare] 5 [/sulk] i 
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[/think] @ 


[/upset] | 


[/wave] 


=< 
ln) 
I 
ww 
A 
s 
= 
me 
= 
3 
= 


5 


BM 22vfiayuy uv l 


[/welcome] | [/yes] & 


nN 
co 


Traditions 


Though most games are unique in certain aspects of their play, fanbase, and form of entertainment, there are shared aspects to many massive muluplayer online roleplayi 


if 


games (MMORPGs). Learning these, either by reading guides or playing previous games, should prepare gamers for their experiences in FINAL FANTASY XI. Although these 


base categories serve mainly as primers, they wil dramatically improve a beginner's sense of understanding and enjoyment of this game. 


YOUR CHARACTER 


Even though this 1s a multiplayer game, the first experience that a person has with 
the game is as an individual. It is always an option to learn how the world works and 
simply play by oneself (soloing) in the 
beginning. Whether a player's goal is to 
get into the social aspects of the game 
as quickly as possible or stay apart 
from that, there are times when people 
need to rely on themselves. The follow- 


ing are skills thar assist in that process. 


Before beginning, the most important question to ask is what the purpose of a char- 
acter will be, Do you, as a player, want to be involved with brute fighting? Would you 
rather heal, or use battle magic instead? 
A damage dealer, a shield for other 
characters, or a moneymaker? There are 
always a fair number of options, 
beyond the list of early jobs. 
This makes iis critical to think of the 
style that you are most interested m 


applying. 


Very aggressive players (those who want to mix things up and tear enemies to rib- 
bons) often lean toward melee characters before anything else. However, this isn't 
always the best route, In many MMORPGs, the heaviest melee characters are usually 
better ar taking damage than dishing it out! Thus, a high kill count may be better 
found in offensive casters and jobs that focus on inflicting damage (these groups are 
often skilled at killing, but don't take damage very well). In FINAL FANTASY XI, this 
is true of the early jobs like Black Mages and Monks for inflicting damage; Dark 


Knights and Rangers serve that role even better later on. 


Solo players may want to find a self-reliant job, for obvious reasons. A character who 
can deal with unexpected attacks is suitable for this. Jobs that allow for multiple means 
of conflict excel at this (a person with melee skills, ranged combat options, and per- 
haps ways of healing or escaping at high 
speed). The FINAL FANTASY XI 
Beastmaster, perhaps with a White 
Mage support job, is renowned for its 
ability to work independently. Early on, 
the Red Mage is a standard job with 
great potential for solo work, although 
this approach ebbs at medium and high 


levels. 


Group-oriented players have an interesting tradeoff. It's common tn most games to have 


the best party-oriented characters fight very poorly on their own. Thus, people who want 
to bring the most to a group are almost forced into seeking such a party each ime they 
play. This isn't a bad thing for some people (especially the players who thrive in a dynam- 
ic and social setting). Across the board, healing jobs are seen in this light. White Mages 
have never been a force on their own; instead, these healing Mages Can sustain a party thar 
otherwise would have died long before. There are many group configurations that are 


sractically unviable without having one of these healers around. Anyone who wants to be 
F : 


a cornerstone of group-based adventuring should think about this when selecting a job. 


Heavy fighting jobs, or “tanks” as they are often called, are also a solid group-oriented 
job, Unlike the pure damage dealers, they can fill many roles. While hitting monsters 
and lowering their health, tanks do the more important task of distracting the monster 
Left to their own devices, monsters will attack the best offensive characters in the party 
and its healers. Without someone to take the damage, White and Black Mages are 
doomed, while Thieves, Rangers, and Dark Knights won't last long either. Tanks keep 
this from happening. In almost all fantasy MMORPGs, heavy fighters step onto the 


front lines and soak up damage so that others may survive. It's what they do and good 


players will respect them for it from day one! People who want to play the hero of a 


group may be quite interested in this. 


Although this guide frequently suggests the easiest races and jobs to pair, this game 
leaves the choice in the players’ hands. People can create brutish healers and tiny 
fighters, The suggestions here are meant to give players an easier time with the chat 
lenges ohead. More experienced players can create any number of eccentric, surprising, 
and rewarding combinations. 
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The best character ever made would 
not be as effective if a player couldn't 
figure out how to use the game's inter- 
face. It's amazing how intuitive these 
games feel once a person realizes how 
many shortcuts are available, Reading 
through this guide's commands and 
macros section (Mastering an Interface) 
will teach players quite a bit about 


play ing this game, 


xploring the World 


Having a map of Vanadiel is a nifty start toward understanding the world, but there 
is a lot more to do. A player who has a strong feel for many of the regions, their 
monsters, and the ways through tough spors will always be of use. Party leaders are 
frequently the ones who must navigate unl an ideal hunting Spot 1s found It {is far 
better to arrive with an excited and prepared group than with a party that has wast- 
ed thirty minutes getting Into position. Knowing an area can save any group hours 


of wasted hunting, unnecessary deaths, and much frustration. 


The best way to learn about an area is to use the map while moving around. Keep 
track of where your character is standing at all times. Go through different passes and 
around barriers to see which routes are the fastest, then take note of the monsters 
found for hunting possibilities and risk analysis. What monsters are aggressive? Do 
the monsters in the area link? Would this area be too crowded for effective party hunt- 


ing? These are the types of questions that fill out a person's knowledge of an area. 


7 


inding Sources of Information 


Massive-multiplayer games are an 
enveloping experience. Even outside 
the game itself, many players will think 
about new strategies for honing their 
characters and parties, Talking to other 
players (in Linkshells, forums, and 
through tells to more experienced char- 
acters will develop your ideas on how 
to play. Sharing ideas with others can 
be fulfilling, and it's certainly a way to 


save time and find better treasure, 


Keeping a not ebox ok or an electronic document with gathered knowledge of the game 
is more useful than most players realize. It's easy to forget the little things, like NPC 


names for quests and map positions for specific monsters. Players who jot down their 


findings will always have something to fall back on. Also, they can send friends 
copies of their notes instead of having to teach everyone how to find various quests 
and areas every time. A close circle of allies might choose to use a single docume nt 


and pass it around, each adding their findings to the greater whole, 


EVERYONE IS A NEWBIE ONCE, 
_ HOW TO DO IT WITH GRACE 


Go Slowly and Fight Weak Enemies to Learn Your Limits Safely 

Gain Money with Repeatoble Quests 

Always Obtain Signet Before Leaving Town 

Upgrade Starting Weapons, Armor, and Spells as Soon as Possible 

Stay Near Area Borders When Fighting New Enemies (Run If Things Get Ugly) 
Find o Link Group That Likes to Help Newbies (There Are Usually Several) 


Look For Equipment in the Auction House, 
But Compare Prices with Local Stores 


Ask Questions—Ask a Lot of Questions 


Start Looking for Partners After Level Five 
and Parties After Level Ten 


Begin Practicing Macros and Shortcuts. 


GROUPING TOGETHER 


Solo players can do pretty well in these games, for a few levels at least. In the long 


run, though, multiplayer online games are shaped to bring people together. What a 
person can do by themselves, a group 
can often accomplish in far less time. 
By finding a cluster of four or five 
characters to adventure with, players 
will have a better experience, learn 
more, get better treasure, and be part of 
a social environment that makes every-~ 
thing more enjoyable, Selected with 
dd 


care, a group takes the entire game up a 


notch. 


hen to Group—When to Avoid Groups 


Now for the real advice. How do you 


know when to join a party and when to 
keep looking? This is very important at 
lower levels, when you won't have a 
large selection of friends and previous 
allies from which to choose. Although 
groups can be better than soloing, a 


poorly managed party can become a 


nighomare of wasted time, low experi- 


ence, and upsetting deaths. 


To avoid these groups, take a good look ar the party leader's actions during the first 
tew munutes after accepung an invitation and listen to how they manage the group 
in the first place. Leaders who are too 
pushy and rushed to get started often 
have limited expertence with managing 
ideal parties. Good things take time to 
prepare, and it's worthwhile to have a 
balanced group. It’s a bad sign if the 
group leader doesn't seem interested in 


that or in being affable to everyone in 


the party, 


An experienced leader will look for people of similar levels. After getting one or two 
people who seem interested and comfortable with grouping, they usually ask if those 
players know of anyone in the area who is capable. Grabbing previous allies who are 
proven in battle can make all the difference. Pickup groups, those that are made on 
the spot by combining strangers, can work out wonderfully. However, there is a bet- 
ter chance for good times and fine rewards for those who stick together and slowly 


expand their circle of trusted friends, 


Other signs of an inexperienced leader include shifting positions too often, overes- 
timating the party's capabilities against tougher monsters, and being too aggressive 
about finding more members (even at the cost of adding characters who are too high 
level or far too low). It is useful to understand what is happening and more experi- 


enced playe Ts can then offer advice to the group leader, as needed. 


Giving advice and dealing with leaders 
and followers is not a simple matter. 
There are no surefire ways to create a 
sense of kinship of solidarity in a 
party, especially when text is all that 
appears on-screen. Sometimes, even an 
inexperienced group leader is worth- 


while simply because he or she may 


have a way of makin “ scople feel com- 
) & Pcor 

fortable with each other, Groups have to deal with many real-world Situations like, 

phone calls, unlucky battles, treasure weals and woes, and much more. A group that 


r, it isnt worth the 


brings in lots of EXP per hour is doing extremely well; howe 


experience if the people in the party aren't haying a good time. 


One of the first elements of etiquette is to be polite and somewhat reserved while 
getting a feel for a group. Try to see if the party is chatty or serious, EXP-focused 
or treasure hunting, Whatever the case, figure our if the group fits your style as soon 


as possible, 


In a fun group, where everyone is getting along and shooting toward a common goal, 
stay focused and pay attention. Communication will make or break a party, especially 
after everyone settles down, An hour of solid fighting and experience without a close 
call will relax people. Leaders will attempt to keep the party alert at these points, and 


it is critical for members who are chatting more and joking around to still listen. 


Some players find it very odd to give up control to a party leader, but there are many 
rewards. Struggling for leadership of a party may make the situation worse for 
almost everyone involved. The central issue here is whether or not each person makes 
a talented leader or follower, If you don’t want to form your own group, do every- 


thing possible to become a dedicated group member in another. Honestly, everyone 


will respect you for doing your job well, whatever it may be. 


QUICK RULES TO BEING A LEADER 
Be Friendly 
Assemble a Party of Skilled Players 


Be Clear About Starting and Ending Times for 
0 Group 


Praise or Criticize: Never Attock Allies 


Help Fellow Parties Whenever Possible 

Be Confident 

Listen to Party Advice, But Be Firm 

Don’t Kick People Out Unless You Have To 

Do Kick People Out if They Are Rude or Negligent 


Keep EXP Rolling, But Remember to Have Fun 
‘a | 


) 
Wie Things Are Bad 


Eventually, each player will encounter a night when everything goes wrong. 
Sometimes this is only a matter of getting killed once or twice and feeling robbed of 
a good time. The worst case is when a party has a turn of foul luck and doesn’t take 


it well. There are positive ways to handle this situation, and one good player can keep 


it all from going sour. 


It's a very bad scene when one player in a party starts to blame another for a death, 
bad pull, or whatever else is causing strife in the group. If the language is somewhat 


civil, everything can be settled with just a light touch-up. 


It may be worse than that, but it isn't terribly common. A player may start to really 


let go toward others in the party. If the language starts to feel like an attack, cut the 


person from the party (if you are a group leader), or ask the group leader to do so— 


privately, if needed. If the group leader refuses, or is the one getting personal, explain 


that you won't participate in that type of party. On a basic level of experience, peo- 
ple don't gain as much EXP or have a very good time in a party that doesn't work 
well together. Beyond that, nobody should be verbally abused during a game that ts 


supposed to be fun for everyone 
PI 
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Online games usually have a boatload of lingo. Because typing during heated con- 


frontation takes way too much time, players try to condense concepts into shorthand 
that everyone can understand. New players should immerse themselves in the lingo 
instead of shying away from it. Ask questions, find out what terms and concepts 
stand for, and use the terms correctly. This guide has an entire glossary just for the 
purpose of helping newcomers. 


if the sentence below makes absolutely no sense, spend some time perusing the glos- 
sary before moving forword in the guide, Online games have enough slang to classify 
as their own subculture, and newcomers will appreciate being port of the conversation. 


“Gob Pop. AGGRO! Evac 2 new area. Need 0 roise 4 nuker.” 


Those Duties 


This isn't much of an issue for jobs 


that have very focused abilities in the 
first place (e.g., a FINAL FANTASY XI 
Monk). For Pe jobs, however, 
this is an important notion. Red 
Mages, for example, have the ability to 
fight in melee combat, heal, and cause 


damage with spells. While soloing, it's 


fairly easy to decide how to manage the 
situation (cast spells to wound and enfeeble enemies at range, engage them in melee, 


and then heal late in the fight or afterward). In groups, this becomes a different issue. 


Using the same job from our previous example, a Red Mage can fill out several posi- 
tions in a party. A group with three Warriors, one Monk, and a White Mage should 
have the Red Mage focus on backup healing and dealing damage to monsters if they 
become resistant to physical attacks. Another party, with two Black Mages, one 
White Mage, one Bard, and a Warrior should have the Red Mage up front with the 
Warrior. While fighting, the Red Mage could use magic to heal while ignoring dam- 
age spells. 


The point is to determine what a group doesn't have. If there is an important gap in 
a party's abilities, versatile characters need to multitask and fill part of that role. Melee 
characters can be damage dealers, to an extent, but many of them specialize in taking 
damage instead. If the party needs to do more damage, use attack-enhancing abilities. 


If the party needs to protect more of its members, rely on defensive abilities. 


PROGRESSING 


Nobody is going to stay at the first level for very long. With the tiny glory of the 


second level achieved, each character begins a long path toward the upper levels. 
Settle in for the ride, because nobody 
gets to the top in a day, week, or 
month. An aggressive player who puts 
in lots of time won't see or do every- 
thing there is to do for quite a while, 
Finding the best ways to use your time 
will keep the game exciting and fresh 


throughout the coming months. 


Only a certain caste of players can focus entirely on level building without eventually 


going insane. For most people, fun, relaxation, and exploration have to enter into the 
equation at some point. 


Figure out what makes the game fun for you, This sounds obvious, but it can be easy 
to forget when other players have different joys, fears, and desires. If exploring is 
someone's cup of tea, try leveling a single character to around level 20, From there, 
it's possible to explore a fair bit of the world. Wander between areas, see what mon- 
sters are far too powerful to engage and enjoy the good life of an adventurer, Even 
before then, explorer types should find 
like-minded friends and group with 
them, Instead of focusing on experi- 
ence points per hour, they can walk 


around without such burdens. 


Roleplayers are players who try to 
mimic the names and speech of the 
NPCs in an area and have a lot of fun 
even without going very far into levels, 
These types of players like to take part 
in the background and history of their 
character to add a little more authen- 
ticity to their playing experience. 
There is a fair overlap between role- 
players and crafters usually, perhaps 
because crafters don't always need ley- 
els and fighting to interact with people 


and master their character. 


OF course, there are others who want to level like mad and reach for the heights of 
power. There is nothing wrong with this approach; these people should find a solid 
base of power-leveling experts and meet frequently. Play often, stick together, and 


spend less time searching for a group and more time hearing those level-up themes. 


For people who care about experience points, there is one concept to learn early on, 
The time and effort it takes to gain experience points for a single kill is far our- 
weighed compared with the points gained per hour of similar activities. Going after 
an enemy that is too tough to defeat 
without using a person's timed special 
abilities and most of their health, 
magic, and backup items will yield a 
fair amount of experience. Yet, the time 
and opportunities lost restoring those 
abilities, items, hit points, and such are 


too high for the rewards. 


Experience is better measured by gains per hour. A group that can chain pull evenly 
matched enemics (one enemy after the other) will gain much more than a party that 
kills very powerful enemics and has to rest for three munutes afterward, It 1s valuable 


for people to see the merits of patience and consistent battling! 


In single-player games, treasure is often much easier to obtain. Walk outside of town, 
kill monsters, and get rich. Massive multiplayer games make it harder for people to 
rake in the dough without serious effort. This game is no different. 


There are three major types of treasure to steal from hapless monsters. Money is the 
most direct route to wealth, but it is not usually found on bees, birds, and other nat- 
ural opponents. Most enemies will not drop much in the way of gil, so the player 


must find other means to make money. 


Rather, direct money is supplemental 
to the other two forms of treasure. The 
next type is loot, which comes in the 
form of non-usable goods, These 
sometimes prove to be useful to a 
crafter of some sort, but many are only 
worthwhile to be sold or traded as 


quest items, Considerable money can 


be made by finding lucrative drop items. Once a monster with expensive drop items 
Is located, parties can focus heavily on such monsters to gather large numbers of 


those items. 


The rarest form of treasure comes in the form of usable equipment. Armor, 
weapons, scrolls, and the like can be found on lucky occasions. Monsters that have 
such items usually do not give a lot of experience or monetary treasure; everything is 


a trade-off. 


NOBODY LIKES A BEGGAR 

Everyone has a fair chance to succeed in online games. Characters start in the some 
‘reas, fight the same battles, and grow together. This makes it unreasonable for beg- 
gors to appear. Asking a friend for a quick loan or a scroll that only you can use is perfectly 
fine, but running around a capital city asking for handouts is not. On the whole, people will 
not respond kindly to such efforts. 


ortant Ttem_ 


When specific items are desired, it 


takes dedication to succeed. First, talk 
to characters with more experience in 
the same job and find out if they know 


where such an item Is found. 


After talking to others and reading the 
forums, gather a party (it often takes a 
full group to safety hunt for powerful 
items, and even multiple groups are 
needed in the worst cases). Let others 
know what your intentions are; they 
may be able to acquire the same quest 
or otherwise find ways to get things for 
themselves in the same area. This 
returns to the idea of focusing group 
goals. With everyone informed, the 


party can travel to the desired area and 


spend the necessary time gathering 


needed components, 


In a scenario where one person has organized the party to get a special item, that per- 
son should haye the honor of receiving the first drop of it. If lots send the treasure 
toward another party member, that person should consider giving it to the party 
leader. Some players avoid this by disbanding groups temporarily for gathering those 


special items; this breach of etiquette should be avoided. 


and Missions —_ 


Handling quests and missions is very similar to hunting specific items. The biggest 


difference is that people quire commonly group for specific misstons in the areas 
where they are assigned. Travel to the spot of a certain task and look for people of 
similar level; odds are, the people there will already have the task and be interested 
in joining forces. Ar low levels, pickup groups are fine for this. By higher levels, play- 


ers of equivalent level are likely to know each other anyway, so it’s a moot point. 


Have at least one person in a party who 
knows a mission or quest well. This 
prevents groups from getting lost or 
failing to return with critical goals 
completed (thus having to head back 


out and do some parts a second time). 


When doing quests and missions, 


you'll periodically be required to have 

specific items to complete your task. These can range from items that appear in your 
inventory to those that appear in the “Key Item” menu. Your inventory has a limit- 
ed amount of space available and items may not appear if your inventory is full. “Key 
Items” are not bound by the same principal and appear under their respective menu. 
Remember to check both the inventory and “Key Item” menu when doing any quest 


or Mmussion that requires an ttem. 


DEALING WITH ENEMIES 


Most players are going to face a multi- 


tude of enemies over their careers. 
Even though a casual player can run 
after underpowered and unrewarding 
foes without much regard, the chal- 
lenge of more dire opponents will lure 
the daring. Understanding monsters, 
their strengths, and especially their 
weaknesses will aid all players in 


defeating adversaries of all sorts. 


Behind the scenes, each enemy has sta- 
tistics, bonuses, and penalties just like 
your characters. By learning these stats, 
people can exploit a monster's weak- 
ness and reduce the time and cost 
incurred by fighting it. This yields 
higher experience and a more exciting 
sense of accomplishment. The follow- 
ing example from FINAL FANTASY XI 


shows how players can apply this idea. 


Looking up the elemental statistics of monsters in an area is the first start. This 
keeps Black Mages in a party from casting Water on pug pugils and other fishy mon- 
sters. Using the strongest element against a foe will help just by itself. Since there are 
usually about four or five monsters that a party will hunt during a period of one or 


two levels, it doesn't take long to learn these trends. 


Next, perfect a Skillchain that hits the monsters with an element that they are weak 
against. See the table of Skillchain effects to succeed in accomplishing this task. The 
total damage inflicted by chains of these attacks will lower some of the most dan- 


gerous foes to a manageable level. 


Some games force monsters to run over terrain, just like characters do. Instead of 


taking a direct path over any ground, the monsters must find a plausible way to 
reach an attacking character. This makes the tactical situation rich and useful for all 
ranged characters. 


Soloing ranged characters and parties with such abilities can use the time it takes for 


the monster to reach ts target. Going around barriers will frustrate the monst 
efforts. A Warrior could taunt an enemy, thus locking the enemy's interest onto him 
self, then run around beneath a hill while the party fires down onto the beast. Alone, 
a Black Mage can launch spells at a monster thar Is close by but must circiumvent 


impassable hills before tf can attack, 


While fighting, a delay thar costs everyone a combat round can spell the difference 
between an easy fight and one that puts everyone deep into their reserves. Characters 
need to be attentive and engage enemies as soon as possible (melee characters first and 
mages after the monsters are focused on someone else). Without properly assisting the 


puller of a party, time is wasted and more damage will be dealt to the characters, 


Macros that automatically target the 
monster that the puller is targeting are 
useful in every game. This keeps people 
from hitting the wrong monster and 
winding up in a fight against too many 
foes. Group leaders can rely on assist 
mactos when switching targets; other 


members can follow suit without divid- 


ing and slowing the rate of damage to 


Incoming enemies. 
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possible for personal interpretation. 


GENERAL ROLEPLAYING _ 


First, roleplaying isn't about using a few pseudo-Elizabethan terms and mimicking 


high school Shakespeare. Rich, enjoyable roleplaying Is about getting into a charac- 
ter that you develop, whether the language Is ancient, modern, or rarely used. 
Beginners shouldn't worry about whether their roleplaying Is good enough, On the 
whole, players who get mnto character, whether it's done tentatively or wholehearted- 


ly, don't bother people. 


irst Roleplayin 


Initially, even people who are interested in roleplaying are pretty quiet It's difficult 


to decide exactly how far to take things. Should players be in character all che time? 
Only in groups? Only outside of 
groups? These questions are best 
answered by the needs of each player. Ii 
you choose to be in character all the 
time, feel free to engage in that level of 
roleplaying. Start off with simple 
actions and move on to more detailed 


speech and emc sting. 


Read through the list of animation emotes, listed tn the command section of this 
guide, There are over 20 animated sequences that can be used to show anger, joy, and 
many other feelings. By using these, a roleplayer will already be creating a more vivid 
character for others to appreciate. Supplement these with the emote command 
[/em]. By typing in more involved emotions and actions for your character, you will 


be free to act out anything that seems appropriate. 


After you grow comfortable with emoting, try changing the macros for your charac- 

ter's actions in battle. With litde effort, common terms like “Pulling a monster” 

become “Scouting for something to lure home.” Very few groups will be confused by 

slight changes to the party descriptions that everyone uses, and more vivid text will 
£ F F 

keep things fresh for a time. By changing these macros during down time and cycling 

through several forms of each, a roleplayer can really have a good run without get- 


ting tn the way of combat activities 


After spending a few days getting accustomed to the system, most people start to settle in and determine what they want out of 
FINAL FANTASY XL Some will head for the power and glory of high levels and top-notch gear, while others will look more into 
crafting, exploring, or chatting with a mix of friends, Whatever path a player chooses, there is the option to roleplay and take on 
the persona of a true character of Vana‘diel, In these cases, players will attempt to adopt the speech, style, and methods that are 


used to flavor the mayor cities of the world. This section endeavors to help people into those roles while leaving as much room as 


At a higher level, players can form or 
linkshell 


town, or even explore exclusively ™m 


jon groups, stay around 
parties that are organized by roleplay- 
ers. By doing this, the game changes 
tremendously for such people. 
Although often slower to level (because 


of more time Spent typing, exploring, 


and joking around), these are often 
very affable parties that offer entertain- 


Ing evenings, 


inding Other Roleplayers 


This isn’t nearly as difficult as it could be. Just by walking around town and talking 


to people in character, roleplayers will often bump into each other, Players who stand 
around chatting for a brief period of time with friends have a much higher frequen- 
cy of roleplaying than the driven battlers who blow into town, take care of business, 


and rash out for further conflict 


Names can be a perfect cue for finding similar roleplaye 's. Character names that fol- 
low a theme for one of the major cities are quite frequently used by roleplayers (most 
Windurstian names stick out like sore thumbs, but San d’Ortan and Bastokan names 
are noticeable as well). Talking to likely roleplayers may be awkward ar first, but mak- 
ing a few contacts will quickly integrate you into the interwoven circles of friends 


thar dominate many servers, 


Searching online (at various fan sites and forums) provides roleplayers a perfect place 
to congregate. Not only is this is good way to learn about roleplaying linkshell groups 
and popular characters, it is an additional source of community activities. Roleplayers 
sometimes take the game elsewhere on the net, having private forums and other such 
groups where they continue to act the part of their characters. Having a circle of 
online friends and a few such sites to visit quickly becomes an important part of the 


game, even when there isn't quite enough time to take part in a night of gaming, 


re There Bad Times to Rolepla 


Of course there are, as with many 


things. If you wind up in a group (for 
whatever reason) thar is bent on con- 
stant fighting without delay, there 
wont be much time for typing. Trying 
to fill such players’ screens with inter- 
esting anecdotes and emotes won't 
make things better for anyone. 
Roleplaying parties arent usually 
happy when a single player joms them and attempts to stop everyone from roleplay- 
ing (or uses rude and awkward speech in general). By the same token, roleplayers 


should feel free to step out of character when around non-roleplaying characters. 


That is really the only time when roleplaying gets in the way. For almost anything 
else, staying In character doesn't prevent you from answering questions or being a 
part of any discussion, Eyen questions about character statistics can be answered 
quickly and supplemented with “in character” dialogues. “Yes, Galka Monks do have 


more hit points than anyone else in the land, whatever that means. I have seen them 


take hits that would fell a dozen Tarutart.” 


TIPS FOR NON-ROLEPLAYERS 


Although it’s strange to join a group of roleplayers if it’s something that you aren't par- 
ticularly interested in, there are ways to go with the flow. Smile, don’t talk much if you 
don’t feel like it, and just say that you are the quiet type. 


If you are chatty by nature but just don’t like to be in character for whatever reason, find out 
if that bothers the roleplayers you are with. If it does, the combination just doesn’t work well 
for the party and you can find another group the next time you head out for an adventure. 


MATCHING YOUR RACES 
AND REGION 


Sincere roleplaying is more enjoyable when you can feel and think just like your char- 


acter should, To do this, players should consider the race and hometown of their 
characters while roleplaying. Beyond 
naming conventions of the major 
cities, there are themes and attitudes 

’ a 
that are used to distinguish the areas of 
Vanadiel. Roleplayers who use these 


boundar in their own character 


development will have a common 


ground to draw upon. 


The primary races of Vana‘diel are each versatile and comprised of differing indi- 


viduals, bur certain ways of acting and viewing the world are common to each group. 


Humes are the most dynamic of all the races because they can look and sound like 


whatever they want. Humes are free to be aggressive, kind, withdrawn, intellectual, 3 


or whatever else they want, Although men are slightly taller and heavier than Hume 
women, it isnt a surprise to see female Red Mages fighting alongside male counter- 
parts with equal effectiveness. Humes can obtain such jobs as Bards, Red Mages, 


Paladins, and Dark Knights with considerable prowess. 


It’s difficult to say how to play as a Hume; there 


re sO many personalities that peo- 
ple will find thetr own paths. A great deal of a Hume's attitudes should be influ- 
enced by their starting location. Humes from Bastok could be seen as more aggres- 


sive and rechnologically-oriented than Humes from Windurst. 


Elvaan are more specific in their attitudes, making them easter to roleplay for people 
who enjoy driven and zealous characters. Whether religious or secular, the Elvaan 
throw themselves into the center of issues, ignoring risk and complications, Seeking 
a logical conclusion to most problems, Elvaan will go against friends, family, and 
country if they feel that their path or honor has been wronged. This combination of 


strength and fortitude drives many Elyaan to become Warriors. Those of a religious 
:) , t 


leaning seek the tenants of the Paladins, 


Elvaan, regardless of starting area, are usually played as very devout and motivated 
people. Regardless of their job, the standard Is to find Elvyaan who deal with problems 
quickly and directly, Talk and politics have their place, but actions are respected fore- 
most. In San d'Oria, this ts quite pronounced. I he homeland of the Elvaan has seen 
war and strife simply because Its people aren't willing to back down or bend their will 


to anyt hing. 


Yarutaru are adorable little folk and it's easy to use that trait to their advantage. 
Normally happy and innocent, those that choose to adventure are an odd lot. 
Sometimes dedicated to the idea of saving Vanadiel from dark monsters, there is an 
odd cwist of duty and frivolity in these Tarutaru. As mages of all sorts, Tarutaru 
become accustomed to avoiding problems or thinking their way out of them. There 


certainly isn't a brute force method for survival as one of these tiny people. 


People who play as Tarutaru will most likely opt to be cute and friendly. Even with 
a name like Butcher or Mangler, it’s unlikely that the intimidation factor will affect 
anyone. Friendly sorts may want to use the overly-cutesy speech that is so common 
to Windurst (doubly so if they choose that city for their home). Greetings of 
“Hello-wello” and “Plea 


mal—ar least for a Tarutaru. 


se don't smashy-washy my little head” are perfectly nor- 


Of course, there ts the opportunity to play a sneaky and deceitful Tarutarn. 


Although there aren't many, it's amusing to play yames On friends. Nobody SUS! 
; ig to play g I 


the little guys when it’s time to point the finger. 
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Mithra are sleek, fast, and love adventure. These cat-like ladies are very enjoyable to 
roleplay and are the frequent choice for those flirtatious types. Whether in battle or 
not, Mithra toy with things, ready to flee or rush forward at a moment's notice. 
Experienced Mithra make quite capable Thieves and Rangers, owing to their unsur- 
passed speed and reflexes. With a heavy weapon, these lithe characters can also 


become skilled melee fighters. 


Mithra players who want to take the standard route will use feminine and coquettish 
personas. Tease fellow players, tap them on the back and run away, and laugh at those 
who dont get it or become flustered, Mithra don't scare easily and anyone who isn't 
willing to play along becomes a greater target for various feline attentions. Another 
side of these characters comes in a maternal bend. Living in Windurst, many of the 
Mithra have a sense of caring for the little Tarutaru running about. A slightly older 
Mithra might be somewhat more hesitant, always making sure that her favorite allies 


are safe and protected. 


The awesome Galka don't take long to understand. Rippling with muscles and 
power, it is the sheer presence of Galka that dominates their personalities. Invariably, 
Galka characters get attention and at least basic respect for being what they are. 
Often comfortable being in the thick of battle, taking hits so others can survive to 
cast and save the party, Galka are proud to be survivors. Monks, Paladins, Warriors, 


and Dragoons are jobs that fill quickly with ranks of these giants. 


Players who want a sense of size and importance will get everything they need out 
of the Galka. The Tarutaru casters in the back of the party depend on big guys to 
go out and take the hits. That drive to protect should be a critical part of many 
Galka characters. Although there is nothing wrong with the minds of the noble 
Galka, some players prefer a brutish approach, emulating the barbaric warriors of 
many heroic stories. Rather than protect, these militant Galka enjoy the screams of 


melee and the fear of their foes. 


A ometowns 


Even though race plays the largest role for choosing a suitable job and personality, a 
person's hometown is bound to influence the way in which they see the world. A 
Tarutaru from Bastok wont likely have the same level of love and closeness with the 
environment as one from Windurst. This short explanation of city factors for role- 


playing helps to develop some of these notions. 


San d'Oria is a kingdom, nestled into 
the forests of Ronfaure. The Elvaan 
and foreigners who trade and work in 
San d'Oria are a quieter lot than most. 
There is a feeling of power and splen- 
dor to the ancient city, although some 
of its reach and strength have dwin- 


dled. The streets have been stained by 


civil unrest, religious quarrels, and a 
divided military. Yet, the Elvaan stand 


firm despite internal problems. 


San d’Orians can be dour and appraising toward newcomers, feeling especially odd 
around Windurstians (who are talkative, intrusive, and bothersome at times). San 


d’Orians work best together when there isa thread to bind the people toward a dan- 


gerous cause; the Elvaan are keen to prove themselves and their continued vitality, 
Fearless toward personal loss, the San d’Orians are ready to take the fight wherever 


the fates lead. 


The Republic of Bastok is a place of novelty, innovation, and technology, Although 
the people of Bastok use their land and are bound to it, they do not have the same 
respect for nature as the Windurstians to the east. Bastok folk see the mountains 
around their capital as a source of resources, reyenue, and protection, Indeed, the 


land has offered all of these things. 


Bastok characters are quick to ally and 
find treasure together, Gregarious at 
best and selfish at worst, Bastokers are 
always involved with community 
business. The capital's construction 
throws many together in the south side, 
hawking wares near the auction house, 


crafting, and joining parties to take 


forays into the harsh wilderness out- 
side, Self-centered Bastokers may be out for immediate power or wealth, hoping to 
make the next big deal at the auction house. More nationalistic types may attempt 
to rally the Humes and Galka for the rush to push north and take more of the dis- 
puted land between Bastok and San d'Oria. Competition is the core of business and 


nations are seen as little more than a conglomerate of their people's industries. 


Although most wouldn't know it offhand, the Federation of Windurst is run with 
fewer freedoms than its western counterparts. To protect the beauty of nature and 
the sanctity of magic, the greatest mages of Windurst keep the students and work- 
ers there on a friendly—but tight—leash. This rarely bothers the people, however, 
because the culture of Windurst is one of love, kinship, and fun. Perhaps the join- 


ing of mischievous Mithra and eccentric Tarutaru was ideal for creating such a place. 


Windurst characters are the least serious of the three major nations, Eager to talk 
and interact with others, these people are either seen as endearing or obnoxious. 
Players who get into the spirit of Windurst often talk in rhymes or the Tarutaru ver- 
sion of baby talk. Watching a Bastok Galka and a poetic Windurst Tarutaru have a 
conversation is amusing under any circumstance. Pranks, jokes, and silly behavior are 


far more common in parties of Windurst characters—for better and for worse. 


\Aanging the Mold 


With an informed view of the atmos- 
phere in the cities and amongst the 
races, a player can decide how to con- 
form and when to break the rules. It’s 
always possible to play a sensitive 
Galka from Windurst, picking flowers 
and singing songs and whatnot. The 


ultimate decision for any roleplayer 


should be influenced, but never con- 


cluded, by the existing tone of the game. 


Some of the best areas to deviate from the norm involve the way in which a person 
takes to his/her job. A Galka Warrior is often more of a protector, while a Galka 
Monk can be more of the militant brute. But what about the Galka characters that 
become Dragoons or Samurai? These Galka need to consider certain questions that 
could dramatically change how they feel about various issues. Samurai focus so 
intensely on weapon training; would this turn a Galka into a more sophisticated and 
philosophical character? Would a Dragoon be more informed about the nature of 


war and traditions of combat? Whatever is chosen, jobs and any history are bound 


to create quirks that round out the personality of a character. 


If you decide to play a fiercely nationalistic character, there are some difficult choic- 
es to make afterward, Will you be willing to group with characters from another city? 


If not, how far are you willing to roleplay any hostility with people from those ar 


This is a more complex issue, because some players won't be interested in maintain- 
ing that rivalry. They may be interested in getting into a good group and simply 


enjoying their Opportunity to play. 


This ts one of the areas where it is better to roleplay primarily with other characters 
who you are already comfortable with. Even if you decide not to group with people 
from other nations, it is better to decline group invites politely and roleplay only 


with other players who understand thar you are just being in character. 


On the whole, friendly rivalries are the best to play. No matter how intense a 


vith 


person's roleplaying tastes are, it isn't much fun to “pretend” that you are angry 
anyone for very long. Good-natured ribbing and competition are by far more 
enjoyable and these relationships lead to hours of fun. One way to keep things light- 
hearted is to use extremely flamboyant insults toward your enemies. A Tarutaru 


might joke with a sweaty Galka that “The people of Bastok are so dirty-wirty that 


they roll around in mud to get clean.” The Galka might respond, “At least I can ride 


a chocobo instead of a rarab, stubby.” 


J Liting the Part Out in the Field 


There are actions that speak much louder than words. To completely polish a sense 
of a character's purpose and intentions, act on the person's ideals. A kindly Taruraru 
White Mage is likely to stop and wave to other characters, heal those in battle (even 


those of another group), and spread protection spells around whenever possible. 


Warriors and other types who play protector characters should be the first and 
fastest to respond whenever anyone calls for help. A really devout roleplayer may even 
charge into a hopeless battle to save a party that is calling for help (it’s very difficult 
to drink down a 10% experience loss in the name of roleplaying, but there are peo- 


ple who do it without blinking). 


Less reputable characters, such as Thieves, should make a hand-waying toward being 
a pain in parties. As a good person, it's still better to be lenient about treasure and 
things of that nature, but a greedy character should pretend to go after everything 


they can 


get their hands on, Emoting that your character slips a gold piece from the 
pack of an ally, or showing your character fixing the dice for treasure lots can be quite 
amusing, It's entirely possible to play a foul and nasty character while doing it in a 


friendly and enjoyable way for everyone involved. 
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Tricks of the Trade 


Now that everyone has an informed understanding of MMORPG concepts, it’s time to focus on FINAL FANTASY XI specitical- 


ly. There are many facets of gameplay in FINAL FANTASY XI, and players are likely to spend weeks mastering the feel and style of 


veteran players use each time they play. 


HOW TO GAIN LEVELS 


Most players dont stay at level one for very long. Whether a persons goal is to role- 
play, craft, or become an unbeatable force m Vana'diel, there comes a time when there 
are monsters to defeat and levels to gain. Knowing the best ways to gain EXP keeps 


this process exciting. 


low and Steady 


Whether in groups or soloing, EXP doesn't have to come in 200 point chunks to be 
important. Monsters thar are extremely plentiful can add up very quickly. A group 
of five characters that fights even 
thatch enemies won't rake in the experi- 
ence from a single kill, but they can 
wade through masses of such targets 
with little downtime (especially with 
the nght mix of melee and magic). 
Sometimes there aren't hunting spots 
with powerful enemies, so the weaker 


enemies will have to suffice, 


To find a spot for this rampage style of 
leveling, look for an area with many 
monsters in the desired level range that 
arent aggressive and dont link. Often 
found outside, where more natural 
monsters live, these areas are prime can- 
didates to roll through. Instead of 
camping, move through the area and go 
from one target to the next without 
delay. Have one person follow (preferably a Warrior or Paladin and ravage everything 


in sight. This isn't the path to instant leveling, but it accrues treasure at a fair pace. 


fi Big Nasties 


In some games, there arent enough rewards to justify taking a party against the 
biggest beast thar they can defeat. FINAL FANTASY XI comes down hard on any 


group that overestimates itself, but there are rewards for fighting against potent foes. 


For starters, various character skills rise 
at full speed when fighting against 
tough enemies. I or low and me dium- 


level charac 


ers, this helps to remain at 
your skill caps during each level. Marder 
targets also offer the durability to war- 
rant Skillchains and greater group 
cooperation. Groups thar learn to fight 


together In this way can defeat far more 


the game before they become veterans, Yer, reading this section will reduce the time required and explain many of the tactics that 


enemies and gain more EXP than loosely-organized parties. And, for certain targets, 


the monetary rew ards can be greater than hunting monsters of a lower level. 


There is no good way to defeat the most powerful enemies for your level without a 
few allies. Going after a single tough enemy—using your job abilities—and suill 
nearly dying isn’t worth the time, risk, or measly increased experience award. Tough 
enemies are intended for modest groups. A full-sized party can dependably take on 
monsters that are several levels higher, bringing higher EXP rewards without the 


same risk or downtime that a solo character would face. 


MONSTER DIFFICULTY; A QUICK TRANSLATION 
Too Weak to be Worthwhile © No Experience Gain 
Very Easy Fight 


Easy Prey Experience Low 


Near-Certain Victory 


Decent Challenge Fair Experience Solo 


Challenging But Fairly Safe 


Even March Best Solo Experience 


Dangerous Fight 
Tough 


Very Tough 


Good for Groups (2-3 Members) 


Fight in Large Groups 
(4-5 Members) 


Incredibly Tough Do Not Engage Without a 


Full and Trusted Group 


As you move from weaker enemies to stronger enemies, the general defensive levels 
of the monsters will increase. Monsters that are considered “too weak” usually have 
a lower defense and are easier to kill, while monsters that are “very tough” have a 


higher defense and may require more than one person to dispatch. 


To actually kill these monsters, make sure everyone knows about Skillchains and 
magic bursts. Have all tanks work out an order for taunting the enemies, so that 
aggression is distributed between the stronger characters. Grab healers that know 
when to say, “Stop taunting monsters, Magic at 5%!” Lastly, find a party leader who 
has experience with the people and monsters of an area. Good coordination and 


communication leads to all manner of positive things in this game. 


There are always players in lower-level parties who don't understand, or haven't heard 
about, all of the battle tactics that are discussed in this chapter. During downtime, 
the rest of the group should explain the methods that organize a party. Pur them into 
the Skillchain, teach them the timings, show them what is working and what is not. 
Training new people takes time and patience. If you never plan on seeing these low- 
bies again, it may not seem worth the trouble. However, you never know when you 


will group with people again. A lowbie today might be a splendid player to group 


with on your next meeting, and it never hurts to have friends. 


The fastest way to gain experience, 
especially at moderate and higher lev- 
els, is through large groups of charac- 
ters. Five or six people join a party that 
is crafted to work together, A skilled 
leader should organize this, and several 
factors must come together for the 


group to work at its best. 


First, the group should have a balance of 
abilities that ensure safety and power. 
Five White Mages and a Thief wont 
survive very well against enemies ot any 
significant power, because the group 
cant inflict much damage. On the other 
hand, four Dark Knights, a Thief, and a 


Ranger can deal damage at leisure but 


this group suffers from unreasonable 
downtime (,waiting for health to return 


without a White Mage). 


Ideal parties balance risks and rewards not only in what they fight but in how they 
operate, Don't take enough healers and the risks rise considerably; don't take enough 
support and the battles become longer and more draining. Shun melee and acciden- 
tal deaths can—and will—happen. Each job brings different skills to a group, and a 


seasoned leader must understand which ingredients to include, 


A dependable group should have at least one healer and a decent backup healer (a 
White Mage with a Red Mage on backup), There should also be a Warrior to pro- 
voke 


arcane damage dealer is a must (add a Black Mage). The final two slots are config- 


enemies and hold aggro (Paladin/ Warrior is an excellent choice). Also, an 


urable to meet the group's more specific needs. More damage is available with a 
Ranger, Samurai, Dark Knight, or Thief, Party downtime is reduced with the addi- 


tion of a Bard (almost a must-have at higher levels). 


SAMPLE EXPERIENCE PARTY 
Elvaan Paladin/Warrior 
Elvaan Dark Knight/Warrior 
Torutaru Bard/White Mage 


Tount+Tank 


Hume Red Mage/White Mage 


The example aboye has so much backup healing that many of its casters will proba- 
bly cast more offensively instead of holding back for healing, The Red Mage may be 
free to cast a number of enfeebling spells, while the White Mage will likely not use 
their healing spells at all if things are going well. This represents a group with com- 
plementary skills, flexibility, and power. This group can deal damage (Dark Knight 
and Black Mage), hold aggression and consolidate combat (Paladin), and keep the 


fights safe and constant (White Mage and Bard). Groups don't always need each part 


of this equation, but it’s very productive when all aspects of battle come together. 


Regardless of level, traveling is fairly slow and can take a fair amount of time out of 
a person's gameplay. Although keen methods of transportation are discussed later in 
this chapter, the first method of saving travel time is important even at level one! 
Players should always strive to find a home point that enables them to stay as close 
as possible to the things they need. 


For most characters, it's better to have a home point near the areas where they hunt. 
This means that an unfortunate death will cost only a few extra minutes. The soon- 


er people get back out into the field, the sooner that experience loss can be negated. 


Outposts that offer home point binding, signet services, and a store to sell extra items 
are perfect places to hunt around. Because of this, parties have an easy time forming 
and meeting around them. “Meet us at the outpost is a lot easier to understand than come 
to N-B ond hope we ore sfill camping there when you arrive.” 


A particular note about Outposts is that when a particular region is under your country’s (or 
allied country’s) control, you will have full occess to the home point and signet services at 
the outpost. If, however, the region is controlled by a non-aligned country, you will have to 
pay to set your home point and signet will not be offered. 


Search for outposts with NPCs to sell items and offer home points to weary travel- 
ers. Many of these outposts aren't terribly far from a good hunting ground. If it’s 
still a long walk, find a route that rakes your character through territory with weak- 
er monsters to fight for extra expertence, or lucrative monstfers | tO farm a few expen- 
sive items on the way to your destination . At higher levels, this becomes less impor- 


tant, but low-level characters need to make EXP and gil whenever possible. 


ij Jome points are important even when working our of act ty, be It your starting town 
or one of the more exotic places in Vanadiel, like Jeuno. Choose a place in town that 
is near the exit you plan to use, or select one that is nestled in a section with all of 


the luxuries you desires (a residential area, auction house, extra stores, etc. ). 
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BATTLE: POWER THROUGH 


Levels don’t come without trial and conflict. Battling the monsters of Vana diel is the 
best way to become a hero of legend. For those with eternal patience, there is no rea- 
son not to simply fight one weak enemy after the other, taking on risks in the 
process. But what type of heroism is that? To face danger and return alive, fighters 


and casters alike must learn about the art of war. 


‘FIRST RULE OF BATTLE 


Know when to call for help. If there are other players nearby and bad luck strikes, call for help eorly 
and without embarrassment. Dying hurts you—badly—and your nation. Calling for help costs 
experience for that fight only and is more likely to make you a new friend than on enemy. 


Bart sti 


Before getting into special abilities and 
techniques, everyone needs to under- 
stand the basic levels of battle tactics. 
These 


many genres and games, and the most 


nearly-universal tricks cross 
important ones are explained here. 


It’s always useful to hold the high 
ground. Even in this game, where ene- 
mies are quick to realize where their 


attackers are located, a run over broken 


terrain will make life difficult for mon- 


sters of all sorts. 


Consider a party with a Warrior, a 
Ranger, and a Black Mage. Standing at 
the top of a hill, perhaps in a place like 
Tahrongi Canyon, the Warrior taunts a 
mandragora and begins fleeing around 
the crags of the area. The Black Mage and Ranger begin pummeling the mandragora 
from a modest distance, hopefully wounding it. By the time the monster turns to go 
after the ranged targets instead of the Warrior, the Warrior turns and uses his Provoke 
a second time. By kiting the beast through this terrain, the tank avoids an attack while 
the enemy is taken down, This party isn't ideal, yet their bartle tactics give them a 


chance to fight while waiting for their White Mage to make it out to the battlefield. 


In areas without aggressive monsters, it's important to spread out a little. Make sure 
healers and casters are separate from the fighters in a group. Enemies that use area- 
of-effect abilities can't hit the softer members of the party with this approach. Also, 


Warriors will have more time to Provoke if a monster peels away to go after the lir- 


tle guys. No Warrior likes to see their Tarutaru friends engaged! 


MONSTERS LOVE TO AGGR 


If the party con take up extra space, White Mages should stay off by themselves 
becouse of the extra aggression they naturally drow. This keeps other soft targets out 
of the line of fire, just in case the tanks fail to keep aggro off the healer. 


Of course, areas with many aggressive and linking enemies have a different dynam- 
ic. In this case, parties should keep their casters in a different location, but everyone 
must keep their eyes open for spawning, aggressive monsters. Characters in melee 
should spread out around the target to see in each direction; this creates a better envi- 


ronment for detecting potential threats. 


A \now Thy nem 


Knowing the monster types that exist in the world and your elemental oppositions 
helps with several things. Before you can uncover the greatest weaknesses of each 
monster, it's wise to watch and see what spells or special abilities they use against par- 
ties. While observing, learn what spells to use defensively (to reduce the power of 
your enemy's elemental attacks) and what ro use aggressively against a particular 
beast. Using a “weaker” magical attack against a susceptible monster is far more 


effective than using your highest level magical spells on everything you meet. 


It's also important to note thar entire families of monsters live under the same ele- 
mental properties. If you learn the weakness of one goblin, worm, or crawler, you 
will know the weakness that affects all of them! This applies evenly across the land, 


thus making it easier for experienced players to enter new regions with little to fear, 


For Beastmasters, this idea is taken a step further by grabbing monsters that are 
intended to fight against each other. Refer to the chart of monsters in the world to 
see which beasts naturally hunt and fight against each other. If you can tame one 


predator to use against its natural prey, the fighting becomes much easier. 


4) 
Wise to Cast 


Mages must be careful not to prematurely cast during battles. A Black Mage who 
jumps the gun and starts to pound away at a vicious beast may draw it in for an 
attack before the tanks can provoke to ensure everyone's safety. This leads to a gen- 
eral rule of thumb that should often be followed: 


Do not cast spells or use special abilities until the frontliners have all 
engaged the incoming monster. Nukers don't start fights—nukers 
end fights. Healers should heed the same advice; the first hit or two 
should knock the tanks down to low health (it's a pretty good time 
to start running if things are that bad). Healers can usually afford 


to wait for one or two rounds before healing. 


As usual, experienced players know when to break these rules. New players may find 


that it is much safer to do things this way until they learn the difference. 


Job abilities are discussed at fair length in the specific character sections, but there are 
several pointers to discuss here. For the two-hour abilities, hold back from using them 
until the party is in substantial trouble. This is often the case when a White Mage 
loses magic too quickly. The party leader is often the one to give the call for two-hours 


to be used, but it’s important for everyone to be aware of the party's status. 


Use Control + J to quickly access the job ability menu for the two-hour abilities, 
Having a macro for frequently used abilities is a must, but there is some danger in 
having a macro for the two-hours. For one, people often find a way to accidentally 
trip macros, even if they are in a separate row. The last thing that most players want 
is to waste their best ability for no reason. Of course, if you trust your proficiency 


to remember where everything is at all times... 


/ eapon Skills 


Weapon skills are the most important means for melee characters to inflict damage. 
When the weapon combat skill reaches level 10, a player gains the ability to use 
Tactical Points to launch a special attack. These skills grow more versatile and inter- 
esting as characters reach higher skills with their weapons often gaining a new 


weapon skill every 30 or so pomnts ). 


While soloing, characters are usually better off by using a weapon skill each time 
they reach 100 TP. This keeps the flow of skills at a high rate. Or, in regions with 
many weak monsters and a few tougher 
targets, the character can farm light 
EXP and raise TP while killing the soft 
targets. After doing so, then start fights 


with a harder target by using a 300 TP 


attack; it isn't three times as effective to 
use a 300 TP shot, but all of the abil- 
ities are a bit better when used with a 


full gauge. 


Weapon skills are even more important in parties. Fighters must learn to hold their 
special attacks until the party is ready to use their skills in unison. When tmed cor- 
rectly, this begins a Skillchain. These can lead to incredible damage and magic bursts. 


Party leaders should be assertive in organizing these tandem attacks, 


a killchains 


Skillchains are very powerful in parties with more than one or two frontline fighters. 
These combos of weapon skills are synergistic, and the damage caused can pull even 


the toughest monsters off their victory thrones. 


Skillchains begin when PCs use weapon skills in tandem, The firse character uses a 
macro fo state that they are beginning a Skillchain, followed by the predetermined 
weapon skill to begin the combo. When the attack animation ends, the second per- 
son in the chain uses a weapon skill. This should create a powerful explosion that 


deals additional damage to the wounded monster. 


Entire parties can engage in these combo attacks. Specific chains work together to 
increase the level of the combo, leading to supplementary bonus damage. Because 


these added effects are magical in nature, a truly knowledgeable party leader will pre- 


pare a Skillchain that yields an element thar the enemy is weak against. 


vi 
N ic Bursts 


Mages get to join in the fun of Skillchains, too. Though outside of melee combat, 
and frequently low on TP, mages have spells that can cause the elemental properties 
of a chain to erupt into a magic burst. Use a spell of the same type of the final stage 
in the Skillchain to accomplish this deed. A White Mage could cast Holy on a chain 
that ends with a light property; a Black Mage could use Stone on one that has an 


earth property. 


Fully told and when properly used, these combinations make it safe to engage enemi¢s 


that are substantially more powerful than any of the characters in a particular pa 
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1 the Focus of a Monster’s Aggression 


When magic runs freely and healers are safe, there is no need to trade aggression 


within a party. The person with the highest defense should grab the attention of an 
incoming enemy and never let them go. This is the most efficient way to prevent 
wasted mana. Yer, there are accidents or situations tn which healing doesn't arrive as 


quickly as it should. In those cases, be prepared to trade aggression. 


In a party with two or more people with Warrior jobs, this is a very easy thing to 
accomplish, When the first Warrior grows weary (perhaps at 50% health), the sec- 
ond Warrior can provoke and gain the monster's aggression, When that member falls 
to about 50% health, another party member can attempt to gain aggro. If no oth- 
ers are suitable, the first Warrior can provoke again. This can be continued until 


fighters are reduced to about 10% of their health. 


At this point, there are tough decisions to make. If the party has no hope of win- 
ning, the Warrior with more Hit Points should taunt the monster and flee as far from 
the party as possible (ery to let the group know what is going on). This gives every- 
one time to evacuate. Although thoroughly unpleasant, it is a Warrior's place to die 
so thar the healers can escape, At moderate levels, at least the White Mages will 


return CO raise you in thanks. 


If the monster can be defeated, secondary fighters should try to gain aggro. Thieves 


and Monks should use their special abilities to cause as much damage as possible. 
The Warriors may need to briefly sheathe their weapons for this to be effective, 
though it’s always a tense decision (losing a round of attacks isnt good, bur neither 


is dying when a monster has 5% of its life). 


Ultimately, the goal is to ayoid any fight that puts a party in grim scenarios 
Accidents happen, but no experienced party leader wants to bring the group toa 


point where members are likely to die, 


Depending on the party and the mon- 
Sters in an area, there are advantages to 
Camping In a set place and wandering 
around looking for fresh meat. Party 
leaders should consider what is safest 
and ultimately rewarding for the party, 
then keep the group informed while 


making everything happen. 


Camping is far easier to do, especially once a decent spot is found. The upshot of this 
method is that battles are usually smooth and predictable; the group knows where they 
will be, nobody gets lost, and the flow of EXP runs at a regular pace. The downside 
of camping ts that there are only a few great spots in any given region. People learn 


where these places are after a short time, and that leads to overcrowding. 


To know if a place makes a good campsite, take a look at the area for a while. Are 
there aggressive monsters that appear close to where the party would be staying? That 
could be a very bad thing, especially since the group could be in the middle of a bar- 
tle when a new monster joins the fight. A good site has few or no aggressive mon- 


sters that come close enough to join on their own. 


Next, are there enough monsters of appropriate level? If there are only a few targets, 
then a skilled group will quickly clear the area and be forced to wait until the ene- 
mies return. This forced downtime leads to frustration in parties that are driven to 
leyel quickly. If the area is safe and there are enough beasts to lure, the site is a fairly 


good one, 


Wandering through a area is rarely as good for EXP as an ideal camp, but ir can 
certainly surpass a mediocre one—and sometimes that is all thar is available. A 
wandering party rarely contends with boredom or complacency, but there are other 


troubles that threaten characters down this path. 


Party leaders must be very careful when 
moving through areas with a group in 
tow, Make sure that you know the 
entire area thoroughly, or appoint a 
new leader thar is well-versed in the 
dangers of the locale. Where are the 
aggressive monsters? Are there special 


moristers that are too high a level to. 


mess with? While roving, the party has 
a greater chance of bumping into monsters unexpectedly, losing party members due 


to lag or carelessness, or wasting time trying to find a decent source of targets, 


Skilled leaders must bring parties into the tougher spots of an area, have them fight 
in a safe yet challenging way, then know when to back off and deal with lighter 
encounters for a period of time. This mix of hard and soft targets yields slightly bet- 
ter EXP results than going after only high-end targets and accepting the downtime 
that results. Camping parties don't face this in the same way, because pullers auto- 
matically provide some time for mages and others to rest; roying parties can't afford 


to haye people heal haphazardly. 


FINISHING MISSIONS 
AND QUESTS 


Anyone can make money and gain levels with enough time and patience, but there 
are more than a few Interesting adventures along the way, Missions and quests are 


suitable for grabbing extra money, prestige, and items. These not only help in future 


leveling, but they provide the player with invaluable insight into the underly 
in FINAL FANTASY XL 


ing story 


Missions are tasks that a nation gives to its chosen adventurers. These extended actiy- 
ities are usually challenging, dangerous, and take a fair amount of time. In the begin- 
ning, they can be done alone, but it will soon take an experienced party to complete 


even a simple-sounding mission. 


There 


your rank within a city. This makes more powerful conquest items available (talk to 


yarious rewards for completing these grueling tasks. First, they advance 


elite town guards), High ranks also allow the player to advance in the underlining 
story of the game and reap more benefits for the player. Beyond that, the city often 


rewards victorious players with gil and other items after specific missions. 


Some missions are also repeatable and, when completed again, also add to your rank 
points, Doing the missions oyer again can also save the player valuable crystal that 


can otherwise be used to craft various valuable items. 


To get missions, venture to one of the 
gatehouses in your character's home 
city. Talk to the head guard and ask to 
take part in their duties, After complet- 
ing the first mission, additional ones 
become selectable, These are divided by 
ranks, Your character will advance in 
rank by finishing each fall set of imis- 
sions for that rank (normally around 
three My and donating a substantial num- 


ber of crystals to the city treasury. 


hat Are Quests Good. 


By themselyes, quests provide gil and 


items to players who successfully com- 
plete them. Sometimes there are minor 
perks, but a few quests are so good that 
they should be sought and completed 


as soon as possible. 


In a greater sense, though, quests are 
available to raise a character's fame. This 
is needed for some of the most dangerous and rewarding tasks that occur later in the 
game. For example, going after your character's artifact equipment cannot be done 


without having impressed the citizens of Vanadiel by doing plenty of good deeds, 


CONQUEST: CRYSTALS, FREE 
ITEMS, AND LAND CONTROL 


There is relative peace between the nations, owing partially to the uniting threat of 


the evil forces in Vanatdiel. Yet, each nation is selfish enough to desire prosperity for 
its people beyond those in foreign lands. To gain this power and influence, each city 


tries to conquer the land taken by the monsters of the world. 


Holding territory leads to new goods in a city’s markets, crystals flowing to the 
crafters, and free items gained by the conquerors who fought so hard to earn the 


nation’s victory. This is the turn of fortune that changes from week to week, as pow- 


ers rise and fall across Vanadiel. 


ecieving Signet and Obtaining Crystals 


To participate in land conquest, speak to the special guards of your character's home 


city. These guards are always distinguished by a title next to their names. Most often, 
these NPCs are located near the city gates of each capital, although several are sta- 


tioned at outposts or “safe” areas of the wilderness. 


These elite city guards can cast Signet on your character. Signet, for a limited time, 
causes your victories and defeats to become part of a greater whole. In specific terms, 
each enemy you defeat 1s added to your nation's conquest of that region. Should you 


die, however, the monsters gain influence over the nation. 


There is no penalty for using signet and participating in conquest, You gain full expe- 


rience rewards for your kills, death has the same consequences, and so forth. There 


is no Te. 


on not to participate in this, and there are rewards for doing so that haven't 


yet been discussed. 
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rading Conquest Points for New Items 


Each kill that is made while bearing Signet gives your character conquest points 


these ate viewable when you speak to elite guards of your city, or on the Region Info 
screen from the Main Menu). Conquest points are spent when you ask the elite 
guards to spend your points. Special weapons, pieces of armor, and scrolls can be 
yours as part of this. The more expensive and valuable pieces of conquest gear are 
only given to those of higher rank (having completed missions for their homeland 


and donated crystals to the cause as well). 


Sometimes there are no items of a given rank that will aid your character. This doesn't 
mean thar you have to hold onto your conquest points. If you're low on funds and 
badly need new equipment, sell a conquest item at the auction house. The special 


bonuses on these items frequently earn a fair price at auction, 


nd Control 


As long as your nation is in control of a region, crystals are given as treasure when 
monsters are killed there. These crystals are very important for the crafters in town; 
breaking special items apart and putting others back together is done with crystals. 
All crafting equipment is fed by the continuous flow of crystals into each city. 
Without both raw materials and crystals, the entire player-based economy would 


shut down. 


Non-crafters have several reasons to hunt for crystals. These items can be given to 
elite guards to increase a character's rank, although you must still complete all of the 
missions in each rank to advance fully. Also, crystals fetch a decent price at the 
auction house. Sell bundles of a dozen crystals at the going rate; it doesn't take long 


to farm enough crystals to supplement your income. 


NO EXP EQUALS NO CRYSTALS 


Unlike many forms of treasure, it’s impossible to farm crystals by killing monsters that 
are too weak fo be worthwhile, If a beast doesn’t award EXP when it dies, no crystals 
will be rewarded. It also won't affect the conquest tally in that area, regardless of your signet 
Status. 


TRAVEL MADE EASIER 


There are more than a few ways to reach yarious locations. Because it takes a long 


time to walk across the world, take the time to uncover the variety of transportation 


methods in Vanaidiel. 


With a spread of maps and a good sense of direction, a lone player can make it almost 
anywhere in Vanadiel—eyen at only a moderate level. On the whole, this takes way too 
much time to be useful, but explorers gain a sense of accomplishment by travelling any- 


where they want, regardless of level or assistance. 


One trick to better travel is to learn about monster aggression, Determine which 
types of monsters are aggressive and which are not (refer to the Bestiary). Practice 
gauging the distance that monsters detect various sounds, sights, and activity, then 
skirt between hunting monsters without drawing their attention. This ts definitely a 


skill worth mastering. 


Next, gain a sense of where you are on a map at all times. It can be dangerous to stop 
and see where you are located; a hast y explorer should glance down as seldom as pos- 
sible. Use the compass to determine your direction and extrapolate that information 
to guess where you may end up after several minutes of running. Using an | /auto- 


move | macro helps, because you can look at maps while continuing forward, 


Set your home point at safe outposts 
and any towns along the way. It’s bad 
enough to lose 10% of your level's 
EXP, but wasting 30 minutes of travel 
time Is even worse after an unlucky 


death. 


‘oats 


There ts a ship route between Mhaura 


and Selbina. For several hundred gil, 
any character can make the passage 
between these distant ports. The over- 
land route takes a lot more time and 1s 


fraught with danger. Low-level charac- 


ters can buy a ticket and keep their 


heads down for a safe yourney across 


the seas. 


ocobo Stables 


After gaining level 20, characters can embark on the Chocobo Quest to gain access 
to chocobo stables. After finishing this, the option to pay to ride chocobo across 
land to any destination becomes available. The cost for this is driven by demand, so 


more riders drive a higher price. 


The duration for these Crips 1s finite, so 
it's imperative to make it close to your 
final destination before sending the 
chocobo back. It is possible to hop off 
the chocobo at any time, so players 
who pass a party in need or an old 
friend along the road can stop and join 


t hem. 


An ancient civilization created a serics 
of crags at several points throughout 
the land. Taking a crystal from each of 


them provides access to each area for 


which you have a crystal. Experienced 
White Mages have the power to open 
doorways at these crags for adventurers 


to step through, This is a blindingly fast 


mode of travel for those who are pow- 


erful enough to use it. 


tharacters 


The airships of Jeuno fly to each of the three capitals on a frequent basis. 
with an airship pass, whether purchased or given as a mission reward by the Grand 


Duchy’s leaders, can use these mighty vessels to safely traverse the continent. 


MAKING ENOUGH 
GIL TO SURVIVE 


As in the real world, money is extremely important for solving certain problems. 
When it comes to acquiring new weapons and preces of armor, gil Is the answer, In 
FINAL FANTASY XI, it really isn't a 
matter of walking outside and fighting 
monsters until you are rich, Many ene- 
mies don't have any gil, and the treasure 
that they drop often appears worthless 
until you really know what to do with 
it. With a good eye for finance, howev- 


er, there is wealth around every corner, 


(Drweea Gi 


The most obvious way to make gil, 
although not the most effective, is to 
hunt monsters that carry gil with them. 
These invariably are the intelligent and 
aggressive Beastmen that attempt to 
dominate many areas (Goblins, Orcs, 
Yagudo, etc.). These foes drop a small 


amount of gil when defeated. 


To make this approach really work, a small group of characters \ preferably a party 
with a Thief) should venture into areas with an abundance of these monsters | f.Qy 
Giddeus, Ghelsba Outpost). Fight weaker versions of these monsters when they are 
weak to each character. Fan out and take on several at once if they are trivial in effec- 
tiveness, The money from this rampaging adds up over time, and it can be fun to try 


this with a group of friends, 


A productive way to gain EXP and gil is to look for monsters that are somewhat 
tough and drop items that sell well. Usually these are monsters that have several drops 
thar are all worthwhile. On occasion, 
the store prices of these drops will 
appear shoddy, but the auction house 
prices will be considerably higher. 
Asking crafters which items they need 
from a given repron isa good Start in 


finding a niche of productive hunting, 


As noted previously, crafters have an insatiable need for certain items, Whether 


through the bazaar, auction house, or direct trading, players who are hunting for 
EXP can return to town and unload all manner of crafting items into the hands of 


willing PCs. There is consistent money to be made this way. 


For more social players, it may be viable 


to contact crafters directly, Build a rela- 
tionship with them and find out which 
specific items they need on a given day. 
This can be more rewarding, both 
financially and socially, Because crafters 
often have their own circle of friends, 
this can also lead to more work, dis- 


counted items, and good times! 


Quests that award gil are sometimes repeatable. Most of them involve tasks to gath- 


er a certain number of items and return them to an NPC in the city. These are usu- 
ally quite useful at specific levels for establishing an extra line of income. For just a 


few extra minutes of travel time, a player can collect several additional rewards after 


an hour or two of hunting. This ha: de benefit of raising the character's fame, too! 


ECONOMICS: CRAFTING 
AND THE AUCTION HOUSE 


The economy of Vana‘diel centers around the crafting guilds and the auction houses 


that cover each city. Participating in this process of trade and ifem creation 1s ¢casy, but 


a well-informed player can make a killing in the process—financially at least. 


Charaeters who take a craft will soon find that this is a road to money and power, 
but tons of time goes into that equation before it all comes together. On the whole, 
crafting makes very useful items in 
FINAL FANTASY XI, but a heavy sup- 
ply of crystals and monster items are 


needed to begin. 


The slow yet profitable way to craft 
involves a lot of leg work. Find out 
which Items are useful to craft ata 


given skill level (crafter link groups are 
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ideal for this type of information). With a specific formula in mind, go into the 


wilderness and hunt the monsters with those items CO gain experience, some gil, and 


the ingredients you are after. This serves multiple functions simultaneously, which is 


one of the best aspects of the slow method. 


Players with lots of gil are free to power level their crafting skills. Purchase crystals 
and necessary drop items from the auction house and craft to your heart's content. 
This wont turn a profit compared to getting the materials on your own, but it’s occa- 
sionally necessary to do things this way, This style of crafting is much faster at get- 


ting a character to the higher levels of each skill. 


Crafting guilds and the strategies to advance within them are dealt with fully in the 


Crafting Guilds section of this guide. 


om the Auction House 


Anything that isn't available in the stores of your town is likely to have a place some- 
where in the auction house. After each server is well established, these places become 
a hub for all manner of trade, Rare goods are extremely expensive and can be pur- 
chased from the auction house when there are few external sources (beyond doing 


the lengthy quests to get the items directly), 


Common goods are stll sold at the auction house because store prices are usually 
rock bottom when it comes to selling treasure. Be wary when purchasing common 
items from the auction house. Some players will make an effort to place simple items 
for sale at very high prices. Make sure you know what a given item is actually worth 


instead of using the price history as your only guide. 


Regardless of what is being purchased, 
don't pay more than what the item is 
worth to you. There is always another 
sale, another monster, or another time. 
It is rarely wise to cripple your bank 
account unless, of course, the item 


gained Is pivotal in advancing your 


character. 


Much like the bazaar, people can use the auction house to engage in trade without 
worrying about haggling or waiting around. Rare items often fetch a high price there, 
and common items still sell better to other players than they do to stores. This is why 
the economy is always in better shape when players trade with each other. Almost all 
items are better sold at the auction house, and the price given by players reflects an 


item's true worth instead of the eccentric store pricing. 


For example, items that are useful in crafting are worth almost nothing to stores. 
Selling them there is simply a way to free up space in a character's inventory. Go to 
the auction house and put them up for sale at a low price to move the inventory 
quickly. This helps the crafters in your 
area tremendously, which also creates 
hidden benefits for everyone. Or, sell 
the goods for what they are worth; they 
will take longer to clear, but the profits 
will be higher. Use price history as a 
gauge for demand to change the prices 


over time. 


ransferring Items at the Auction House 


There are NPCs outside of the auction houses in Vana‘diel. Talk to these characters 


and they will offer to transfer items to other characters in the realm (they will do this 
to transfer money as well). You only need to know the name of the target to make 
this happen. This is a splendid way to trade items with secondary characters, or with 
friends who aren't currently online: The items are simply placed in the person's Mog 


House safe until they go to get the objects. 


Ae Bazaar, Vour Personal Store 


The upper menu has an option for using the bazaar. This is actually your character's 
personal market. If you place items into a bazaar, other characters can walk past, 
examine the items, and purchase them without any follow-up actions on your part, 
Simply set a price for the item, then leave the object in your backpack until someone 
wanders by and picks it up. An icon appears over any character's head when they have 


goods to sell in their bazaar. 


This is frequently used by crafters and hunters alike. Hunters who are interested 
more in EXP or specific items may place many of their semi-lucrative goods into the 
bazaar and allow characters with more time or motivation to buy them. Buyers can 
take the items back to a town and sell them at the auction house for a fair profit. 
This is a win-win situation for both players: one gets some money and frees his back- 
pack for more important items, while the other gets a quick infusion of items at a 


discount price, 


Crafters can leave finished goods in their bazaar while making additional items. 
While using a macro to occasionally haw k their wares, these merchants can serve Cus- 


tomers without having to spend substantial time arranging a meeting place, haggling 


over a price, or so on, 


Any character in FINAL FANTASY XI 
can become whatever they wish. Begin 
as a Warrior, train as a Thief, and sertle 
down as a White Mage 


There are certainly c 


su SO desire 


} { 
mbinations of 


jobs thar are better suited for specific 


races, but each player has the freedom 


+TI j 
ng! This section explains 


all of the ular and extra jobs, their 


support jok ombinations, and the tac- 


tics of playing that job. 


STANDARD 
JOBS 


Chere are six jobs available when you 


. 1 A 
first create a character. It will be some 
time before you can level enough to 
1 1 1 ' 
reach the extra jobs, so every player will 
spend lots of time leveling a standard 
job. Read about these six professions to 
' 
determine which job will provide the 
best experience, the most fun, and a 


solid option for profession changes 


later on 


A NOTE ON CREATIVITY 


The following character sections explain 
the ups and downs of race and job combi- 
notions. Some of the possible characters 
are much more difficult to play than others 


However, all players should feel free to 
choose whatever they like after learning 
how to play the game. A Torutaru 
Drogoon, a Galka White Mage, and a 
Mithra Bord con group together and sur- 
vive in the wilds of Vana’ diel 
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Warriors are melee fighters that are bal 
anced between attack and defense; their 
critical function in a party is to hold 
the attention of monsters so that other 
party members can deal damage and 
heal without dying. Alone, Warriors 
arent nearly as effective in a lengthy 
melee slugfest. In parties, there is always a 
place for these brave heroes. In front of 


every good mage should be a large Warrior. 


WARRIOR STARTING ATTRIBUTES 


ATTRIBUTE HUME ELVAAN TARUTARU MITHRA GALKA 
Hit Points 
Magic Points 


Dexterity 


Intelligence 


WARRIOR ATTRIBUTE 
PROGRESSION 


ATTRIBUTE COMPARISON 


TO OTHER JOBS 
Hit Points 
Magic Points 
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Intelligence 


SO YOU WANT TO BE A HERO? 


Warriors don’t have an easy time of things. It’s a hard road learning how to protect a party while 
keeping yourself in one piece. Dark Knights, Rangers, Ninjas, Black Mages; all of them can rely on 
their deodly arts to save themselves from monsters. You get a suit of armor, a weapon, and that's 
about it. Without friends, you're going to be second rate, o has been. Find your place in a group of 
healers and casters, and the entire realm will know of your bravery. They may call us Warriors, but 
we are truly defenders! 


JOB ABILITIES 


ABILITY LEVEL INTERVAL 


Wighy tikes | 1 | 20000 


Provoke 


War Cry 


Aggressor 


JOB TRAITS 


DURATION INFORMATION 
| 5 | 0:00:30 | Instant | Taunts the enemy 
| 15 | 00500 | 0:03:00_| 
| 25 | 0300 | 00300 


et 0:05:00 0:00:30 
kal 0:05:00 0:03:00 


Every hit will be a critical 


Increased attack, decreased defense 


Increased defense, decreased attack 


Party members in range gain on 
attack bonus 


Increased accuracy, decreased 
evasion 


LEVEL INFORMATION 
Added points toward physical defense 


Increased resistance to disease 
Random, additional melee attacks will be made in battle 
Added points toward physical attack 


Warriors need high Hit Points to 
survive ond considerable 
Strength to deal damage. The 
Elvaon Warriors are a wise choice 
because they're tough and strong. 
Elvoon Poladin/Warriors ore common 
and their power to protect, fight, ond 
even heal is well respected. The Evaon 
Datk Knight/Worrior is also a scary 
sight on the field. 


the Mind to make them decent healers. 
Not os versatile as the Elvoon 
Polodin/Worriors, they ore still superb 
at grabbing aggro ond sooking up 
damage. 


Humes and Mithra lack the Hit Points 
and damage potential to be as useful 
early in this job’s training. Yet, the 
fight combination con make either of 
them useful, 


A Mithro Thief/Warrior con be fright 
ening at very high levels with o cruel 
mix of extra attacks. Also, the Mithra 
Ninja/Woarrior combo is sound, The dis- 
advantage is that you can’t tank prop- 
erly, which is a duty that Warriors must 
often undertake. 


a a I 2 


| Torutary should avoid becoming Warriors unless the player is considerably experienced and tal 
} ented with using melee characters. To progress, you must be more cautious with a Torutaru 


Galko ore a little more sturdy than the Elvaan, although they have a few minor disadvantages 
} in the Worrior job. Along the frequent Paladin /Warrior path, Galka have neither Magic Points nor 


WARRIOR RACE CHOI 
Elvaan 
Galka 
Mithra 


CES 


Most Damaging 
Best Survivability 


Highest Evasion and 
Hit Rate 


Tarutaru Most Challenging 


| Warrior and it may be harder to get into groups. 


PLAYING AS A WARRIOR 


Warriors are very similar to the 
Paladin. These melee characters exist 
to defend a party from harm. On the 
front line, they deal modest damage 
but their greatest asset is the ability to 
grab aggression from monsters. 
Without Warriors, it is very difficult 


to run a party. White and Black Mages 


get too much attention from monsters, and melee characters with lower defense 
often have a greater offense, thus getting hit more often in a fight. Warriors can 


change all of this, and they are beloved for doing so. 


Unless you have a distinct path prepared to take your Warrior up toward a deadlier 
job (such as a Dark Knight), get into the mindset of being a protector from the out- 
set. Most common future job combinations include Monk/ Warrior, 
Paladin/ Warrtor, and other such sturdy and dependable jobs. High Hit Points are 
very important, and so is a fresh set of armor for critical levels, In some cases, it’s 


even better for a Warrior to grab better armor before considering new weapons. 


Learn the terrain of each area as soon 
as possible. Although each player 
should master navigation, monster 
tracking, and other player skills, a per- 
son who plays a Warrior is more likely 
to be at the front of a group. Know 
which monsters will aggro a party and 
from what range, and how to steer your 
party away from danger. Also, make 
sure your party knows where to run if 


a problem arises, 


Be confident, assertive, and serious. You have a tough job to play. Though a meat and 


potatoes kind of profession, Warriors earn healthy respect when they know what 


they are doing. 


HOW LONG TO SOLO 


You may be alone for the first 10-13 levels of your character's career. At that stage, 
you will progress very quickly on your own and there is a lot to learn. Practice pulling 
monsters at range with Provoke, and get a feel for what your character can handle 


without getting cut to ribbons. 


YUMMY TARGETS 


As a melee character, a Warrior is best 
suited for slaying ranged and magical 
enemies during a solo period. These 
enemies have few hit points and a mod- 
erate defense, so it's much easier to stay 
close and use your character's aggres- 
sive nature to win the battles. Monsters 
like worms, goblins, and ore casters 


will be your favorite prey. 


MONSTERS TO AVOID 


Enemies with poison and negative status effects are a Warrior's bane. Even while 
soloing, know the lecation ofa White Mage. If such a healer wants to group, accept 
the offer. However, this may slow down your rate of leveling for the time being. It 


never hurts, though, to make friends with a White Mage. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Soloing is always dangerous if you stay 
in areas with many aggressive monsters. 
Try to hunt in sections where almost all 
of the enemies are passive. This gives 
you the ability to determine when and 
what you will fight. Study the monster 
tables to make sure that you dont 
attack linking beasts accidentally and 


get more than you are ready to take. 


YOUR TWO-HOUR ABILITY 


The Warrior's Mighty Strikes two-hour ability is always there to save the day. Hold 
on to this wonderful power until you enter a fight that looks far worse than antici- 
pated. If you reach half health before the enemy, hit the two-hour and make those 
criticals count. Don’t wait until you reach a quarter health and expect this ability to 
save you. Because the ability lasts for nearly a minute, it’s better to use it as soon as 


possible. 


WEAPON SKILLS 


Upon reaching level 10 with any 
weapon, create a macro and start using 
your Weapon Skills frequently. Each 
time your character's TP gets above 
100% and the monster has more than 
a breath of Hit Points remaining, use 


the skill and plaster the hapless beast. 
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BEING IN A PARTY 


Whether you begin to group early on (level S or up) or later (level 15 or up), it’s 
important to know your place, As stated, Warriors aren't in a group to deal dam- 
age of a serious nature, but are relied upon for taking damage as a tank and pro- 


tecting others. 


WARRIORS SAVE LIVES 


Each swing directed toward a Warrior from an enemy 1s a good thing. The party will 
contend with far less downtime when a Warrior is getting hit, because each attack 
accomplishes less. Healers should get your character back up to full health without 


your character having to heal as often. 


Regardless of who is pulling the enemy into a party, the Warrior should be one of 
the first characters to engage the beast. If you're the primary Warrior in a group, be 


the first to use Provok 


All frontliners will then pile on, then the healers and nuk- 
ers will Start their work. If youre the secondary Warrior, watch the prumary and wait 
for his or her Hit Points to reach either three-quarters or one-half, depending on the 


person's level, defense, and other stats, then use Provoke yourself, 


WHY WARRIORS LOVE ENMITY 


The Warrior has more Hit Points, a higher Vitality, ond a better Defense than just about 
everyone else in the party. 


You con control aggro and let the healers know exactly where their spells will be going. 


You con keep the enemy at the front of 
the party, where any special attocks 
} will have the least dramatic effect. 


It’s your job to direct the battle, and 
you'll learn to love it. 


DO NOT LOSE AGGRO 


If aggro is lost and the monster heads off toward a gentle healer or unwary nuker, 
Provoke instantly, Never let your soft allies take a single hit, if it can be prevented, 
Even if you're just about to make a melee attack, use Provoke and let things sort 
themselves out. One hit to you is trivial, but one hit to a mage can be devastating, 
There are certain times when aggro just cant be contained. (For example, a Monk 


uses his Two-Hour and starts wailing away, a White Mage taps Benediction, etc.) 


If a soft character is under attack and you can't Provoke or get aggro back, make sure 
that the other character is running around without getting away from your character, 
It's fine to dodge enemies by going around rocks and hills, as this causes monsters to 
lose attacks! However, a Black Mage that dashes away from the party and ditches 


toward the exit probably wont make it with a hungry crawler on their back. 


FIRST TO FIGHT, LAST ONE HOME 


Just as the Warrior is the first character to engage most enemies, he should be the last 
person to leave a fight that goes poorly. If the party encounters a difficult enemy, the 
group leader will call for a retreat, Everyone will then dash toward the exit, If the 
monster is slow, this is fine. Fast attackers that stick closely to players can sometimes 
decimate an entire group during a retreat. In these cases, it's the Warrior's job to hit 
a final Provoke and flee into the middle of the area. This pulls the monster away from 
your party members. You have a slim chance of making it to the opposite end, but 


most of the time this will be a personal sacrifice for the good of the party, 


WHY SHOULD | HAVE TO Di 


When bad luck happens, people in parties tend to wind up dead, An altruistic argument 
would be that you ore dying to save others and that is what gives your life meaning; 
they survive in your stead, 


But, there is a more appealing argument for those of us who can’t stomach dying because a. 
party member accidentally swung at o Notorious Monster. 


If you die and others live, you will goin the respect ond appreciation of the party. People will 
rally cround you and stick up for you in the future. The party is likely to stick together ond 
fight twice as hard to get you that next level. 


However, if the party gets wiped out 
because you didn’t make that honorable 
sacrifice, the group may disband entirely. 


The best Warriors understand this basic 
approach. If you aren't comfortable 
with this notion, you moy wont to 
choose another profession that suits 
your playing style, 


Armor is an easy choice. Warriors can don the heaviest and most effective armor in 
the land, so look for the nastiest combination of metal and leather that your char- 


acter can squeeze into. Also, check with crafters to find out what they can make. 


Weapons are more difficult, because Warriors are good with lots of them. Daggers, 
Staves, and Hand-to-Hand weapons are probably not the wisest choice of weapons 
(unless you're going for a Monk/ Warrior, then even Hand-to-Hand is an option). 
For the road toward Dark Knight, find a grear sword to fit your look and style. 


Paladin/ Warrior types can go with the big weapons too, but a strong, single-hand- 


ed blade and a shield can deal reasonable damage with a higher defense. 


Future Dragoons can start on their polearm skill ahead of time, while 


Samurai/ Warriors should stick to Warrior blades. 


As a primary job, Warrior has a few benefits. The high Hit Points and Strength are 
always useful and it doesn't hurt to have the ability to use almost any weapon with decent 


skill. The only real problem with Warrior is that it is even better as a support job! 


WARRIOR /PALADIN 


This is a reversal of the usual combination. A Warrior who has a Paladin as a support 
F 
job will have the ability to survive under grueling circumstances. With wonderful 
armor, supreme defense, and the Hit Points to match, it seems like this combo would 
be unstoppable, Whar gets in the way is this duo’s limited magic. Paladins usually have 
light magic. When you switch Paladin to a support job, this is compounded. Still a 
8 iS) } PF } P 
solid and enjoyable combination, the Warrior/Paladin is all the tank you will ever 


need, 


WARRIOR /THIEF 


This is a combination that is mainly used for farming extra items and gil out of 
areas, In terms of combat effectiveness, the Warrior/Thief has a few evil tricks to 
offer, However, parties can't count on Warrior/Thief characters to tank as well, so 


this ts nor the best long-term choice for Warriors. 


WARRIOR /WHITE MAGE 
Used as an opportunity to make Warriors into a soloable job at medium levels, this 
combination is not for party use. People who want to have an evening to themselves 


can switch from a mainstay combo to do this while they farm gil, or gather light EXP. 


Warrior/ White Mage gets to start a Warrior on healing magic before reaching Paladin 


at higher levels, Thus, this has the side bonus of preparing people for that extra job. 


WARRIOR AS A SUPPORT JOB 


Far more versatile and adaptable is the use of Warrior as a support job. The ability 
to taunt enemies with Provoke, gain a boost to Strength and Hit Points, and do more 


damage in melee all come together with Warrior as a support job. 


PALADIN/ WARRIOR 


I's hard to go wrong with this choice, Paladin/ Warriors are known and loved by par- 
ties across Vana‘diel. This is the ideal tank. If a Paladin/ Warrior can keep aggro, the 
monster will be almost useless at dealing damage. Use defensive job abilities and 


equip a sword and shield combo to be even more effective. 


DARK KNIGHT /WARRIOR 


Dark Knights get to have a load of fun wherever they go. Lacking defense, even with 
Warrior as a support job, they are meant to cause wicked pain in melee combat or at 
range. Using Warrior gives no boost to the magic pool of the character, but it prom- 
ises Double Attack, an attack bonus, and a few more Hit Points to fall back on. 


Although a potent frontliner, this character is not a tank. 


MONK / WARRIOR 


This is another wise choice for the front. Monk/ Warrior is a hand-to-hand damage 
dealer. Though not as defensive as the Paladin, Monks of this type can do some lim- 


ited tanking if the need arises. 


THIEF /WARRIOR 


Because Thieves can do quite a bit of damage at higher levels with the right timing, 
the use of Warrior to improve their melee ability and add Double Attack is note- 
worthy. Yet, this takes quite a while to come to fruition. Those with an ideal set of 
allies and the patience to level will reach the point at which this combo is highly 


effective. 


SAMURAI/WARRIOR AND DRAGOON/WARRIOR 
Warriors increase the effectiveness of these combos without adding skills or abilities 


that go to waste. 


Here is a lineup of standard Warrior Macros. 


LURE 

/point <t> 

/party I'm going to grab the <t> for a fight! 
/ja "Provoke" <t> 

/wait 1 

/attack <t> 


INCOMING 
/party Incoming <t>, We are under attack! 


ASSIST 
/assist "Name of Primary Tank" 


MANUAL PROVOKE 
/party Grabbing this beast! 
/ja "Provoke" <st> 


TP REPORT 
/party My TP=<tp> 


BEGIN SKILLCHAIN 

/party Starting Chain in 3 Seconds! 
/wait 3 

/party <call> 

/party Using Weapon Skill 

/ws "Name of Weapon Skill" <t> 


RUN 
/automove 


Two HOUR! 
/party We're in trouble, using Mighty Strikes 
/ja “Mighty Strikes" <t> 
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Monks are powerful frontline fighters 
who use hand-to-hand combat against 
their opponents. Possessing high 
Strength, magnificent Vitality, and a 
plethora of Hit Points, they are 
dependable for inflicting wounds 
against all manner of foes. Monks are a 

must for parties that need a bit of extra 

melee damage. Although Dark Knights and 

Rangers can inflict more pain in a fight, 


Monks are quite common for lower-level parties, 


MONK STARTING ATTRIBUTES 

ATTRIBUTE _EIVAAN  TARUTARU INITHRA GALA 
Hit Points 

Magic Points 


Intelligence 
Mind 


MONK ATTRIBUTE 
PROGRESSION 
ATTRIBUTE 


COMPARISON 
TO OTHER JOBS 
Hit Points — Patty 
Magic Points 
Strength 
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Intelligence 


Charisma 


GOT WHAT IT TAKES, LADDIE? a 


Being o Monk isn’t a path for the weak of heart. You have to be tougher than nails to run up ond 
smock a skeleton on the side of its skull with your fists. People will think you're crazy when you 
say that heavy armor is o bad idea! But if you're the type who won't settle for weak damage ond 
weak weapons, this is the job for you. 


Groups grab us to get up close and personal with monsters, to deal damage and keep it coming the 
entire fight. We hit harder than Warriors, who spend too much time keeping themselves alive since 
they get more attention than us, 


It’s just too bad that we can’t save mages 
and keep monsters in their place like 
Warriors. We have our place in battle ond 
that is in the enemy's face! 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION. 


Hundred Fists | 1 | 20000 | o-0100 | 
Enhances the power of your 


0:03:00 
next attack 


1 15 | 0:05:00 | Enhances evasion 
[25 | 0-500] 002-00 | tances curry 
Restores a small amount of HP 
41 | 00300 | WA Releases chi to attack an enemy 


INFORMATION 
Speeds up attacks 


Chi Blast 


Counterstance 0:05:00 Greatly weakens defense but 
increases your chances of 
counterattacking 


JOB TRAITS 
TRAIT 


__ LEVEL _ INFORMATION 


Martial Arts Increases speed of hand-to-hand attacks 

Counter May cancel farget’s attack with an attack of your own 
Max HP Boost Increases your maximum HP 

Martial Arts Increases speed of hand-to-hand attacks 

Martial Arts Increases speed of hand-to-hand attacks 

Max HP Boost Increases your maximum HP 

Martial Arts Increases speed of hand-to-hand attacks 


Monks are intended to be dam- 

® oge dealers, They have lots of 

Hit Points to somewhat offset 

their second-class armor, but their 

skills and weapon choice make it pos- 

sible to land high domage under vary- 
ing conditions. 


‘| Incredible Hit Points and 
Damage 


Moderate Attack/ 


Galka Monks ore splendid ond this Defense Mix 


combination suits the job perfectly. 
Galka possess the high Hit Points to 
moke these Monks last, and the ulti 
mate Vitality of their pairing is as good 
as it gets. Damage absorbed is for 
lower than it could otherwise be, and 
Strength remains high enough to win 
Even Matches at many character lev- 
els. Add in weapons like knuckles that 
increase accuracy, and the low Golka 
Dexterity won't get in the way. 


Elvan Monks are wonderful, too. 
With high Strength and Vitality, these 
fighters are quite dependable. In func: 
tion (if not form), these Monks resem 
ble their Golka counterparts. 


Mithra Monks, however, are quite dif- 
ferent from the generic line, With 
higher Agility than the plodding Galka 
ond Elvan, the Mithra Monks have 
moderate Hit Points and a good measure of evasion. Their hit rate is splendid, making them 
almost certain to land the majority of their attacks against all but the most dire of threats, 
Players who prefer consistent, albeit lower, damage may have more fun with a Mithra. The 
real sacrifice is in the Hit Point/Vitolity area, which is most important when soloing or fight- 
ing in parties without a second Warrior. 


Torutory Monks are tiny and cute, but the union of low damage, ond o shaky Vitality keep 
this from being a simple choice. As with all melee jobs, the greatness of the Torutoru’s mag- 
ical prowess is wasted in a job that lacks mystic abilifies. 


PLAYING AS A MONK 


A Monk's stats don’t reveal the true nature of this job. The only way to really under- 
stand a Monk ts to play one out in the world of Vana‘diel. The moderate Strength 


gain of this profession belies it hidden potential to level groups of enemies with the 


strength of their two fists. 


The key to each Monk's power rests in 
the wonderful active and passive skills 
of this job. Given a brutal Two-Hour 
ability, a dominating mastery of hand- 
to-hand combat, and the Vitality to 
endure foul wounds at low levels, 
Monks rise quickly and are hard to 
topple, Hand-to-hand weapons are 
good at plastering opponents, because 
they are slow and heavy in style. The advantage of using knuckles for Monks is the 
diminished interval between attacks; Monks get faster and faster with hand-to-hand 
strikes as they level, For such heavy blows, this is a huge advantage. Add the natural 


accuracy and damage bonuses that are found in most knuckles and you have a merg- 


ing of many good things. 


Monks usually serve as backup for the main Warriors of a group. Although Monks 
can cause more damage, Warriors have the defense, prestige, and leadership attributes 
to take charge more often than not. Monks find some of the best parties where party 
safety is already assured, but damage is a concern because Dark Knights, Rangers, 
and Black Mages aren't in heavy supply. A Monk can certainly fill a damage-dealer 
slot without slowing down the party. In fact, more powerful Monks with the right 


support job can further increase their use in this role with abilities like Berserk. 


| THINGS YOU DON’T WANT A MONK TO SAY 


What? The Warrior was pulling something, too? 

Hundred Fists is an okay ability, | quess, but it could be better. 
I've got the next monster; | wanna check out my new armor. 
I'm going to specialize in great oxes. 

|'m just raising my support job—I'm really a White Mage. 


We don’t need a Warrior. Grab another Black Mage and let me hold aggro. 


HOW LONG TO SOLO 


Early leveling is almost too much fun with a propetly-used Monk. The road to level 
IS is fast if you keep your Monk's knuckles upgraded and find the right monsters 
to fight, A party will probably slow you down at that point, so only join groups that 
look interesting or have people that you enjoy playing with. On your own, you can 
consistently trash evenly-matched foes and occasionally rip a tough opponent to 


pieces. 


YUMMY TARGETS 


All melee types look for low Hit Point 
enemies for easy fights and fast level- 
ing, bur Monks have slightly different 
tastes than Warriors and others. 
Instead of preying on casters, Monks 
do their best work on monsters with a 
low defense or evasion, whether it uses 


melee attacks or spells. 


Even monsters with a fair amount of Hit Points won't last long if a Monk can hit 
both times each round and deal high damage with each fist. Worms, various rabbits, 
and other “natural” targets fall into this category. Monks can defeat Ores, the 
Yagudo, and Quadavs but these monsters aren't the fastest source of leveling materi- 
al. Check enemies to find which monsters have the lowest defense and evasion in the 


region, then ruthlessly hunt them down. 


MONSTERS TO AVOID 


It shouldn't be a surprise to find that Monks also fear monsters that inflict status ail- 
ments on characters. Soloing is a dangerous enough task without worrying about 
poison, slow, and reduced attributes. Rock lizards, crawlers, or anything with Vitality 
Down special attacks should be given an extra level of difficulty when you consider 


them for combat. 


Any monster with poison that checks 
as an “Even Match” should be treated 
as a tough fight thar shouldn't be 
soloed. Sure, you can defeat the beast 
with fair certainty, but an unlucky per 
soning can lead toa slow and frustrat- 


Ing death. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 
Soloing is always dangerous if you stay in areas with lots of aggressive monsters. 
Hunt in sections where almost all of the enemies are passive. This gives you the abil- 
ity to determine when and what to fight. Study the monster tables to ensure that you 


don't attack linking beasts by accident. 


However, a Monk's high Vitality means that you can sometimes go after multiple 
evenly-matched enemies in a row at low levels, leading to EXP chains and fast pro- 
gression. Finding areas with passive monsters is just as important as going after non- 
linking targets. 


A MONK’S TWO-HOUR ABILITY 


Hundred Fists is one of the finest melee abilities in all the basic jobs. Monks have 


one minute to unleash almost constant attacks once they get up to speed. This leads 
to wicked damage and a scary amount of aggression, Use Hundred Fists to get out 


of a sticky situation. 


Or, for the truly brazen, find a field with a wide range of enemies that are roughly 
even matches. Use Hundred Fists and tandem kill everything possible. During early 


soloing, this can net you several hundred EXP in a short period of time. 


BOOST 


Boost is an interesting Job Ability. Because this power can be used every 15 seconds 
or so, Monks can prepare for a fight by boosting multiple times. This has the poten- 
tial to improve the first blow of the encounter by a fair margin. Use Boost while mov- 


ing from area to area and it won't eat up extra time, 
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WEAPON SKILLS 


Upon reaching level 10 with any weapon, create a macro and start using your char- 
acter's Weapon Skills frequently. Each time your character's TP gets above 100% and 
the targeted monster has more than a breath of Hit Points remaining, use the skill 
and blast the hapless beast. This causes that weapon's skill to rise even faster because 


you're using the attacks more often. 


Almost all Monks use Combo for their initial skill. This quick triple-strike is a fine 
skill for doing extra damage at the start of an important fight. Even at 100%, 


Combo Is relentless when used just after a normal attack. 


BEING IN A PARTY 


When things get stagnant, look for a group to join. Have some upgraded knuckles 
and prepare to spend some time waiting unless you already have friends in an area, 
It's best to go after weak targets on the edge of an area (for example, at the entrance 
to Tahrongi Canyon or La Theine Plateau). Leave the “Seek Party” tag on and ask 


people of a similar level if they are interested in forming groups. 


Unlike staple party jobs (e.g. Warriors, White Mages, Bards, Black Mages), Monks 


must work a bit harder to find parties. This is not a huge detriment, and after a few 


days of grouping, you should have a circle of friends to draw upon. 


ARE MONKS EASY OR HARD TO PLAY AS? 
Honestly, Monks are one of the easiest jobs to play as in FINAL FANTASY XL. 


Newcomers to MMORPGs should strongly consider choosing this as a first job, 
because it’s very quick to learn and 
master. Monks charge into melee with 
the Warriors, but they needn't worry as 
much about holding aggro, protecting 
others, and pulling new targets, Monks 
get to be helpful without taking on too 
many responsibilities. On the flip side, 


Monks aren't as exciting for people 


who desire a fierce challenge. 


ARE CLAWS/KNUCKLES USEFUL? 


Some people wonder if knuckles are WC orth the increased attack inter val, especially at 
low levels. Without haying both damage and accuracy bonuses, the answer would be 
very difficult to judge, but almost all knuckles have these perks. Indeed, many of the 
knuckles are very useful. Galka and 
Elvaan Monks can raise their accuracy 
with knuckles to keep from engaging in 
extended “miss fests.” Mithra Monks 
can search around for the highest 
bonus to damage to compensate for 
their low Strength. Even in the first 15 


levels, there are numerous knuckles 


from which to choose. 


Se Y 
Because of this variety, it becomes clear that knuckles are better to use than trusting 
a Monk's pure hand-to-hand abilities. You can easily get through the first five levels 
without buying anything, but after that it is worth the effort and expense of main- 
taining your weapons. Since the conquest knuckles are especially helpful, they should 


be any Monk's first purchase with conquest points, 


IT’S DIFFICULT TO TANK 


For many reasons, you can't tank well as a Monk. In later levels, you will have infe- 
rior armor than the full tanks, and you still wont have an easy time using your char- 
acter's abilities to gain aggro from dedicated monsters, Without taking Warrior as a 


support job, Monks have little in the way of combat control. 


Thus, you should raise your character's 
Warrior level to make a more defensive 
and combat control-oriented Monk, or 
give up on tanking entirely and focus 
on an even more aggressive support job 
(e.g, Samurat). This is a rare selection, 
but Monks who dedicate themselves 
entirely to offensive practices can kill 
very quickly compared to other melee 


characters. 


ADVANTAGES OF BEING A MONK 


Support jobs offer versatility. 
Monk skills and abilities are top-notch. 


Monks can deal heavy damage. 
Monks level quickly early on. 


It is easy to master this job. Everyone likes a bit of the hands-on approach. 


| DISADVANTAGES OF BEING A MONK 
Some people don’t feel that Monks are challenging enough on their own. 


High Hit Points and Vitality create an illusion of tremendous power; at higher levels, Monks con be 
quite exposed. 


There are jobs that find parties more easily than Monks. 


Monks add very little as a support job; this limits future options if you find a new main profession 
that is more exciting. 


EQUIPPING ITEMS 


This ts a fairly simple matter, From a weapons standpoint, hand-to-hand combat is by 


far the most effective choice. Going for staves won't make a more effective character in 


any way, and it’s only an option for those who want to push the limits of the job, 


With armor, Monks go for the medium pieces of armored-cloth that do just enough 
to put them above the Mage’s job, It isn't easy to take hits once you get out to level 
20 and beyond, but in early levels Vitality alone is enough to make up the difference 
between Monks and heavy tanks, 


Look for items to supplement either Dexterity or Strength, whichever is lower. A 
Monk who can get both Strength and Dexterity to a very high level will be a major 
asset to any party. Agility and Vitality are of lesser importance, because a skilled 
party will keep Monks from taking much of the return fire. 


MONK AS A MAIN JOB 


With excellent melee stats, effective skills and abilities, and a smooth blend of sup- 
port job potential, Monks do quite well for themselves. There are many combina- 
tions that succeed with a Monk's support job; the most prominent or interesting 


ones are dealt with here. 


MONK/WARRIOR 


There should be dozens of Monk/ Warriors on every seryer. Statistically, these 
Monks have higher Hit Points, more Strength, and the ability vo use Berserk and 
Double Attack, Provoke may help to get you into parties as well, although it isn't 


something that you want to use unless the group's primary Warrior is in danger. 


MONK /THIEF 


Monk/ Thief is a money farmer with the potential to survive somewhat longer 
through increased Agility and evasion. Though Warrior is a more stable support job 
for generic fighting and damage dealing, you may feel that the added item and gil 
drops are worth any differences, Indeed, a person with enough time could certainly 
take both Warrior and Thief to match whatever a group needs. In this game, time 


and patience conquer all hurdles. 


MONK /SAMURAT 

This combo ts all about the TP. Having Samurai in the mix brings a Monk far greater 
damage ability because of added weapon skill use. By itself, this ts a very potent abil- 
ity, but it is even better when you consider how good hand-to-hand skills already are! 
When Monks can use a weapon skill more frequently, the results are hard to deny, 
Having both Counter and Third Eye at your disposal also gives a Monk more sur- 


vivability ar higher levels. 


MONK /DARK KNIGHT 


Although somewhat less dramatic than the potent Samurai combo, Monk/Dark 
Knight is a choice for someone who likes to play around with greatly differing styles. 
Haying a Monk who can use Black Magic is strange and interesting. Even if the final 
potential isn't as high as it could be because of limited magic, you may enjoy using 


this combo enough to warrant Dark Knight as a support choice. 


MONK /RED MAGE 


Red Mages aren't usually taken as a support job because of their somewhat limited 
Magic Points. As a support job for a Monk, this is even more pronounced, yet a 
number of people are very happy with this duo. One reason may be the truly one- 
sided way that Monks deal with most problems by walking up and hitting monsters 
until they collapse. With a Red Mage, enfeebling magic is possible. A Monk who can 


enfeeble and exploit enemy weaknesses can still be effective. 


MONK AS A SUPPORT JOB 


Although it's possible to try a Warrior/ Monk and other combinations, the limited 


focus of Monks in terms of weapon use and combat styles can have its constraints. 


In general, Monks area superb Mmhain job that doesn't translate well into the realm of 


support work, People who are in dite need of more Hit Points and Vitality will find 
some goodies here, but that usually comes at the cost of active abilities. A 
Paladin/Monk would be hard to kill, but losing Provoke is almost crippling. Dark 
Knight/Monks use such different weapons that many skills are wasted, and the 
added Hit Points still aren't enough to make a Dark Knight stand tall under direet 
attacks, 


acros 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist "Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


RUN 
/automove 


TWO HOUR! 
/party We're in trouble, I'm using my Two Hour! 
/ja “Hundred Fists” <t> 


NEED HEAL 
/party <hpp> of Hit Points left, I need some Healing! 
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As a White Mage, the primary role ts to 
use the healing powers to keep a party 
healthy. However, the White Mage can 
also affect monster stats and its ability 
to hit by using enfeeble magic. The 
wise application of these spells can 
often save valuable Magic Points by 


causing monsters to lose their attacks or 


ee Ta 


inflict considerably less damage. 


White Mages are indispensable to high-level parties and it ts never difficult to find 
a group as a White Mage. On the other hand, because White Mages focus much of 


their power on healing magic, fighting monsters alone is difficult and dangerous. 


WHITE MAGE STARTING ATTRIBUTES 

ATTRIBUTE HUME ELVAAN = TARUTARU MITHRA 
Hit Points 
Magic Points 


GALKA 


Dexterity 


Intelligence 


WHITE MAGE ATTRIBUTE 
PROGRESSION 
ATTRIBUTE 


COMPARISON 
TO OTHER JOBS 


Strength 
Dexterity 


UWGOW 


Intelligence 
Mind 
Charisma 


HITE MAGIC SPELL LIST 


LEVEL SPELLNAME MP ELEMENT TYPE 


WHAT IT TAKES TO BE A WHITE MAGE 


{t may look like it’s easy to sit in the back and heal, but being a White Mage is notfor the faint of 
heart! The monsters know who is costing those little Cure spells, and they would very much prefer 
chomping on o delicate litle healer over some armor-wearing tank. 


Even when resting, keep on eye out for monsters, There are a lot of aggressive crittars out there 
that would love to take advantage of an easy meal. As o White Mage, though, it’s easy to find plen- 
ty of people to protect you! 


JOB ABILITIES 


DURATION INFORMATION 


Restores a large amount of HP to 
party members as an area of effect 


ae ae 0:10:00 | 1 Spell Cast | Enhances potency of next heal spell 


ABILITY LEVEL INTERVAL 
Benediction 2:00:00 


Divine Seal 


JOB TRAITS 


INFORMATION 
Magic Defense Bonus Improves defense to magic spells 
Clear Mind 


Auto Regen 


Raises amount of MP recovered while resting 
Gradually recovers HP 


Magic Defense Bonus Improves defense to magic spells 


Magic Defense Bonus 


Improves defense to magic spells 


CASTING TIME RECAST TIME 


DESCRIPTION 


Enhances resistance against poison for party members within area of effect. 


a ei Rss res H 

3 a al | Light | Lowers on enemy's defense and gradually deals light elemental damage. 
4 | Parahae | 6 | he | Enfecblng | Poalyzes ge 

a a Dea ight emer damoge tan ere. 

5 | Barstonra | 12 | Wind | Enhancing | 0.50 | 10.00 | Increases resistance against earth for party members within area of effec. 
6 Removes poison from target. 

7 | Prot [9 | tight | honing [1.00 | 5.00 Enhances tare’ defense 

7 Pro! Enhances defense for party members within area of effect. 

7 | Barsleepra | 14 | | Enhancing | 5.00 | 10.00 Enhances resistance against sleep for party members within area of effect. 
9 | Parayoo | 12 | tight | Heaing | 1.00 5.00 Removes paras from age 

9 Pa | | Enhoncing | 050 | 1000 | Increases resistance against water for party members within area of effect. 
10 | Aquoved_| 12] Wor tahancng | 5.00 [10.00 | Reduces chance of having spel ineruped 

10] Barposonra_| 18 | tghining | fohoncing | Soo | 10.00 

no] wen fo 24 J tight | Heating 2.25] 550 Resores gs He 


LEVEL SPELLNAME MP _ ELEMENT TYPE CASTING TIME RECAST TIME DESCRIPTION 


| Borporolyzra | 22 | Fire | Enhancing | 500 | 10.00 ‘| Enhances resistance against paralysis for party members within area of effect. 
aw | ce | Enhancing | | 0.50 | ——-10.00 ‘| Increases resistance against wind for party members within area of effect. 
| Sow 15 | 200 | 20.00 | Reduces an enemy's ack speed 
| 16 | tight | Healing [3.00] 10.00 | Removes blindness from target. 
| Banishgo =| 44 | Light’ | Divine =] 275 | az Deals light elemental damage fo enemies within area of effect. 
| Deodorie [10 | Wind | Enhancing Lessens chance of being detected by smell 
| Slene | 16_| Wind | Enfecbing [300 | 10.00__| Silence target. 

a =~ | 10.00 | Restores HP of all | party members within area of effect 
ital | Water | Enhancing | a ae ae Increases resistance against fire for party members within area of effect. 
iain [| 18 | tight] tnhoncng | 1.00 5.00 Enhances trges magic defense. 
[_ Siero | 18 — | 300 | 15.00 | Enhances magic defense for party members within area of effec 
| 6 | Light | | 5.00 | —_-10.00 | Enhances resistance against blindness for party members within area of effec. 
| Dingo =| 12 | tight | Enfeebling | 1.50 | 600 | Lowers defense of enemies within area of effect and gradually deals light elemental damage. 
a Grates shadow images that each absorb 0 single attack directed at you. 
| Silena | fee cM om, [50 fol Removes silence and mute from target. 
| Soeok | | 2 | Wind | | 300 | 10.00 | Lessens chance af being detected by sound. 
rie | Fire | ea | 10.00 Increases resistance against ice for party members within area of effect. 
| Gweit | 46 | tight | Heong | 250 | 6.00 Restores gers 
—tee_{_15_1_ tah fig [ann tant Gradually resores target HP 
ro | 30 | ke | Enhoncing | 5.00 | | 1000 | Enhances resistance against silence for party members within or area of effec. 
tate | Pt cg | tat 10.00 Increases resistance against lightning f for party members within area of effect. 
ible | 15_ | Wind_| "toh — pnt Lssens chance of being detected by sigh 

won 1] | Healing | Revives target fom KO. 
MT Enhances tages defense 


Enhances defense for party members within area of effec. 
Absorbs 0 certain amount of damage from physical and magical attacks, 
“Removes curse and bane from target. 


= ee 
7: | Stoneskin | 29 | toth | toning | 7.00 | 10.00 | 
a | 


Tent [57 [tah] — Die | 275 | 00 | Oe gh on dagen 
a1 | tag [120 | ig | tang | 475 | 1025 | tao of pty nents inf fe 


2 a Removes one detrimental magi effet from target party member. 
33 | Reroise | 150 | Light | Healing | 800 | 60.00 | Grants you the effect of Raise when you are KO'd. 


| 4 | tight | a ima Removes disease and plague from target. 
| Diol =| 59 | Light’ | Enfeebling | = 1.50 =| 6.00 Lowers an enemy's defense and gradually deals light elemental damage. 
| Wind | | 20.00 | ~——-10.00 | Transports qualified party members within area of effect to Dem. 

iy Sone Transports qualified party members within area of effect fo Holla, 
75 | Wind] tahoing | 2000 _| 10.00 _|Trrsports quite party members win ren of efecto 
| Enhancing | 1.25 | ~——-5.25 Enhances target's magic defense. 

| Sebo | tight ey fst Enhances magic defense for party members within area of effect 

| Teleport-Altep | 100 | Wind | Enhancing | 2000 | 1000 | Transports qualified p party members within area of effect to Alteppa. 
a) | 100 | Wind | Enhancing | | 0.00 10.00 | Transports qualified party members within area of effect to Yhoattor. 
teers] tee toeig_ {sgn tt Enhances resistance against disease for party members within area of effect 
| smo} 0 ft | 1.00 | 5.00 Reaves petition from target. 

| 120 | Light | —s Poa | | 30.00 | Deals light elemental damage to enemies within area of effect. 
[Hose | 40 | Wind] Enoncing | 3.00 20.00 trons era aks. 
poet | 250 | 8.00 Restores arg’ 
| 100 | | Wind =| Enha | 70.00 10.00 | Transports qualified party members within area of effect to Xarcabard. 
2 Enhances resistance against perification for party members within area of effect. 
| Regen | 36_ | a al ce Grodaly restores target’ HP 
| jit eT |_ Enhances ges defense, 
| 46 ta ——" 4 Enhances defense for party members within area of effe. 
| 100 | | Divine | ea al Deals light elemental damage to an enemy. 
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PLAYING AS A WHITE MAGE 


First and foremost, White Mages are healers. They exist to protect the party by 
replenishing lost Hit Points. Without the dedicated abilities of White Mages, many 
parties would face a short and undignified end, Because White Mages are so neces- 
sary for the well-being of the party, learning when to heal and by how much is cru- 
cial. Being a good healer requires as much timing, attention, and strong nerves as any 


fighter on the front line of the attack. 


White Mages spend most of their time watching the status bars to detemine who ts 
in need of health. As a White Mage, there is some practice involved in knowing when 
to start healing. Because monsters recognize that the White Mage is keeping the party 
going, they will target the healer if the player casts healing spells inappropriately. 


Unless you start the fight, realize that the first person to hit the monster will receive 
the monster's attention. Monsters tend to focus their attacks on whoever does the 
most damage to them; likewise, you will cast many of your Cure spells on the same 
person. The only time this should change is if a particularly delicate party member 
receives a stray blow. Magic users, for example, have so few Hit Points that even one 
attack from a strong monster may cripple them. 


As a White Mage progresses in levels, 
his or her Cure spells become stronger. 
The mage also gains access to more 
powerful spells that heal all party 
members at once. Often, it is more 
efficient to heal many party members 
one at a time for a little bit than it is to 
heal one person more often, but heal- 
ing an entire party at once can get too 


much monster attention. 


The other facet of protecting the party comes from the careful application of 


enhancing and enfeeble magic. Enhancement spells (like Protect) give a nice boost to 
party defense, and spells like Barstona and Barsleep can keep monsters from damag- 


ing the party with their abilities, 


Enfeeble spells are also very important. Spells like Paralyze and Slow can limit a 
monster's ability to damage the party. Because a White Mage's magic supply is finite, 
casting these spells early in a fight can significantly improve the party's effectiveness 
as a whole. If a monster is stunned for two or three attacks, then you can save some 
Magic Points to heal people later on. Still, these enfeebling spells can be rather 
expensive in terms of the MP used, so keep in mind the strength of the monsters 


youre fighting. If a monster is too strong, the spell may not work at all. 


In a very difficult encounter, don't forget that White Mages have the Benediction 
ability. This ability does two things: 1) It heals all the nearby party members by a 
significant amount; 2) It focuses all of the monster's attention on the fragile healer. 


At some point, using Benediction may be the only option to avoid certain death. On 


the other hand, this gift shouldn't be used lightly, as it may mean your demise, 


“THINGS A PARTY NEVER WANTS 
TO HEAR A WHITE MAGE SAY 


| wonder what would happen if | healed that Elemental... 

Where are you guys? 

|'ve been healing that monster the whole time! No wonder you all looked hurt. 

{In the middle of a fight.| Just left for 0 moment but |'m back now. What's going on? 


It's my turn to tank! 


For White Mages, it’s all about 
how many Magic Points ore 
available because being a White 
Mage is all about casting os many 
spells as possible before it’s time to 
rest, Because of this, Toruteru make 
the best White Mages, and they use 
their copious magical reserves to com- 
pensote for their physical frailty. The 
odded magical ability of a caster-based 
support job con moke a Tarutaru into a 
very formidable mage. 


More Powerful Spells 
Highest Evasion 


Because White Mages are physically 
delicate, anything that odds to their 
survivability is also a great benefit. 
Although the Elvaan may not have the 
magical stores of the Torutoru, they 
ore o very spiritual people, and this 
gives them an additional push to many 
of their spells. With more Hit Points, 
on Elvaan White Mage con take more 
damage from monsters and live to 
heal despite the beating. 


Mithra White Mages are a good choice 

for onyone interested in a balance 

between magic and survivability. 

Although they don’t gain in magic as quickly as the Torutoru, Mithra nonetheless have good 
mogical reserves. Their speed and stamina also make up for their somewhat weaker 
physique, thus enabling them to dodge monster attacks. 


Humes have the same Hit Points and Magic Points as their Mithra counterparts, but lack the 
dodging and evasion bonuses needed to stay alive. Although a White Mage is still a decent 
career option for a Hume, they aren't as efficient ond effective as most of the other races. 


{tis very difficult to be a Galka White Mage. Although they con survive longer than any other 
type of White Mage, they have little healing potential and very few Magic Points. This proves 
to be a great disadvantage for o Galka. 


HOW TO SOLO 


Soloing as a White Mage is a difficult 
and dangerous proposition, There are 
relatively few spells that cause direct 
damage to monsters and many of the 
weapons do not injure them substan- 
ually. Because of these and other fac- 
tors, it's easy to see why White Mages 
are rarely found on their own, even at 


low levels. 


Still, there are times when a White Mage must take on a monster mano-a-mano, If 
you can initiate the fight, open with a direct damage spell like Banish. Most of these 
spells have a longer casting time and you should use them at range to avoid being 
interrupted by monster attacks. Remember that you can target a monster, melee hit, 
and cast on it at the same time, Use enfeeble spells like Dia, Paralyze, and Slow early 


in the fight to weaken the monster for future attacks. 


BEING IN A PARTY 


White Mages are really geared for par- 
ties, and this is where they truly shine. 
You'll find that you don't need to have 
your “Seek Party" tag up for very long 
before you are besieged by party 
requests. Even if you don't have a flag 
up and are in an established group, you 
may still Teceive messages from individ- 


uals wanting you to jom them. 


UNDEAD: TO FIGHT OR NOT TO FIGHT? 


Undead monsters like magicked 

bones and ghosts are different 
from other monsters in that they take 
damage from Cure spells, This means 
that White Mages potentially have 
more direct damage spells in their 
arsenal against them. Sfill, undead 


monsters hit very hard, and they have 
abilities like Curse that con keep o 
White Mage from replenishing Magic Points after the fight. 


As a White Mage, it’s better to fight these monsters with a party, no matter how tempting it 
is to use 0 White Mage’s healing in o destructive manner. 


KEEPING YOUR PARTY UPDATED 


It's easy for even the best groups to forget that you aren't made of Magic Ports. 
Because of this, It 1s important that they receive periodic messages about how much 
you have available. I Jon't be afraid to tell them that you have to rest! Remember that 
everything can hinge on the next heal, and if your character doesn't have any Magic 


Points left, there’s going to be trouble. 


The easiest way to accomplish this is to have macros set up that indicate Magic Point 
percentage. If you notice that your character is running low, simply let the party 


know. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


As one of the most delicate members of a party, you must watch out for especially 
violent monsters. Under some circumstances, White Mages can even be one-hit kills 
for monsters! Because of this, stay near a Warrior whose Provoke ability can distract 
monsters. Even during fights, pan the camera around so thar you have a good view 


of the fight and anything that could possibly add to the barrle, 


With linking monsters, it’s likely that 
one will be drawn to you or another 
caster. If many of the melee fighters 
have concentrated their attacks on one 
monster, then the other monster may 
take the opportunity to hit a healer or 
a Black Mage. In this case, let the party 


know if you See monsters thar can link 


close together, 


CALLING FOR HELP 


Each healer should hove o 
macro made to inform the party if 
they ore being attacked, Fights can get 
very chaotic, particularly if there are 
multiple monsters involved. When this 
occurs, let the melee fighters know so 
they can drag the monster away, 


YOUR TWO-HOUR ABILITY 


Benediction is a wonderful thing to have when there ts nothing else left to rely on, It 
is, however, a dangerous thing to fall back on. Monsters are drawn to a White Mage 
to the exclusion of everyone else, and using Benediction means that the mage has a 
significant chance of dying, Den't be shy about letting other members of the party 


know that you have used tt either; Benediction is a last resort, and people should 


know if it ts not available. 


SHARING THE LOVE: WHEN THERE ARE MULTIPLE HEALERS 


Having another healer in a party is nice, and it can significantly decrease the amount 
of anxiety placed upon a lone White Mage. The addition of another healer, espe- 
cially another White Mage, can help shoulder any excess responsibility, Plus, both 


mages can look out for each other and the rest of the group. 


Still, there is some finesse involved in terms of healing, Don't waste any Magic 
Points, but don't let any wounded party members go without healing. The easiest way 
to do this is co let the party know who is being healed and by which spell (set a 
macro for this). If all the healers are casting low-level Cure spells, then there's no 


need to worry about Magic Poinr waste. 


In addition, having another healer means that one person can be dedicated toward 
curative magic while the other can enfeeble the enemy. Finally, because healing draws 


aggro, healers can protect each other by drawing fire. 


If the second healer is a Paladin or a 
Red Mage, it's best to have them save 
their magic until your character runs 
low on Magic Points. That way, they 
can be doing whatever it is they do 
until they are really needed on the heal- 


ing front. 


HOW NOT TO DIVVY HEALING DUTIES 


It is not unheard of for one healer to say: “You toke the first three people on the list 
and I'll toke the last.” They also may want to divide them up by names or jobs in the 
party. However, this is not a good idea. 


First, not everyone in a group gets hit on equal amount of the time. This means that the peo- 
ple you are “assigned” may not need healing or they may completely drain your Magic Points 
while the second healer has a full supply. 


Second, depending on who is healing more, © monster may aggro more on one healer than 
the other. Finally, there can be a distinct difference between how skilled players ore in their 
job. You could be a wonderful White Mage, but you can’t necessarily say the same thing for 
your partner. 
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EQUIPPING ITEMS 


When it comes to armor, White Mages don't get the heaviest or strongest pieces. 
Fortunately, it's not as crucial for a White Mage to be as strongly armored as a 
Warrior or Paladin, This doesn’t mean that you can ignore armor by any means, but 
if everyone in your party is doing what they are suppose to, you will find that you 
don't get attacked that often. 


Buy armor that raises the most defense 
first (like the body and legs), rather 
than buying all of it as a set. Seriously 
consider wearing some of the light 
cloth armor (tunics and cloaks); even 
though they don't allow you to equip 
headgear, they often have attribute 
bonuses. 


Weapons are a somewhat different matter. Because White Mages aren't as involved in 
melee damage, skip many of the clubs and poles as well as the hammers and maces. 
Concentrate more on looking at rods, wands, and staves. A White Mage can equip 
shields; however, staves are two-handed weapons and a mage will miss out on the 
shield when using them. In addition, staff bonuses lean more toward adding more 
Hit Points and Magic Points. This isn't bad by any means, but rods and wands may 
be more useful. Many of these have some very nice bonuses, which makes a White 
Mage's spells more powerful. 


WHITE MAGE AS A MAIN JOB 


White Mages aren't the job to play as if you want the strongest, most powerful char- 
acter, If, however, you enjoy helping others and thrive in a group atmosphere, then 
White Mages are a wonderful choice. White Mages have a few more Hit Points than 
some of the other mage jobs, and they also gain a lot in the way of Magic Points 
(especially as Tarutaru mages). Because they don't directly engage enemies in melee, 
they have a somewhat outside perspective of the battle, and they also make wonder- 
ful support characters for a party. 


WHITE MAGE /BLACK MAGE 


White Mages have lots of magical potential, but most of it is focused into curative 
magic. The addition of a Black Mage support job gives them even more Magic 
Points and an edge of destructive, elemental magic, However, because you're adding 
direct damage spells in addition to the healing spells, monsters will focus on this type 


with renewed vigor. 


WHITE MAGE/SUMMONER 


Like the White Mage/Black Mage combination, this set gives a White Mage even 
more Magic Points and another group of abilities to spend them on. In this case, 
you get to summon a mystical being to attack and protect you and the whole party, 


instead of casting direct damage spells. 


In addition, Summoners get some very nice passive abilities, especially Max MP 
Boost and magical regeneration. Keep in mind that the summons are very expensive, 


so be frugal with your casting and save some Magic Points for healing magic. 


WHITE MAGE/BARD 


This combination turns White Mages into the ultimate party support characters. 
Unlike some of the other combinations, Bard magic does not use Magic Points. 
Instead, Bards use songs to give strong effects to the whole party. Like White Mages, 
they can enhance, heal, and give resistances to the group. In addition, they can speed 
the regeneration of Hit Points and Magic Points while the group rests. Being a 
White Mage/Bard also gives a White Mage a slight plus to Hit Points, but it does- 
nt add to their magical reserves and the passive abilities are not as useful as some of 


the other combinations. 


WHITE MAGE AS A SUPPORT JOB 


White Mage is far more common as a support job than a main one. For anyone even 
vaguely interested in soloing, having curative magic is a must, and no one heals bet- 
ter than a White Mage. In addition, the passive abilities of White Mages are very 
useful and versatile, Added resistance to magical attacks and magic regeneration are 
nice to have for many jobs. 


However, there is a difference between using White Mage as a support job for solo- — 
ing potential and making a career out of it. Many times a fighter (such as 
Warrior/ White Mage and Thief/ White Mage) will only flirt with being a healer 
and change to a different, more party-friendly combination. Yet for some jobs a_ 
White Mage support job is a long-term, valuable combination that can provide more 
than a little bit of backup health, 


BLACK MAGE /WHITE MAGE 


Like the White Mage/Black Mage combo, this gives Black Mages an added boost to 
their Magic Points, This is a very powerful combination for Black Mages, who can 
use the additional security of having heal spells. In addition, there is a great deal of 
overlap in spell use, because both schools of magic have enfeeble abilities, 


SUMMONER / WHITE MAGE 


This variation is also very nice, giving Summoners more Magic Points and good 
regenerative passive abilities, especially the recovery of Magic Points while resting. 
Because a summoned monster will be the focus of the monster's aggro, you can sit 
back and heal in relative safety. 


BEASTMASTER /WHITE MAGE 


Beastmasters are the ultimate solo characters, charming monsters into doing their 
bidding and fighting for them. The addition of a White Mage completes this, giv- 
ing them all the healing abilities needed to continue being self-sufficient. In addition, 
the White Mage's enfeeble magic makes a target weaker to your pet's attacks, And 


because a pet can attack your character, it helps to have the ability to cure. 


DRAGOON/ WHITE MAGE 


Asa Dragoon/ White Mage, you get to be a fighter with some nice curative abilities, 
But that isn’t what really makes this combination special. The pet wyvern can use any 
of the support job abilities, which means that if you have the White Mage support 
job, the pet is fully capable of healing your character. As your character levels up, the 
wyvern grows stronger, but the amount of time it takes for attacks versus magical 


healing doesn’t balance out. 


PALADIN/WHITE MAGE AND RED MAGE/WHITE MAGE 


Both Paladins and Red Mages already have a few curative abilities, The addition of 
a White Mage support job can give them added breadth and depth. It can also pro- 
vide an added boost to their healing magic skills, which can fall somewhat behind if 


they concentrate too much on the melee part of their job. Both jobs should definitely 


appreciate the plus to their magic pool. 


Here is a lineup of standard White Mage Macro choices. 


MAGIC SPELLS ON A MONSTER 
/ma “Name of Spell" <t> 


MAGIC SPELLS ON A PARTY MEMBER (CURE SPEI 
/party "Name of Spell" on “Party Member" 
/ma “Name of Spell" <t> 


MAGIC SPELLS ON YOU (BENEDICTION, PROT 
/ma “NameofSpell" <me> 


CALL FOR HELP 
/party Help! There's a monster attacking Re. 


MP REPORT 
/party My MP=<mpp>. Please consider this 
monsters. 


RUN 
/automove 


TWO HOUR! - 
/party We're in trouble, using Benediction 
/ja “Benediction” <me> 


) Black Mages are powerful sorcerers that 
tse their magical abilities to attack ene- 
mies through direct damage spells and 
enteebling magic. Although physically 
© Weak, their potential for destruction 
per spell is far greater than any melee 
fighter's single attack. By themselves, 
Black Mages are capable of waging a con- 
servative battle against monsters, but they 
truly shine in a group setting where they can be 


protected and free to unleash their magical strength. 


BLACK MAGE STARTING ATTRIBUTES 
ATTRIBUTE HUME ELVAAN TARUTARU 
Hit Points 

Magic Points 

Strength 


MITHRA GALKA 


Intelligence 


BLACK MAGE ATTRIBUTE 


PROGRESSION 
ATTRIBUTE COMPARISON 
TO OTHER JOBS 

Hit Points 

Magic Points 

Dexterity el 
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Intelligence 


BLACK MAGIC SPELL LIST 


"BLACK MAGES: MORE THAN 
| JUST BLOWING STUFF UP 


Deep inside, everyone wants to call rocks from under the earth and harness the power of storms. 
All the potential of the elements and the Dark Magic that whispers in the night can be yours. You 
con summon lightning to strike foes or batter their bodies with flame ond wind. But the Black 
Mage’s role isn’t just crass, brutal actions. Let the fighters have their pokes and jabs with their puny 
swords and knives. With all the gifts at our disposal, we can weaken on enemy down to a pathet- 
ic shell with poisons ond even steal their HP and toke it for our own with draining abilities. We may 
not be the strongest in body, but our intelligence has enabled us to master the very forces of nature 
and darkness itself—and that mokes us deadly! 


JOB ABILITIES 
ABILITY LEVEL INTERVAL 


DURATION INFORMATION 
5 00:00:30 | Allows spellcasting without using MP 


Pt | 200.00] 
Elemental Seal Nes 00:10:00 Enhances the accuracy of your 


JOB TRAITS 


TRAIT LEVEL INFORMATION 

Magic Attack Bonus Improves power of magic spells 
Raises MP recovered while resting 
Occasionally cuts down MP cost of spell 
Improves power of magic spells 


Improves power of magic spells 


LEVEL SPELLNAME MP — ELEMENT TYPE 


1 | Sine _| 
3 | Poison 
4 | Blind | 
5 | Water | 
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DESCRIPTION 

Deals earth damage to an enemy. 
Poisons on enemy and gradually reduces its HP. 
Blinds on enemy, lowers its accuracy. 

Deals water damage to an enemy. 
Binds an enemy in place, immobilizing it. 
Deals wind damage to an enemy. 
Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 
Covers you with magical fire spikes. Enemies that hit you take fire damage. 

Steals on enemy's HP. Ineffective against undead. 

Deals fire damage to an enemy. 
Deals earth damage to enemies within area of effect. 

Deals lightning damage that lowers an enemy's Mind and gradually reduces its HP. 
Deals ice damage to an enemy. 
Transports you fo your home point. 
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SPELLNAME MP ELEMENT TYPE CASTING TIME RECAST TIME 


[25 | tar | tement | 250 | i000 
19 a 
m | thoke [25 | Wind | temental_| 250 | 1000 
ay | espikes_| 16 | ke | tnocng | 300 | 10.00 
20 ee 
21 | thunder_| 37_| tighning | fementol_| 300 | 1300 


LEVEL 


ma | ot |S | ke | emenil_ | 1000 
23 Wind a 
a ee ee [iano 
24 | Poisongo | 44 | Water | i000 
25 | bsp] 10_| Darks 
25 | Troon | 26 | Darkness _| | 1000 
2% | Sone | 43_| forh_| Lo 
2 —eecac—e ee 
28 oe a 
29 | tscpe | 125 | Darkness | tnhoning | 15.00 | 60.00__| 
20 aie | Tigi [ity [ae ice) 
a0 Pet [5 fee [ee [a 8 
31_| Slepga_| 38 _| Darkness | nfecbing | 300 | 30.00 
32 | Bizago | 82 | ke | femenol | 375 | 1650 
4 | deo [59 | Wind | femenih 375 | v7.00 
a5 SO = 
3% | Thundogo_| 95 | ighning | temenil [400 [1775 
3 | fie | 6 | fie | temenol_| 425 | 1850 
40 | Stonegot_] 109 | fork | flemenish [425 | 19.00 


[Wp || ais | cg | 300 [000 
| Seepit_| 29 | orkness | afecbing | 300 | 3000 
42 | pied) [7 | te | flemenil_ [450 | 1975 
43 | Posontt_| 38] Woter_| Eneebing | 1.00 | 500 
M4 | Wiiegott_] 128 | Woter_| emeniol | 450 | 2025 
46 | Thunderit_| 96 | tighving | flementl | 475 | 21.0 
48 | derogatt_[138_| Wind | temenial | 500] 275 
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DESCRIPTION 

Deals earth damage that lowers an enemy's Dexterity and gradually reduces its HP. 
Deals water damage to enemies within area of effect. 

Deals wind damage that lowers an enemy's Vitality and gradually reduces its HP. 
Covers you with magical ice spikes. Enemies that hit you take ice damage. 
Puts an enemy fo sleep. 
Deals lightning damage to an enemy. 
Deals ice damage that lowers an enemy's Agility and gradually reduces its HP. 
Deals wind damage to enemies within area of effect. 

Deals fire damage that lowers an enemy's Intelligence and gradually reduces its HP 
Poisons enemies within area of effect and gradually reduces their HP. 

Steals an enemy's MP. Ineffective against undead. 

Drags a KO'd target toward you, 
Deals earth damage to an enemy. 
Deals water damage that lowers an enemy's Strength and gradually reduces its HP. 
Deals fire damage to enemies within area of effect. 

Transports party members within area of effect out of a dungeon. 
Covers you with magical lightning spikes. Enemies that hit you take lightning damage. 


Deals water damage to an enemy. 
Puts to sleep all enemies within area of effect. 

Deals ice damage to enemies within area of effect. 

Deals wind damage to an enemy. 

Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 


Deals lightning damage to enemies within area of effect. 
Deals fire damage to an enemy. 
Deals earth damage to enemies within area of effect. 


Transports target party member to his home point. 

Puts an enemy to sleep. 

Deals ice damage to an enemy. 

Poisons an enemy and gradually reduces its HP. 

Deals water damage to enemies within area of effect. 

Deals lightning damage to on enemy. 

Deals wind damage to enemies within area of effect. 

Deals ice damage to an enemy and lowers its resistance against fire, 


PLAYING AS A BLACK MAGE 


Black Mages can do extraordinary amounts of damage. As a soloist, you must be brave 


and resourceful, carefully choosing the most powerful spells. A group setting pre wides 


a Black Mage, it can be 


far more freedom and safety. However, if a monster focuses on 


lights out! 


From the start, keep in mind that a 
Black Mage is a fragile, beautiful 
snowflake. There are things out there 
with deadly claws, sharp teeth, and 
nasty attitudes, and the Black Mage is 
vulnerable to a powerful attack. There 
is no shame in running from enemies 


or calling for help. 


Upon first entering an area, locate the 
entrance and exit, as you may need to 
leave very quickly. Whenever possible, 
let someone else go first and keep 
him or her in sight; there is always 
strength in numbers. As you go 
through the area, note which mon- 


sters you encounter; many have weak 


nesses to specific elements and know- 


ing those weaknesses is important. 


It's also a good idea to realize which monsters are aggressive, because you don't want 
to be surprised by a sudden monster attack. Finally, note some of the formations and 
landmarks of the area; use them to protect yourself from attacks. 

Being a Black Mage requires concentration, timing, and attention to detail. After 
mastering these as spects, B slack Mages can be a very fun, versatile, and interesting job 


to play, plus they're a welcome addition to any high-level party. 
I I g k 


Black Mages are the powerhous- 
@ es of the mogical world. They 
specialize in using their magic to 
cripple opponents with direct elemen- 
tol and dark spells that inflict status 
effects. Because Black Mages hove 
low Hit Points and defense, they must 
be corefully protected ond nurtured. 


BLACK MAGE RACE CHOICES 


Good Balance Between 
MP/HP 
Survivability 


When it comes to which race is inher- 
ently best suited for being a Black 
Mage, the answer—hands down—is 
Tarutary. They epitomize everything 
about the job: an absurdly high 
Intelligence to give their spells high 
damage, o lovely spread of Magic 
Points, and the low Hit Points designed 
to make life as a mage extremely 
interesting. Because a Black Mage’s 
role is to destroy the enemy with 
spells, it’s imperative that you hove 
the most powerful spells and the 
Magic Points to cast them, 


Mithra and Hume Black Mages ore for 

those willing to sacrifice magical ability 

for survivability. Although they don’t 

gain magic os quickly ond their spells 

aren't as powerful, both Mithra ond 

Humes have more Hit Points than their Torutary counterparts. This means that they can survive 
more damage and live to cast another spell. Mithra also have the evasion and agility needed 
fo avoid monster attacks; this makes them slightly better Black Mages than Humes. 


Elvoan Black Mages also gain more Hit Points, but they lose more in the way of Magic Points. 
This, combined with the fact that their spells are the least powerful of all the races, makes 
them very difficult to play as. 


If the Elvaan lose out in the path to being a Black Mage, the difference is even more profound 
in the Galka, Black Mages need a lot of Magic Points, and Galka are simply not designed to 
be mages. 


HOW TO SOLO 


Soloing is a dangerous hobby for a 
Black Mage, but it’s not an impossible 
proposition. It just takes more prepara~ 
tion. Unlike fighters, a Black Mage 
can't walk up and hit a monster. It’s 
important to plan out what targets to 
attack, what spells to use, and where to 


cast them from. Still, at higher levels, it 


is probably better to jom a party. 


LOOKING FOR A TARGET 


lhe first thing you should consider when selecting a target is whether or not it deals 
damage through physical or magical means. Even though the physical-based attacks 
may hit harder, monsters who use magic often haye high magical resistances. It may 
be nice to haye a good back-and-forth spell session on occasion, but it's far better to 
kill a monster as quickly as possible and physical monsters are more likely to be weak 


to magic. 


It’s key to also note the types of status 
ailments a monster may throw out. 
Black Mages have a good resistance to 
most spells, but you don't want to fight 
monsters that may throw Silence. Also, 
be wary of monsters thar attack with 
Poison and Rasp. Black Mages can be 


eaten alive by Poison at lower levels due 


to their sparse Hit Points. 


| 
| 
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WHAT SPELLS TO CAST 


After selecting a likely target, note any elemental weakness that it may have. If you 
can tailor spells to things it is weak to, then you will cause more damage at a faster 
pace using fewer Magtc Points. Soloing ts all about efficient, conservative experience 


gain and knowing a monster's weakness greatly helps. 


When casting spells, cast the slowest, most powerful spell in your tepertoire first or 
Bind. Both of these techniques are designed to keep the monster at bay, so that its 
attacks have no chance of interrupting the spellcasting. There is very little to fall back 
on in the melee department, so use the 
big spells early. After doing so, target 
the monster with a weapon and try to 
cast between the monster's attacks. 
Doing so should minimize its chances 
of interrupting your character's cast- 
ing, Each spell has an internal timer, 
and you can’t cast the same spell imme- 


diately after finishing it, 


Whether you're soloing or in a 
party, there is the possibility that 
you may get jumped or surprised by an 
aggressive monster. When this occurs, 
immediately cast Bind on it. This spell 
con create the time needed to put 
some distance between your character 
ond your aggressor. It is always easier 
to handle a fight you know is coming 
than one in which you get ambushed. 


USING TERRAIN TO YOUR ADVANTAGE 


To travel around the various regions, you must navigate around obstacles such as 
hills, crevices, and other land formations. The same holds true for monsters. While 
traveling, keep an eye open for areas that you can use to ambush monsters. Likely 
areas for ambush points include any type of rock formation in which a monster must 
climb or maneuver around to reach your character. The longer you can keep a mon- 


ster at bay, the more spells you can cast on it. 


The techniques that your character acquires while soloing are important because they 
give you a good idea as to what your character ts capable of as a Black Mage. It is 
also important to know your options if you are directly attacked in melee by a mon- 


ster. Finally, knowing the land around you will improve your chances of safe travel. 


BEING IN A PARTY 


As a Black Mage, you will find that it 
isn't too difficult to find a party. Most 
people are fully cognizant of what a 
Black Mage can do to monsters. In 
return, the group must protect the 
Black Mage and shield him or her from 


monster aggression. 


POSITIONING WITHIN THE GROUP 


While your group is on the move, keep your character in the middle of the party 
(preferably behind a Warrior with Provoke). This prevents you from stumbling into 
an aggressive encounter, Always make sure to tell the group if you need to rest. While 
resting, make sure you have a good view of everything around you. That way, you 


have a good chance of noticing if an aggressive monster appears. 


A Black Mage's place in the party during a fight is in the back. During a fight, try to 
position your character so that you have a good view of the battle and adequate space 
between you and the target. Many monsters have area-of-effect abilities (like goblin 
bombs) or can cast spells that hit multiple members of the party at once. If at all 
possible, avoid taking damage from these kinds of attacks while still remaining in 


range to cast spells. 
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Unlike fighters, Black Mages are free to move around the area. This means that you can 
keep an eye out for any aggressive monsters that join a fight or those that are close 


enough to link. Any party will appreciate the extra information, and the more con- 
trolled a battle is, the more likely that everyone in the party will walk away from it. 


DEALING THE DAMAGE 


Using a monster's weaknesses against it makes for more efficient casting, as you 
inflict more damage and use fewer Magic Points. This goes a long way in having a 
successful party. People want to blow through monsters as quickly as possible, and 
they can't do that if the fights are long. 


Each time a spell is cast on a monster, it remembers who hit it. Because a Black Mage 
does more damage per spell than a fighter does per hit, you can build up a sizable 
amount of aggro toward your character. Once the monster realizes the potential 
threat, it focuses on the magic threat more than the melee fighter. 


Black Mages, in general, don't make good pullers for the party and it's very danger- 
ous for them to start the fights. In fact, a Black Mage should be one of the last peo- 
ple to engage the target. During a fight, you want the monster to concentrate on the 
melee fighters first. Let them get in one or two good hits to build up aggro toward 
them, then feel free to start casting. If you start casting too soon, the monster will 
head toward the Black Mage instead of the fighters, which is not the ideal situation. 


You can use a Black Mage's ability to draw aggro as an aggressive strategy against 
monsters, If a particular party member is in dire straits, start chain-casting powerful 
spells and purposely get the monster to attack you. Although dangerous for your 
character, it’s occasionally the only way to save someone's life. If there are other Black 
Mages in the party, lure the monster to your character while the other person casts 
on it, thus bouncing the monster between two Black Mage’s during the fight. Using 
this technique, you can construct parties consisting solely of casters. 


YOUR TWO-HOUR ABILITY 


The Black Mage Two-Hour Ability is called Manafont, and it enables the Black 
Mage to cast spells without using Magic Points for a duration of 30 seconds. Use 
this ability carefully and only under specific situations, because you will receive major 
aggro once you start chain-casting. 


When soloing, use Manafont when trouble arises and you need to bring down the 
monster quickly, When in a party, use Manafont when the entire group is in trouble 
and another character (like a Monk or Paladin) has hit his or her two-hour ability. 
Let them go first to get the monster's aggression, then start Manafont and cast away. 


Buy items in this manner: spells, weapon, then armor. You may think that because 
Black Mages are so physically weak that armor would be the top priority. It's nice to 
haye armor and you should strive to not fall coo far behind. But good armor pales in 
comparison to the ability to actually kill an enemy before it does the same to your 
character. The upshot is that you will most probably have limited funds, and spells 
are your lifeblood, 


After purchasing spells, take a look at available weapons. Black Mages have a choice 
between clubs, wands, rods, staves, and poles. Get a weapon that adds to your char- 
acter’s attributes in some way (avoid clubs and poles). There are some nice wands and 
rods that add to INT (a definite preference) or provide additional elemental bonus- 
es. Staves often provide a modest increase to Hit Points and Magic Points, and they 
also can add status effects or elemental damages. Go with a weapon that raises INT 


first; after that, use your own discretion. 


Armor is last on the roster because, 
when everything goes well, you hope- 
fully won't get hit, When funds are 
available, purchase the best possible 
armor according to what gives your 
character the best boost. Seriously con- 
sider purchasing tunics or cloaks; these 
types of armor don't allow you to 
equip headgear but they add nice 


boosts to certain attributes. 


BLACK MAGE AS A MAIN JOB : — 


If you really want to cause lots of damage, then Black Mage is a wonderful main job, 
Although light on Hit Points, a Black Mage's powerful spells make up for that defi- 
ciency. The ability to cast such powerful direct-damage spells combined with dam-_ 
age-based passive abilities and magic regeneration enable Black Mages to be potent 
sorcerers. Because Black Mages are so powerful in the magical department, they gain 
the most benefit from support jobs that also have magical potential. 


BLACK MAGE/WHITE MAGE 


Having a White Mage support job gives a Black Mage many benefits. You get an extra 
boost to Magic Points, additional defense against magic, some more Magic Point . 
regeneration, and the ability to heal, A very solid combination that ts well-sought after 
by many parties, the Black Mage/White Mage is a dedicated magical force. 


BLACK MAGE/SUMMONER 


Black Mage/Summoner also works to hone magical abilities. In this case, you still 
get a boost to Magic Points and some Magic Point regeneration, but the real bonus 
is the ability to call a magical being to be your protector and cause additional dam- 
age to a monster. These summons gain levels to become more powerful, and they are 
also capable of healing your character. However, summoning costs lots of Magic 
Points, so keep that in mind. 


BLACK MAGE AS ASUPPORTJOB 7 
As a support job, a Black Mage heightens magical abilities and gives a good range of 
direct-damage spells. However, because this is a job with such a focused purpose, it is 
not as versatile as others and care should be taken when choosing it as a support job, 


WHITE MAGE/BLACK MAGE 


Taking a Black Mage support job gives White Mages the ability to cast elemental 
direct-damage spells. White Mage spells have a bit of an overlap with those of Black 
Mages in terms of enfeebling magic, but the real gain is in terms of the additional 
magical defense, resistance, and regeneration. All in all, this is a highly recommend- 
ed combination. 


SUMMONER /BLACK MAGE 


As a Summoner/Black Mage, you get all the benefits in terms of magical potential 
and the ability to attack a monster directly with magic. The basic idea is to summon, 
for example, Carbuncle, set it to attack a monster, then sit back and cast spells until 
the monster is history. The additional Magic Points are most appreciated, as sum- 
mons can cost lots of MP. 


RED MAGE/BLACK MAGE AND DARK KNIGHT /BLACK MAGE 


Both Red Mages and Dark Knights have some overlap in abilities with Black Mages, 
as they can both cast magic and be limited tanks. Having a Black Mage support job 
focuses and strengthens the magical side, giving them additional spell damage and 
Magic Points at the cost of Hit Points. However, because Red Mages and Dark 
Knights are not dedicated bruisers, this is not that much of a detriment for them. 


Here are some standard Black Mage Macro choices. 


/ma “Name of Spell" <t> 


/party Help! There's a monster attac 


MP=<mpp>. We should think 


/party My 
/automove 


If you are in a party, only use if some 
theirs. 

/ja "Manafont" <me> y 
/party Using Manafont. <t> may come for 


: | 


Red Mages have a little bit of everything. 
Unlike the other magic jobs, they can 
wear heavier armor, use more melee 
weapons, and take more damage, all 
without sacrificing the ability to cast 
spells. Although they shouldn't be used 

) as dedicated frontline fighters, Red 

© Mages make wonderful support charac- 

ters. They can attack with melee weapons 

while weakening monsters with their enfeebling 
magic and direct-damage spells. In a pinch, their 
ability to use healing magic can be a true lifesaver; they can also 
increase resistances to certain monster attacks. Because they are 
so versatile, Red Mages are one of the most exciting and inter- 
esting jobs to play, and at the higher levels, they get spells that 


no other mage job can use. 


RED MAGE STARTING ATTRIBUTES 
ATTRIBUTE HUME 


ELVAAN TARUTARU — MITHRA 
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[A LIFESTYLE FOR THE ACTIVE MAGE 


In this world, magic is a strong and powerful force, and we can shope it fo suit our needs, which 
ore as varied as the situations in which we find ourselves. Why should we limit ourselves by study- 
ing only healing or destructive magic when both can be so useful? By the same token, just because 
we ore mages doesn’t mean that we con’t pick up blade, especially when that weapon can be 
magically enhanced! As Red Mages, we offer all the potential of mogic and a full range of spells, 
together with the freedom to decide how to use them—both inside and outside of combat. If you 
want to push the limits of being a mage—# you truly want to experience what life has to offer— 
then be a Red Mage, a true individualist! 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION INFORMATION — 


Chainspell a 2:00:00 00:00:30 | Allows rapid spellcasting (shortens 


P | 40 | 00:10:00 | Instant | Swaps current HP with current MP 


JOB TRAITS 


TRAIT LEVEL 


Resist Petty = | 10 | 
s 


INFORMATION 
Gives you a slight resistance against petrification 


gid 4N0X Bury M 


Fast Cast | 15 | Quickens spelleasting 
Magic Attack Bonu: Ai | Improves power of magic spells 

Magic Defense Bonus En Improves defense against magic spells 
Resist Petrify | 30 | Gives you a slight resistance against petrification 
Clear Mind Shs Raises amount of MP recovered while resting 
Magic Attack Bonus | 40. | Improves power of magic spells 


Because Red Mages can do 
@ mony things. They con be 
played as just about any race 
and still remain a very capable and 


RED MAGE RACE CHOICES 


Balanced MP/HP 
w/Evasion 


strong character. However, certain 
aspects of Red Mages gain clear bene- 
fits according to the race that you 
choose, 


If you're looking for well-rounded 
characters that can accomplish a vari- 


Best Magic User 

Best Melee Fighter 

w/ little MP 

Balanced MP/HP 
| Strongest Fighter But 

Extremely Low MP 


ety of different tasks, then a Mithra or 
Hume is a good choice. Both of these 
races have a very good balance 
between their Hit Points and Magic 
Points. Mithra edge out Humes o bit 
because they also have a slight bonus 
fo evasion. 


If you want a Red Mage that is more 
concentrated in the area of magic over 
battle ability, then the Tarutoru are a 
wonderful choice. They have a signifi 
cant bonus to Magic Points along with 
magical power to give their spells a 
strong boost. In addition, they can 
attack quickly and accurately. You do, 
however, have to treat your Tarutaruy 
Red Mage a bit more gently, as they 
lock Hit Points and the ability to take 
damage. 


If you're looking for a Red Mage that can tank fairly well without completely gutting your 
mogical ability, then an Elvaan Red Mage is o valid choice. As an Elvaan Red Mage, you have 
better survivability and you can still cast spells fairly well. At higher levels, though, you may 
find that you spend more time acting as a mage than os a fighter. In this case, your charac- 
ter’s Magic Points may not hold out as long. 
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Galko Red Mages have the ability to take and do damage, but they gain very little in the way 
of magical ability. Ultimately, this starts to hurt their careers as Red Mages. There are really bet- 
ter ways to accomplish the same goals without sacrificing the clear benefits of being o Golka. 


CHOOSING A PATH 

ta Mages hove te pelo be magic wes and hes, so iis import 
decide a path. As 0 magic user, your character needs Intelligence and Mind so that the 
moge’s spells are os strong os possible. As fighter, you must focus more on Strength and 
Dexterity to keep dealing damage at a high hit rate. The race that you choose should reflect 
eesip stg agg Remember, though, that this is a mage; don’t neglect any mag- 
ical obitiies. 
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RED MAGIC SPELL LIST 
LEVEL SPELLNAME MP ELEMENT — TYPE CASTING TIME RECAST TIME DESCRIPTION 


a ee 
3 we 8 tight | Heating [2.00 | 5.00 Restores ger’ H 
4 | Stone | 9 | tath_|tlemenial_| 1.50 | _6.50_|_ Dens earth damage oon ene. 
5 | Poon |S | Woter_| tnfebing [1.00 | 5.00 __|_ Poisons an enemy and gradual reduces its HP 
5 | Borstone | 6 | Wind | Enhoncng | 050 | 10.00 | Increases your resistance against earth. 
b | Parcyae | 6 | ke | trfebing | 3.00] 10.00 | arayes age 
7 | Proiet | 9 | tig | Eahancng | 1.00 | 5.00 Emacs rg defense 
7 | Barseep [7 | tight {Enhancing [2.50 | 10.00 ___|_Enhances your resistance aginst sleep 
S= 8 | Blind | 5 | Dorkness | Enfeebling | 200 | 1000 | Blinds an enemy, lowers its accuracy. 
ee 
3S g | Water [13 | Water | element [1.75 | 775 | Deals water damage to an enemy. 
10 | oft | Oakes [Dork | sso Deals dark damage that weakens an enemy's attacks and gradually reduces its HP 
10 | Barpoison | 9 | ight | Enhancing | 250 | 1000 | Enhances your resistance against poison. 
Nf tind ft |e | tnecblng [200 | 40.00__| Binds an enemy in place, immobizng it. 
12 | Borporalyze | 11 | fire | Enhancing | 250 | 1000 | Enhances your resistance against paralysis. 
12 | Auove!_ | 12_| Woter_| Enhancing | 5.00 |__ 10.00 __ | Reduces chance of having spl nterrptd. 
13 | Boroero | 6 | ke | Enhancing | 050 | 1000 | Increases your resistance against wind. : 
13 | sow [15 |r| nfecing [200 | 20.00 | Reduces an enemy’ otc speed. 
4 | toro {18 | Wind] ements! 2009.00 __| Deo wind damage to an enemy 
a A 
15 | Deodorize | 10 | Wind | Enhancing | 200 | 8.00 Lessens chance of being detected by smell. 
15 [ings | 12_| ig | tfeching | 150 | 00 Lowers defense of enemies within area of effect and gradually deals light elemental damage. 
16 | Enthunder | 12 | Li ager] te | Adds lightning damage to your attacks. 
7 [a tig tS Enhances urges magi defense 
WV | Barfire | 6 | Water | Enhancing | 050 | 1000 | Increases your resistance against fire. 
Vf tase 12 | tar | Eahncng | 3.00] 1000_|_ dl ar damage your ats 
1B | Barblind | 13 | tight | Enhancing | 250 | 1000 | Enhances your resistance against blindness. 
18 | Sience [16 | Wind | tnfeeing | 300 | 10.00 | Sens target. 
9 | fie | | fie | femoris | 2.25 | 10.25 | Deak ire damage oon enemy, 
) eae | Fire | we | 10.00 | Covers you with magical fire spikes. Enemies that hit you take fire damage. 
20 Enaero | Wind | Enhancing | 300 | 1000 | Adds wind damage to your attacks. 
a | Sneak | 12_| Wind | fahoncng | 300__|__10.00__| tssns chance of bing dete by sound 
is | Borblizzord | 6 | fire | Enhancing | 050 | 1000 | ~ Increases your resistance against ice. 
2 | Regen [15 | tight | Enhancing] 4.00 | 1200 | Gradual restores tg’ 
21 | Gravity | 24 | Wind | Enfecbling | 150 | 6000 | Weighs on enemy down and lowers its movement speed. 
2 Adds ie damage to your attacks. 
23 | Barsilene | 15 | ke | Enhancing | 250 | 1000 | Enhances your resistance against silence. 
23 | Blink =| 20 | Wind | Enhancing | 6.00 | 1000 | Creates shadow images that each absorb a single attack directed at you. 
4 | Eafe | 12 | Fire | Enhancing | 300 | 1000 | Adds fire damage to your attacks. 
4 | plod | 30 |e | omeniol [250 | 11.50_ | Ded icedamage oom enemy. 
25 | Borthunder | 6 | forth | Enhancing | 050 | 1000 ‘| Increases your resistance against lightning. 
25 | invistle | 15_|__ Wind | fahoncng | __300__| 10.00 __|_tesens chance of being dete by sigh. 
25 | Seep [19 | Darkness | trfesing | 2.50 | 30.00 __| Pats an enemy olen 
2% | Gore] 46_ | tight_| Heating 250 | 6.00 Restores rg 
| Protect] 28 | tight | Enhonng 1.25 | 5.25 | Enhances ages defense. 
M_ | towoter_ | 12 | ke | honing | 3.00 | 10.00 | Ads water damage to your attacks 
29 | Thunder | 37 | Lightning | Elemental | 300 | 1300 ‘| Deals lightning damage to an enemy. 
a | diott_ | 59 | tight_| nfecng | _1.50__ {| __6.00__| Lowers n enemy’ defense and gradual das ight elemenl damage 
32 | Dispel | 25 | Darkness | Enfeebling | 300 | 1000 | Removes one beneficial magic effect from an enemy. 
e 33 | Phalanx 21 | tight | fahoncng | 3.00 [| __10.00__| Gives you certain amount of damage resstnce, 
= | Stoeskin_ | 29 | forth | Enhancing | 7.00 __ | __30.00__| Redes damage you ok. 
& 35 | Stone 43] toh | ements | 3.25 | 1450 | Deals earth damage to a enemy 
= 36 | Biol! | 66 | Dorkness | Dork | 1.50 | 500 | Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 
= a7 sett Ya] tight | tnhancing [1.25 | 5:25 tahacs target’ magi defense 
66 


Lowers an enemy's defense and ‘gradually deals light dlomectel damage. 


LEVEL = SPELLNAME =MP — ELEMENT TYPE CASTING TIME RECAST TIME DESCRIPTION 


[tose | 50 | tg | ten | 1500 | 60.00 __| Revives eon. 
9 | teins [25 [War | tang [250 [1000 | thas your ress ous de 
40 ez irae os | Enhancing | 0 | | 1000 | Covers you with magical ice spikes. Enemies that hit you toke ice damage. 
40 Elemental Deals water damage to an enemy. 

4] Gradually restores target's MP. 
43 2! Enhances your resistance against petrification. 

45 Lowers defense of enemies within area of effect and gradually deals light elemental damage. 
45 Deals wind damage to an enemy. 

46 Puts an enemy to sleep. 
46 Poisons an enemy and gradually reduces its HP. 
47 Enhances target's defense. 
48 Restores targets HP 
48 Increases target's attack speed. 


50 Deals fire damage to an enemy. 


PLAYING AS A RED MAGE 


A Red Mage needs to know a little bit 
of everything: how to be an intelligent 


caster, how to be an effective tank, and 


aren't entirely altruistic, Each time you 
heal someone, you can goin in healing 
the number of Hit Points you recover 
per spell. Red Mages aren't dedicated 
healers by any means, so their healing 
magic can foll behind. However, they are usually healers in a state of emergency, and at that 
point it helps to have good curative ability. 


how to juggle both easily and efficiently. 
Basically, this requires a good sense ot 
timing and lot of practice, The good 
news is that a Red Mage can fulfill so 


many roles that there is a wide range of 


skills to draw upon, especially at the 


lower levels, 


At early levels, Red Mages function in a battle support role, using direct-damage 
spells to harm an enemy, enfeebling spells to weaken it, or casting Cure spells to heal 


| YUMMY TARGETS 


a wounded comrade. While not frontline fighters, a Red Mage's ability to deal out 


modest amounts of damage using physical attacks is definitely useful. It's nice to have | Because a Red M age Is SO flexible in terms. of fighting ability, he or she can handle 
a caster who can take a few hits and still survive to cast strong spells while returning just about any critter at early levels. It's Important to re emember to concentrate dur- 
the blows with a few of their own. ing the fight, though. If a monster attacks with primarily physical abilities, then 


unleash the magic spells. If a monster wants to play with magic, then make sure your 


At higher levels, Red Mages truly become magic users in their own right. They gain character has high TP before the fight and make those Weapon Skills hurt 


spells germane to their own job, which include ones that add elemental damage to their 


weapons, and ones that help their targets regenerate Hit Points/Magic Points or MONSTERS BEST AVOIDED 
enhance the speed of attacks (Haste), Because Red Mages gain spells that focus on 


Monster attacks have some nasty status effects, so prepare for what you may face. 
theit weapons, they can still take part in melee combat but the focus in magic toward ; / : 


. . . Silence, Paralyze, and Blind can be a real pain, but the worst status effect by far ts 
enhancing and enfeebling magic makes them far better casters than fighters, , 


Poison. As a Red Mage, a player suffers from the curse of many magic users: low Hit 


Points. lf you are going to battle anything pelsonous, Invest in antidotes beforehand. 


HOW TO SOLO 


You will probably spend about the first 10 levels of your career soloing. This is the 
F F ) 2 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


perfect opportunity to experience all that the Red Mage has to offer. Soloing is always dangerous if you stay in areas with lots of aggressive monsters, 


Hunt in sections where almost all of the enemies are passive, this gives you the abil- 


ity to determine when and what you will fight. 
First, work on pulling targets by using , ; 


spells. Start by casting enfeebling 


magic or an elemental spell on a target. BEING IN A PARTY 


Once the monster has been drawn into 


| In the early levels, Red Mages fill any gaps that exist within a party. If a party needs 
attack range, keep them targeted and | if Red M 4 hed foal Lid 
. ' % another fighter, a Red Mage can contribute to the damage-dealing pool. Is the party 
hit them with melee attacks in between = pitas alte = acer 2) F 
a little low on healing? If a White Mage taps out of Magic Points, leave the melee 
spell castings. Try to time your castings . é e 


; behind and start the Cure spells, This flexibility ensures chat a party can always use 
between the monsters attacks so that 


a Red Mage, so it’s relatively easy to find a group. 


you don't get interrupted. 


Once you reach skill level 10 in your weapon, make a macro and use your character's 
Weapon Skill frequently. As soon as your character's TP reaches 100%, you can slam 
into the monster with a powerful attack, This saves Magic Points for use in addi- 


tional attacks or for healing. 


When wounded, use Cure spells to heal your character. Obviously, it is preferable if 
you can wait until the end of the fight, but sometimes that isn't an option. Also, don't | 


forget that you have Chainspell to fall back on m emergencies. 
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ENMITY AND MELEE FIGHTING 


Red Mages aren't usually considered to be optimum frontline fighters. Even though 


they can wear heavier armor than the other mai * their armor isnt as he: 


ry as the 


plate and chain that the heavy tanks can wear. Red Mages are also light in the Hit 
Point department, and they cannot take dedicated monster attacks compared to a 


Warrior or Paladin. 


However, Red Mages do make good support fighters and concerted attacks against 
monsters can add up. Because Red Mages are found in the thick of melee combat, 
you must concentrate on some of their Skillchains. Note when a call Is being set up 


within the party so that you can contribute to the damage being dealt. 


Because of the light nature of Red Mages, you should only draw aggro from mon- 
sters under specific circumstances. The most obvious time occurs when a monster 
heads to the back of the party, where the more fragile casting jobs are often located. 
Although Red Mages lack specific monster taunts (Provoke), there are some things 


that they can do to get their share of attention. 


Monsters can be drawn by both physical and magical attacks. On the whole, magi- 


cal attacks are more powerful and draw greater aggression, Therefore, casting Strong 
elemental spells against a monster tsa good way of getting aggro. If all else fails, use 


the Red Mage's two-hour ability, Chainspell for heavy elemental damage spells. 


USING THE BIND SPELL 


One of the easiest ways to freeze a monster in its tracks is to use the Bind spell. You 

con protect your character and other mages against hostile attacks by casting it on a 

monster when it fries to attack. This is also very effective when on aggressive monster sur- 
prises the party, or if o linking monster joins the fray. 


SPELL AND ROLE PROGRESSION 


As a Red Mage progress in levels, the spells that you concentrate on begin to change. 
Red Mages get the some of the best enfeebling spells in the game, and they can real- 
ly make a difference. Even the early spells like Paralyze can make a monster lose two 
or three attacks. Bind is effective at keeping monsters from going after the weakest 
members of a party. Casting Silence on any magic-using monster can completely 


cripple a monster's ability to effectively harm the party. 
PF I 


In terms of enhancing spells, you get two types: general and self enhancement. You 
can cast general enhancements on anyone, self-enhancements can only be cast on 


your character. Many of the general varie are designed to add bonuses to defense 


or resistances to status effects or elemental damage. Sadly, all of the spells that add 


elemental damage to a we. 


on are self-targeting. They also include the ability to hurt 


an enemy with elemental damage if they attac your character (Spike spells le 

As noted earlier, many monsters have weaknesses to specific elements. In the same 
way, monsters are often strong against certain elements and sometimes use them in 
spells against the party. Finally, monsters can detect characters through different 
senses, and there are Red Mage spells designed to hide the sight, smell, and sound 
that a party makes. If you dont want to fight certain aggressive monsters, then deter- 


mine which spells give your group the best chance to move about undetected. 


RED MAGES AS BACKUP HEALERS 


Red Mages should serve as dedicated healers only when there isn’t a White Mage in 

the party. Otherwise, the White Mage will take over all the healing duties. However, 

under battle conditions, White Mages will sometimes run out of Magic Points. At this point, a 
Red Nage’s role is to step out of melee combat and start cusing any wounded comrades, 


USING YOUR TWO-HOUR ABILITY 


The Red Mage two-hour ability, Chainspell, eliminates the casting time between 
spells. Like most other two-hour abilities, it is designed to be used when things aren't 
going well. This ability enables your character to focus large amounts of elemental 
damage on a target to kill it as quickly as possible. Additionally, if your party ts in 


trouble, pull out the Cure spells to save the day, 


EQUIPPING ITEMS 


Spending gil isa tough decision because Red Mages fulfill so many roles; expenses 
can add up rather quickly and gil is finite. The one thing that you should remember 
is that as a mage, your character's spells are crucial. Buy the spells first and everything 


else next. 


Armor is more important to Red Mages than any other mage job, Because a Red 
Mage spends time engaged in direct physical battle, keep your character's armor 
upgraded as much as possible. You should wear the strongest armor that you can 
afford. In addition, find armor with bonuses to elemental damage or, even better, 
Intelligence and Mind. At the higher levels, you spend less time engaged in melee 
combat, but Red Mages don't get the heaviest armor, so they can't be as defensive as 
a Warrior. Because it kind of balances out, Red Mages can't afford to neglect their 


armor or move into the robes and tunics favored by other casters. 


There is a great variety in the weapons that Red Mages can use, but the upshot 1s 
that you must decide between spellcasting and melee damage. As a mage, you can 
choose between clubs which include wands } and staves, You can use a general club, 
but most of them don't have any bonuses to attributes or elemental damage. It's best 
to focus on wands. | he majority of them have bonuses to Intelligence and Mind, 
and some of them add elemental damage. As far as staves are concerned, they are 


two-handed weapons that prevent you from using a shield—a definite disadyantage. 


If you're spending most of your time as a melee fighter, then look at swords and dag- 
gers. Because Red Mages can’t use the heaviest swords in the game, you can use a 
shield that adds bonuses to defense. On the whole, daggers inflict less damage per 
hit, but allow the user to attack faster. While swords, on the other hand, cause more 


damage per hit but are slower. 


RED MAGE AS A MAIN JOB 


Being a Red Mage gets you the most benefits of the job. Only high-level Red Mages 
get the Red Mage-only spells, like Haste and Refresh, Because they aren't specialized 
into a given role like the other mages, Red Mages have a wide range of spells. In addi- 
tion, their Job Abilities are nice for all casters, Unlike the other mage jobs, it is pos- 
sible for them to be effective fighters, although they need an added boost to Hit 


Points and melee damage. 


RED MAGE /BLACK MAGE 


This combination ts for those who love casting destructive magic. The Black Mage 
support job provides additional Magic Points and damage, and you get a few more 


elemental spells, like Drain and Rasp. 


RED MAGE/WHITE MAGE 


This combination is for those who like being healers. This job also adds to a Red 
Mage's use of enhancing and enfeebling magics, as you can remove most status effects 
from the party (particularly poison), A Red Mage/ White Mage also gets addition- 
al Magic Points, more resistance against magical attacks, and some bonuses to MP 


and HP regeneration while resting. 


RED MAGE /SUMMONER 


Red Mage/Summoners get all the fun of casting a wide range of spells along with 
the ability to summon a magical being to protect and work with them. The summons 
can gain in leyel, cast various spells, and attack monsters for or with your character. 
In addition, the Summoner support job contributes a boost to maximum Magic 
Points and some Magic Point regeneration. It's important to note, however, that 


summoning is a very Magic Point-intenstve process, 80 ration It carefully, 


RED MAGE/WARRIOR 


By nature, Red Mages have low Hit Points so a Warrior support job helps, but it can’t 
turn a Red Mage into a heavy tank, Instead, a Red Mage/ Warrior becomes a caster 
with more survivability at the cost of magical ability. When soloing, this may be a 
good choice, but avoid this combination in parties, The benefits do not justify what 


you have the potential of gaining in another support job. 


RED MAGE AS A SUPPORT JOB 


The problem with Red Mage as a support job is the very thing that makes it won- 
derful as a main job; Red Mages are flexible and not focused into one specific role. 
Because of this, Red Mage as a support job doesn't contribute as much to many jobs 


as a more specialized job would. 


SUMMONER/RED MAGE 


Instead of focusing on destructive or curative magic, Summoners use their mystical 
abilities to summon magical beings, Because of this, they can gain from the wide 
range of spells that Red Mages have available to them. A Summoner/Red Mage gets 
a boost to magical abilities and additional Magic Points. They can also send their 
summoned creture out to fight for them as they sit back and use elemental and heal- 


ing spells, 


BARD /RED MAGE 


Bards are a support job that gives various boosts and resistances to the party, and 
don't require Magic Points. While adding a Red Mage support job won't provide a 
lot of magical benefit to a Bard, they do gain a range of low-level direct-damage and 


healing spells together with some different enhancing and enfeebling spells. 


ere 1S a Standard lineup 0} E ed iviage macros, Note tha ire are macros gearec 
H tandard lineup of Red Mag Note that cd geared 


toward melee and magical abilities. 


ASSIST 
/assist “Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


Begin Skillchain 


/party Starting Chain in 3 Seconds! 
/wait 3 

/party <call> 

/party Using Weapon Skill! 

/ws “Name of Weapon Skill" <t> 


USING WEAPON SKILL 
/party Using Weapon Skill! 
/ws "Name of Weapon Skill" <t> 


RUN 
/automove 


GENERIC SPELL 
/ma "Name of Spell" <t> 


CAST ON SELF 
/ma “Name of Spell" <me> 


MP REPORT 
/party My MP = <mpp>. Consider this before pulling. 
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Thieves are melee fighters that use speed 
and flexibility to penetrate an enemy's 
defense, then nimbly dart away before 
the retaliatory enemy attack, I he com- 
bined damage from their quick st tikes 
ultimately brings down their target, 
while their strong evasion and dodging 
skills Serves to keep them out of reach 
from physical attacks. In addition, Thieves 
have the abiliry to steal from their opponents, 
allowing them to gain gil and items from the mon- 


sters they attack, 


THIEF STARTING ATTRIBUTES 


GALKA 


Magic Points 
Strength 


Intelligence 


Charisma 


PROGRESSION 


ATTRIBUTE COMPARISON 
_TO OTHER JOBS 


THIEF ATTRIBUTE | 


Hit Pons 
Magic Points 
Strength 
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THE FIRST RULE IS NOT TO BE SEEN 
The first thing you should know is that there are old thieves and there are bold thieves, but there 
are no old, bold thieves. Know your own limits and abilities, You must appreciate subtlety and skill, 


and if you want something, don’t just walk up and try to toke it. You need to know when fo stalk, 
when to pounce, and when to whisper back into the shadows, 


Learn about feints and misdirection and, if ot all possible, let someone else toke the damage 
instead. Wait until the target is concentrating on what is in front of them; that’s the perfect time to 
slip around ond get what you want. 


JOB ABILITIES 
ABILITY 


Perfect Dodge 


INFORMATION 


“| allows you to dodge oll melee . 
attacks 


| 5 | 0:05:00 | Instant | Steals items from an enemy 


Deal extra damage when attacking 
an enemy from behind 


Increases movement speed 


| 25 | 00:05:00 | 00:00:30 
Upgraded Sneak Attack (extra 


00:01:00 
damage to enemy from behind) 


00:05:00 Instant | Steals gil from an enemy 
00:05:00 Evade enemies by hiding 


Sneak Attack 


Trick Attack 


JOB TRAITS 
LL 
Gilfinder 


LEVEL 


INFORMATION 


Multiplies amount of gi enemies drop e, 


Evasion Bonus Improves evasion against physical attacks 
Treasure Hunter Increases chance of getting treasure 
Resist Gravity 


Evasion Bonus 
Resist Gravity 
Treasure Hunter II 
Evasion Bonus 


Improves evasion against physical attacks 


Slight resistance against weight 


Increases chance of getting treasure 


2 
18 
As) 
| 20 | Slight resistance against weight 
| 30 
| 40 
4s | 
| 50 | 


Improves evasion against physical attacks 


Thieves should be dexterous and THIEF RACE CHOICES 
@ ogile so that they can hit lightly SESS RRLAPLE oe 
and offen, then evade enemy Quickest and Fastest 
attacks. Because they engage ene- Most Versatile 
mies in direct physical battles, they Highest Survivability 
also must have decent Hit Points. pense 
Least Suspected 


Mithro ore noturally flexible, intensely 
inquisitive, ond instinctively land on 
their feet. These felines are adept at 
sliding out of on opponent's grasp, 
suddenly swiping ot them with claws, 
daggers, ond even swords. They also 
tend to approach problems in a less 
ditect manner, which is paramount for 
a Thief. In fact, Mithra exemplify 
everything needed to be a proper 
Thief, and many Mithra ore naturally 
drawn to this job. 


Humes are not os inherently dexterous os Mithro. However, the lifestyle does hold some 
appeal to many Humes, and they are capable of becoming successful thieves. 


As odd os it may seem, Galko can 
move fairly quickly and quietly for their 
size and build. They con also put up 
with more abuse thon their smaller 
counterparts. However, even though 
Galka hit their enemies hard, they lack 
attack speed ond accuracy and their 
dodging ability is only average. 


The Elvaan lack the temperament to make good Thieves. Elvaan tend to be very serious and 
focused on higher spiritual ideals; this makes it very unusual for them to covet more materi- 
alistic things. They also tend to confront things head-on, which means they aren‘t geared 
toward dodging and evading problems. 


The Torutaru may be 0 people with a lot of curiosity, but they would rather manipulate eso- 
teric forces than sneak around and stab monsters with pointy weapons. And while they are 
foirly dexterous ond agile, they lack the robust physique needed for physical engagements. 
Also, their magical acuity is wasted on a profession that values melee ability, 


PLAYING AS A THIEF 


Thieves are one of the easier jobs to learn how to play, because the techniques are 
very basic, Instead of being a party's protector or attempting to balance magic with 
defense, all a Thief has to worry about is positioning in a battle to do the most dam- 


age or steal the most stuff. This ease of use is a great asset for players who are look- 


ing for a simpler style of play. 


This doesn't mean that there is no skill involved in thievery, In essence, the beauty of 
being a Thief rests in enjoying the lovely dance of combat. While you may not blow 


through monsters with a single swipe of your sword, your fast, quick attacks will 


cause substantial cumulative damage by using skills such as “Sneak Attack” and 


“Trick Attack”. 


HOW TO SOLO 


Outside the walls of the city, try to get 
a feel for what you ean handle. Start by 
attacking monsters that you know are 
easy prey, then work up from there 
until you find a good match for your 
character's damage and evasion range. 
The key to a successful soloing career 
is to avoid attacking anything too 
strong or tough; instead, it's more 


important to blow through light targets. 
I gn he e 


HOW LONG TO SOLO 


You will probably fight alone during the first 10-13 levels of your career. 


YUMMY TARGETS 


As a melee character, a Thief is best suited for slaying ranged and magical enemies 
during a solo period. These enemies have few Hit Points and a moderate defense, so 
it’s easter to stay close, Monsters like worms, goblin and ore casters are common prey 


for Thieves. 


MONSTERS BEST AVOIDED 


Monsters that attack with Poison aren't good targets. Thieves have low Hit Points for 
direct melee fighters, and poison can really cut into them. If you decide to fight pot- 


sonous monsters, tnyest in a supply of antidotes. 


Monsters thar attack with spells chat lower evasion and damage are also very dan- 


gerous, Since a Thief relies on evasion to dodge monster attacks, monsters have a far 
greater chance of winning the fight. Thieves simply cannot withstand a strong, con- 


certed offensive attack. Thar just isn't their style of fighting. 


By the same token, each strike a Thief makes against a monster must be as effectiye 
as possible, The damage a Thief causes per strike isn't very high and a few points less 


a difference. 


per attack can really m 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Thieves should start battles on their own terms. If you are outnumbered by your 
foes or are ambushed, then it’s very easy for a fight to go pe Orly. Try to hunt in areas 
where there are large numbers of passive monsters of the right level, and study the 
monster tables to determine which ones have the capacity to link. Be alert for any- 
thing that may try to jump your character; as a Thief, you need to be the aggressor, 


not the victim. 


YOUR TWO-HOUR ABILITY 


A Thief’s two-hour ability is called Perfect Dodge. The best time to use this ability 
is when you and your oppenent are pretty beaten up, but the monster has the edge 
and has the best chance of winning the fight. At this point, simply use Perfect Dodge 
and know that a monster's attack will muss while your character's strikes will contin- 


ue to wear it down. 


Perfect Dodge only lasts for 30 seconds, so make everything count. You don't want 
to use up something that takes yp hours to recharge if you know that you wont sur- 


vive an encounter, 


WEAPON SKILLS 


Onee you reach level 10 in any weapon, create a macro and start using your charac- 
ters Weapon Skills frequently, Each time your character's TP gets above 100%, use 
the skill to really inflict some damage. 
This causes that weapon skill to rise 
even faster, because you are using these 
attacks more often. This method is 


more effective, in general for buildir : 
up your weapon skill, as opposed to 
building up extra IP for a single attack 


that is only a bit more effective. 


BEING IN A PARTY 


Things are much safer and more relaxing in a party setting. With others to help them, 
a Thief can take on tougher and stronger targets. In return, they provide several use- 


ful services for the group. 


Thieves make wonderful pullers for a party, especially if they use a ranged weapon. 
With their fast, light attacks, they can get a monster's attention without building up 
strong aggro. This makes it easy for another fighter to draw the monster away from 
the Thief once it is within the group's range. After level 25, they can use their Active 
Ability Flee to leave the monster behind them in the dust until the entire party can 


swarm the hapless beast. 


In the midst of battle; though, the major role of a Thief is to be solid support fight 
£ } I g 


er. While their little strikes can add up over time, the real pleasure for a Thief comes 


from the advantage of positioning. With the monster haying multiple targets, a Thief 


can creep behind it and lay into it with Sneak and Trick Attacks. These abilities have 
the capacity to do more damage than a Thief’s regular attacks, and are very satisfy- 


ing to unleash. 
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@ Bottles between a porty and o 

monster ore wonderful for 
Thieves. The best time to steal occurs 
when the monster focuses on other 
party members. Many monsters have 
items on them. Throw in an attempt 
while the monster is otherwise occu- 
pied and pocket your reward. You 
| don’t have to share, and the monster 
| won't need it after the fight. 


AVOIDING AGGRO 


Because Thieves are a bit light in the Hit Point department, they aren't designed to 
face a dedicated barrage of monster attacks. It’s much better to have a stronger melee 
fighter to face concerted monster aggression. Because of this, don’t start a battle with 
your character's strongest attacks. Use a regular melee attack and wait until the mon- 


ster is fully engaged by another party member. When this occurs, you can really start 


to lay the hurt on a monster. 


HOW TO GET AGGRO AND WHY YOU WOULD WANT IT 


There ore specific times when getting aggro is desirable. If you're serving as the pri- 
mary tonk, then you will have to secure aggro from the rest of the party. Or, you may 
notice the monster start to attack a White Mage. In those instances, you need to have the 
ability to cause enough damage to the monster to get it to notice you. Try to focus Sneak and 
Trick Attacks on the monster; if you have ot least 100% TP. then use a weapon skill to hit it 
for more damage. 


IS IT DIFFICULT TO FIND A PARTY AS A THIEF? 


Some Thieves do find IC hard to find a group because they arent usually large and 
brutish and they don't usually wield heav a weapons. However, Thieves can unleash 
substantial damage against enemies and, at higher levels, they are some of the most 


powerful fighters tn the game. 
The following are some techniques designed to help you find parties: 


Know your limits and abilities. You want to be respected for knowing whar you can 


do and how to handle yourself. 


Understand the Tegion around you, Know ledge isa powerful tool, If you know where 


and what to hunt In an area, then you are a clear value to the party. 


<n We : 


Dont be afraid to approach people about grouping, Haying a "Seek Party” tag up is 
nice, but if there is a personal connection and a clear desire behind it, then people 
will be more willing to give you a chance. When you are interacting with a potential 
group, be respectful and generous with them; there is no sense in antagonizing poten- 


tial allies, 


Try to make friends with as many people as possible. Social contacts are the best way 
to find parties, and it's more enjoyable to group with friends anyway. When you meet 


people, try to be outgoing and nice; in a group, be easygoing and pleasant. 


Dont be afraid to start your own group. If there are other people around you who 


are by themselves, ask them if they would like to join. 


EQUIPPING ITEMS 


Armor is the casy part. Get the best armor possible. Thieves can't wear the heaviest 


armor in the game, but you will want the best defense available. If the stores dont 


have what you want, try asking the crafters, 


In terms of weapons, there is a wide range available for Thieves. The variety shows 
how flexible Thieves can be. Some of the most interesting choices have greater appeal 


for I hieves looking to specialize ina weapon that their support job will use, 


A Dagger is certainly a solid choice. They have a low delay time compared with larg- 
er weapons, and there are many available with added elemental damage. Although 
daggers are not particularly powerful, the number of attacks that Thieves get makes 
them fairly deadly. At high levels, daggers have very powerful Weapon Abilities too, 
There is also a Weapon Ability designed to bind an enemy that only Thieves can 


acquire, 


Hand-to-hand weapons (such as claws and knuckles) are also good choices, espe 
cially for Thief/Monks. These weapons have a very low delay time between attacks, 
so it’s possible to make two attacks at once, Thus, you can use the high speed and 
accuracy of a Thief to your advantage by multiple attacks with few misses. The mort 
times you hit a monster, the faster your character's TP rises and hand-to-hand 


weapons have very nasty Weapon Abilities. 


For those looking to concentrate more on strong physical damage, swords are the way’ 
to go. Although swords don't play up to a Thief’s strengths, there are still a number 
of them with added elemental damages. Choose a sword if you're interested in a 


Warrior or Ninja support job. 


Ranged weapons are a must if you plan to spend any length of ume soloing, or if 
you really like to play the role of puller for a party. Thieves lack the ability to directly 
draw a target to them, so having a long-range weapon to draw out a monster is 


essential. 


All in all, don’t be afraid to play with all of the weapons available to you and decide 
the ones that you have the most fun Ww ith. FINAL FANTA SY XJ Is designed so that 
you can have a wide range of skills available to you, and you aren't limited to pick- 


Ing just one, Choose the weapon that you enjoy and makes sense for the roles you 


THIEF AS A MAIN JOB 


As a main job, Thief has a lot to offer. You get all the benefits of full evasion and 
dodging abilities and you can use a wide range of weapons, At the higher levels, no 
other job has more attacks or damage potential. Support jobs that play up to these 


strengths have the Capacity to add even more enjoyment—and damage. 


THIEF /WARRIOR 


For those who like the melee action, consider taking a Warrior support job. As part 
e PI ) F 


Warrior, Thieves can gain added survivability and also get additional attacks. 


THIEF /MONK 


As a Thief/Monk, a character gains additional Hit Points and vitality. In addition, 
a Monk/Thief’s hand-to-hand skills have a great deal of overlap, because they both 
concentrate on dealing small amounts of damage in quick increments. However, at 
the higher levels, Thief/Monks can be difficult to play as because you don't gain 


much in the armor department, 


THIEF /NINJA 


Ninjas rely on their agility and evasion abilities, just like Thieves, so it’s a natural 
combination. Plus, Ninjas have an ability at level 10 that allows a character to 


dual-wield, Using two daggers can make a Thief very nasty ir 


deed, especially if your 


character's daggers have elemental damages, 


THIEF /RANGER 


If you want to specialize in being a puller and you enjoy using ranged weapons, then 
a Thief/Ranger is a possibility, Rangers are the only job that get Bow and Gun 
Weapon Skills, so to get the most out of ranged weapons this is a must. The high 


agility needed to bea good Thief and a Ranger also compliments the two jobs. 


THIEF AS A SUPPORT JOB 


As a support job, most jobs use a Thief as a means to gain some quick cash, Because 
Thieves have low Hit Points and wear lighter armor, it isn't as beneficial to strong 
melee fighters. The lack of magical ability doesn't make it desirable for magic users, 
either. However, Thief skills can give a boost to jobs that rely on their evasion and 


agility skills, 


NINJA/THIEP 


Because Thieves have strong agility, these jobs naturally work well together and 


Ninjas benefit from having Sneak Attack and Trick Attack, You must play a very 


mobile Ninja to make this duo work at its finest, but at mid and higher levels the 
Ninja/ Thief can be very successful. Because of this combination's speed, ability to 


Flee, and Utsusemi, Ninja/Thief characters often serve as pullers in dangerous areas. 


RANGER / THIEF 


Rangers can pull off some damage at range, and having some boost to their evasion 
abilities is beneficial. In parties, they can maneuver themselves around the target and 
take advantage of an enemy through Sneak Attack. However, the real joy comes in 
pulling. As a Ranger/Thief, your character can easily fire at a target and hit Flee to 


lead the monster to the group. 


acros 


Here is a lineup of standard Thief Macro choices. 


PULLING 

/point <t> 

/party I'm going to grab <t> for a fight 
/wait 1 

/attack <t> 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist “Name of Primary Tank" 


THEFT 
/ja “Steal” <t> or /ja "Mug" <t> 


TP REPORT 
/party My TP=<tp> 


SKILLCHAIN 
/party Using Weapon Skill 
/ws “Name of Weapon Skill" <t> 


RUN 
/automove 


TWO HOUR! 
/ja “Perfect Dodge" <me> 
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Nothing promotes the image of a 
defender like the noble Paladin, This is 
a job for those who want to take defen- 
sive Warriors to the next level. With 
the same heavy armor, this job adds 
White Magic and many abilities that 
are geared towards keeping this character 
alive under heavy assault. Often taken 
with Warrior as a support job, Paladins 
; become the ultimate tanks with the ability 
to grab aggro and save parties from suffering 


considerable pain. 


PALADIN STARTING ATTRIBUTES 
ATTRIBUTE HUME _ELVAAN 


Hit Point 
Magic Points 


TARUTARU _ MITHRA GALKA 


PALADIN ATTRIBUTE 


PROGRESSION 
ATTRIBUTE 


COMPARISON 
TO OTHER JOBS 
HitPoins | 
Magic Points 
Strength 
Dexterity 
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Charisma 


WHITE MAGIC IS GOOD, HEAVY ARMOR IS BETTER | 

| Vano’diel is a place of constunt struggle. Those who toke arms against the darkness ore not always 
equipped to bring life into the world in its stead. It is the order of Paladins who shoulder that bur- 
den. We are the ones who defend the innocent, heal the weak, and take umbrage at any deed that 
is impure. 


If you want to be a Paladin, you must accept 
that our lives ore given to onother. Should 
the time come, we must be ready to sactifice 
ourselves so that others will live in freedom 
and joy. When a monster attacks, our duty is 
to bear the brunt of its fury. Just as Warriors, 
others will expect this of us ond we can give 
no less. 


And, should onyone need healing, we must be there. We respect the order of White Mages, for they 
heal others without regard for their own safety. But it is we who must orrive to heal the healer ond 
save them from the dangers they face. So shall it be until the end of our days. 


JOB ABILITIES 
ABILITY LEVEL aa 
Ivniy 


INFORMATION 


All physical damage willbe ignored 
Raise party defense vs. undead 


Use shield to Break enemy 
concentration 
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Shield Bash 


Raises Defense 


Take damage for ally you 
are covering 


Cover 


JOB TRAITS 
Li ZA 


INFORMATION 
Higher damage to wide enemies 
Raises your Physical Defense 
Raises Sleep Resistance 

Raises your Physical Defense 


Raises Sleep Resistance 


Raises your Physical Defense 


Mony of the Paladin race choic- 
es work well for players because 
the job creates its own defense 
and style so nicely, As always, play: Elvaan 
ers should consider the type of charac- 
ter that they enjoy playing even more 
than the underlying stats involved in 
that choice. 


PALADIN RACE CHOICES | 


=a 


Very Tough, Poor Magic 
Strong, Potent Healing, 
Low Mana 

Balanced and Quick for 
a Paladin 

Balanced 

Fragile, Large 

Mana Supply 


For the fully-defensive players, the Torutaru 


Galka again comes to the front as an 
enjoyable selection. With monstrous 
Vitality, Hit Points to match, and o 
Warrior's background, this is one of the 
most durable characters in the game. 
Without foil, this person is meant to 
Provoke, tank, and Provoke some 
more, Toke a sword and shield for 
maximum protection and watch ene- 
mies beat helplessly against the 
Paladin’s armor. 


Elvoon are quite skilled Polodins os 
well, With a naturally high Mind rat- 
ing, these folk can use their magic very 
effectively while it lasts. With high 
Strength ond Vitolity added into the 
mix, this makes the Elvaan a very solid 
option, easily on par with the Galka, 


Mithra aren't quite as easy to play as Paladins compared to the mighty Galka and Elvaan. 
However, increased Dexterity and Agility means that the Paladin might dodge an attack and 
Jond a few of her own on occasion. In some ways, the Mithra con be tuned into somewhat 
more offensive Paladins, Use o great sword and eventually grab some racial armor pieces and 
see what happens. 


Humes are always the middle-ofthe-road choice. Without the ability to excel in any of the 
major functions of o Paladin, they do have foir stats across the board. Anyone who wants to 
roleplay a Bastok Paladin could really have fun with this option. It won't be as easy as 0 Galka 
or Elvaon Paladin, but the challenge is there. 


Torvtaru Poladins are more interesting than they look. With enough Magic Points to deal for 
more healing, they can surprise some players. Take o shield and aim for maximum defense, 
Torutary will have about 30% fewer Hit Points than the heavy Paladins, but they end up with 
over double the mano. Because it’s possible to reach a similar defense with all of the races 
given the right equipment, the Torutary has more to say than usual in the melee realm. 
Besides, o Tarutoru Paladin has a coolness factor that pays for itself. 


PALADIN SPELL LIST 
LEVEL SPELLNAME MP ELEMENT TYPE 
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PALADIN ADVANCED JOB QUEST 
LOCATION: Southern San d’Oria 

CLIENT: Balasiel 

REQUIREMENTS: Must be at least level 30 


ITEM(S) NEEDED: Revival Tree Root, Stalactite Dew, Book of Tasks, Book of the East, Book of the 
West, Knight's Soul 


REWARD: Spatha, Squire Certificate, Kite Shield, ability to become a Paladin 


To become a Paladin, you must complete three quests for Balasiel. You must start by 
getting the quests from Balasiel around level 10, but you can only change your char 
acter’s job to Paladin after the third quest has been completed. Note that Balasiel 


wont give you that one unless you are at least level 30! 


I Jpon meeting B: als asiel, he asks it you want some tr aining, By answering yes, he sends 
you to retrieve a specific item for him—a revival tree root. This root can be obtained 
from lots of undead enemies (for example, from Spook in King Ranperre’s Tomb; 
found floating around the Tombstone). After giving the roor to Balasiel, he gives you 


a Spatha. 


The second task is ta go to the waterfalls in Ordelle’s Caves and bring back some- 
thing to prove that you were there. Two people help you determine what you need to 
accomplish this: Chanpau suggests that you bring back a stalactite dew, and Morjean 
(at the Cathedral) tells you how to obtain one. First, go to area F-6 of La Theine 
Plateau and enter the Ordelle’s Caves through the crack. Travel through the caves 
until you reach the waterfalls area G 7 ) On the east side isa small pool of muddy 
water; check this area over carefully (you will see an unidentified spot when youre 
successful), In the middle of G-7 is a cave formation. When you check this area 
(look for the unidentified mark iP you will obtain the stalactite dew. Return to 
Balasiel with the item to obtain a Squire Certificate, a sign that you are on your way 


to becoming a Paladin! 


The final task involves solying several riddles from ancient books of knightly learn- 


ing. Balastel first reads from the Book of Tasks; the meaning behind the passage 1s 


CASTING TIME RECAST TIME 


s 


s 


DESCRIPTION 
Restores target's HP. 
Deals light elemental damage to an enemy. 
Enhances target's defense. 

Restores target's HP. 

Enhances torget’s magic defense. 

Restores target's HP. 
Enhances target's defense. 
Deals light elemental damage to an enemy. 
Enhances target’s magic defense. 
Enhances target's defense. 


for you to ask the guards on the second floor of the guardpost in Victory Square for 
more information. When you speak with the first guard, Cahaurme, you receive the 
Book of the East and the second guard, Baurise, gives you the Book of the West. 
These additional sources tell you that you must retrieve something from Dayoi and 
give it to Balasiel. In area E-10 of Dayoi, there ts a Disused Well. If you check the 
well, you find a Knight's Soul inside it. When you return to Balasiel with the item, 


he gives you a kite shield and you are knighted. You can now become a Paladin. 


PLAYING AS A PALADIN 


Paladins are mostly played as defensive Warriors. The primary goal is to create a char- 
acter with great armor and equipment, then outlast any enemies in a fight. You won't 
cause lots of damage, but neither will the monsters that you go against. Certainly, 


this lends Paladins toward party fighting instead of solo work, which 1s very slow. 


One of the biggest changes from the traditional defensive fighter 1s the use of White 
Magic. Paladins get a nice dose of healing spells, which is nice whether you're going 
solo or ina group. When solo, you can heal between enemy hits if the battle is very 
close, or heal afterward to avoid risking interruption or losing attack ime. When 
grouping, use these spells to save healers or other soft targets that take damage. This 
not only helps the wounc ed character, but if further improves your chance of retriev- 


ing aggro. With a Warrior support job, for Provoke, it is very easy for Paladins to 


take and hold monster attention throughout these skirmishes 


/ WHY PEOPLE LOVE PALADINS | 
They are useful os backup healers. 


Paladins distract monsters and can cover softer allies. 


Healers have to pump fewer Magic Points into players with high defense, and Paladins ore the mas- 
ters of defense. 


Like Warriors, Paladins are the first to engage and one of the last to leave the field of battle. 


eA 


& 
=] 
= 
= 
S. 
= 
= 
SS 
< 
< 
S 
= 
bea, | 
> 
= 
> 


75 


HOW LONG TO SOLO 


Not very long! Paladins still suffer from slow battles compared to Monks, Dragoons, 
Ninjas, and many other melee jobs with more offensive potential. Besides that, 
Paladins thrive in a group environment; players want to have them nearby. Try solo- 


ing around level 10-and find a good party as soon as possible, 


YUMMY TARGETS 


All targets are fairly easy prey for a Paladin. Always try to find monsters with low 
defense or Hit Points, but be confident that your character can survive with the prop- 
er application of healing and downtime. Downtime ts the only problem when it 
comes to using Paladins on their own; the fights are long and a difficult encounter 


will have you down for some time afterward. 


MONSTERS TO AVOID 


Beyond the fear of high-level monsters, 
there are few targets that are especially 
dangerous. You can heal, resist damage, 
and interrupt casters. Enemies with 
magic are a tad more dangerous, since a 
Paladin’s abilities are geared to resist 
physical damage the most. But, a 
Paladin’s Hit Points and combat style 
should reduce the risk of most 


encounters. 


YOUR TWO-HOUR ABILITY 


Inyincibility has several purposes. Obviously, it protects your character from physi- 
cal harm like few others. In a pinch, you can use Invincibility to negate lors of dam- 


age while gong after Opponents with magic, 


However, a more interesting note is the secondary effect of Invincibility. This power 
causes monsters to despise you, even ff you aren't causing a lot of damage on your 
own. When a group is in trouble and your party risks losing one of its members, this 
pulls the attention off other Warriors or party members and places it back on your 
character. Plus, healers and nukers will need that freedom to start spamming their 


spells while restoring the balance of the fight. 


WEAPON SKILLS j 


Paladins have many weapons from which to choose, although they excel with various 
blades, Even though it may be tempting to grab great swords, it's wise to considera 
sword and shield combo instead. Paladins who want to go all the way toward defense 
will appreciate the shield for its added protection. Plus, the steady damage of a ont 
handed sword is a tad better for Elvaan and Galka. Aggro-wise, it’s a lot easier to 
keep a monster's attention when you can hit once for light damage than having to 


wait a long time for a heavy blow. 


The skills vary with weapon choice, 
but Paladins will most often use their 
powers to assist in skillchains that 
other members initiate. Save TP for 
those instances to ensure effective 


chains. 


BEING IN A PARTY 


It isn't hard to find a party as a Paladin, People love to have a Paladin at the head of 


a group. In higher-level groups, it is common to see Paladins in almost every party. 
Because this job leans toward leadership, you may want to create parties of your own 
before long. This takes charisma, intelligence, and a strong feel for the game 
Paladin/ Warriors can be pullers, they are a needed job, and it’s easy to make friends 


when you heal and tank to save others. 


HOW CAN I INFLICT VICIOUS DAMAGE? 


Although a great sword and some Warrior support job abilities will help, Paladins 
wont cause enough damage to satisfy the bloodthirsty types. If you're looking for a 
deadly melee character, go for a Dark 
Knight instead. If you want to cause 
melee damage and heal a little, try a 
combo like Monk/White Mage ot 
even Dark Knight/White Mage. 
However, it's difficult to find a job that 
does high damage, tanks wonderfully, 
and heals, At some point, you have to 


decide what Is most important, 


| CAN FIGHT UNDEAD! 


Except when specific quests or missions require engagements against the undead, par- 


ties for the most part steer clear of undead monsters, Gaining levels from these pow- 
erful, resistant monsters is difficult for most characters, With enough white magic In 
the party, some of these beasts can be taken down safely but it still costs a lot of 


mana. 


The main thing about a Paladin’s abil- 
ities versus undead is that they negate 
the level discrepancy thar otherwise 
exists between undead and normal 


monsters, 


It's easy to say what gets purchased first and what to upgrade: Go for the armor! 
With Paladins, you will group early and often, so damage is a secondary matter. 
Players may expect your character to take hits, so having the best armor for any given 
level ts paramount, Go for the large armor pieces (chest and legs), shields, small 
pieces, and the more expensive peripheral items. With a very high defense, even solo- 


ing wont be too difficult. 


Great swords are an option for dexterous Paladins, These weapons will cause decent 
damage if your character's accuracy Is high enough to make wt work, Otherwise, use 


a sword and shield combination to stay safe, 


PALADIN AS A MAIN JOB 


Paladin can be a wondertul choice as either a main job or a support job. Either way, 


this job provides defensive bonuses and a weapon selection that complements 
Warriors perfectly. The downside is that it is almost directly tied into the Warrior 
job, making it the simplest and most widely used choice, You can be a 
Warrior/Paladin or a Paladin/ Warrior! There are other options, however, and they 
are intended to give players a few good ideas about other ways to play this interest- 
ing job, 


PALADIN/WARRIOR 


This is likely the most common Paladin combination. Many people go directly for 
this duo by leveling their Warrior up to level 30 and switching to Paladin for a clean 
path to level SO and beyond. Defender, Provoke, and Double Attacks are all available 
with Warrior as a support job, and each of them have their place in a Paladin's bag 
of tricks. Because Warriors are effective with one- and two-handed swords alike, 


nothing is wasted during the leveling process. 


PALADIN/ WHITE MAGE 
The Paladin/ White Mage is a very skilled undead killer. With plenty of white magic 


to heal and hurt the unliving, there are many ways to eliminate these abominations. 
True, nobody likes to level off of undead, but that is why this combination is so 
strange and interesting, You can take some of the most frightening opponents on 


directly and come out alive. 


PALADIN /DARK KNIGHT 


It sounds like a great idea at first. All the defense of a Paladin, all the power of a 
Dark Knight. The end result, however, is a Warrior without Double Attack. Truly, the 
blend of these jobs creates a middle-of-the-road character statistically, Without the 
versatility of a Warrior's abilities, this option is difficult to use. The main reason it's 
mentioned here is because the duo sounds so good that players should know what 


they are getting into before taking the ume to complete both quests. 


PALADIN AS A SUPPORT JOB 


Most of the extra jobs don’t work well in a supporting role, but there are a few that 
shine here. Many Paladin abilities translate well into a secondary role. Someone who 
is very happy with their current melee character but wants a more defensive base 
should gives these a try. 


WARRIOR /PALADIN 


Instead of leveling a Paladin all the way into a main job, this combination can be 
used. This results in more Hit Points, a lower defense, and more aggresiveness. With 
only a trivial level of healing, this character has only enough white magic to briefly 


assist party members during critical moments. 


BEASTMATER/PALADIN 


It takes a long time to prepare this character, Beastmasters are the only fully-func- 
tional solo job in the game. With Paladin as a support job, Beastmasters have more 
resources to draw upon. The small amount of white magic will still decrease down- 


time and counter a turn of bad luck while capturing powerful monsters. The added 


defense is never a bad thing either. 


LURE (IF WARRIOR) 

/point <t> 

/party I'm going to grab <t> for a fight! 
/ja “Provoke” <t> 

/wait 1 

/attack <t> 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist “Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


RUN 
/automove 


Two HOUR! 3 
/party Using Invincibility to get AGGRO 
/ja “Invincibility" <t> : 


\ Fat 


MANA REPORT : #: 
/party <mpp> of mana remaining, consider before attacking 

=e 
BASH CASTER wt 
/party Oh no he doesn't! 


/ja "Shield Bash" <t> 
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Dark Knights are the fighters who sacri- 
fice a sense of self in the pursuit of 
joming black magic and _ physical 
prowess. Although poorly equipped 

for taking the hits, these vicious char- 
acters tear through enemies with 
impressive speed. As long as a Warrior 
or Paladin is around to distract incoming 
monsters, a Dark Knight will eviscerate the 
hapless monsters. Anyone who prefers to give 
than receive will be happy with the damage output of 


Dark Knights. 


DARK KNIGHT STARTING ATTRIBUTES 

ATTRIBUTE HUME ELVAAN TARUTARU MITHRA 
‘Hit Points ; 

Magic Points a 

Strength 

Dexterity 


GALKA 


Intelligence 


Charisma 


DARK KNIGHT ATTRIBUTE 
PROGRESSION 
ATTRIBUTE 


COMPARISON 
_ TO OTHER JOBS 
Hit Points 
Magic Points 


Re THE CRYSTALS SHINE FOR THEE 


Offense is the key to survival; any good fighter must realize this. We ofthe Dork Kighsfske th 
role of the protector and use blades and sorcery to conquer our foes. With the best of both worlds, we 
con rip ond maim with words and deed alike, Nothing can stop us once our hearts are set on some- 

thing. Do you want to wield this power? If you aren't afraid fo abandon the protection of a Wortior’s 

training, or if the song of battle truly sings in your ears, our order is ready for a new initiate! 


JOB ABILITIES 
ABILITY 


_LEVEL INTERVAL DURATION 


eget Gz “700-00 0:00:30 | 
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Weapon Bash 


INFORMATION 


Drains your target’ HP during 
melee attacks 


Raises party defense vs. arcana 


Enhances attacks but weakens 
defense 


Delivers a stunning attack 
(Two-Handed Weapon 
Required) 


Consumes HP to enhance attacks 


[30 | 0600] 001-00 


JOB TRAITS 
ie TRAIT 


LEVEL _ INFORMATION 


Dexterity 0 1 2 3 4 5. | Attack’ Bonus ERE Improves power of physical attacks. 
Ss = S S a & Resist Paralyze | 20 | Gives you a slight resistance against paralysis, 
are a Arcona Killer | 25 | Increases damage against arcana. 

Intelligence "i Attack Bonus | 30 | Improves power of physical attacks. 

Resist Paralyze | 40 | Gives you a slight resistance against paralysis, 
Charisma | Attack Bonus 50 | Improves power of physical attacks. 
DARK KNIGHT SPELL — 
LEVEL SPELL NAME ELEMENT TYPE CASTING TIME RECAST TIME TIME _ DESCRIPTION 


Pin fe Pes Pies PT 


10 > = 
| oir [13] Water | ements! [175 [775 
5 [io [22 | Darkness | Dork | so | 500 
| ero | 18 | Wind | tomenicl_| 200 | 9.00 
20 | tsp 10 Darkness | Dork | __ 300 | 60.00 
m0 | tind |e | tnebing | 200 | 40.00 
m3 | fie | 4 | ie | Bement | 225 | 105 
6 | Poisonga | 44 | Water | Enfeebling | 200 | — 10.00 —_| Poisons enemies within area of effect and gradually reduces their HP 
2 | Bld [30] tee | femenol_ 250] 11.50 Deas ice damage oan enemy : 


Deals earth Fe fo on enemy. 
Poisons an enemy ond gradually reduces its HP 

Steals an enemy's HP Ineffective against tundead. 
Deals water damage to an enemy. 
Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 


Deals wind damage to an enemy. 


Steals an enemy’s MP Ineffective against undead. 
Binds an enemy in place, immobilizing it. 


Deals fire damage to an enemy. 


LEVEL 


48 


on 
| Absa MND 


SPELL NAME 


Dark Knights dabble in many dif- 

ferent areas, so it's important for 

them to hove high stots. 

Choosing almost any race will be 

fing, since almost anyone can excel at 

being a Dork Knight in one way or 
another. 


Mithra hove a very effective blend of 
attributes for being a Dark Knight. High 
Dexterity promotes a better hit rate, 
which is especially important with a 
scythe or great sword. Mithro Dark 
Knights have more Magic Points than 
Elvaan or Galko, and they con dodge 
more effectively. It’s difficult to picture 
o Mithra Dork Knight, but they can eas- 
ily hold their own as they get stronger. 


Elvaan have an easier time as Warriors 
during the rise toward this job. With 
the ability to inflict more damage in 
melee than the Mithra, these Dark 
Knights have extra Hit Points though, 
this is offset by a slightly lower hit rate 
and for lower evasion. 


A Dork Knight’s magic takes a hit as 
Galko due to their low Intelligence, but 
that doesn’t entirely negate their 
charm, Those who ore reluctant to 
become too closely related to mages 
may choose a Galka. This combination 
protects a Dark Knight from moderate 
threats, 


MP ELEMENT 


Enfeebling 


TYPE 


DARK KNIGHT RACE CHOICES 


eas aoe 


Mithra 


Torutary 


Hits Often, Fair M Magic, 
and Quick 

Best Melee Damage 
but Slow 

High Damage, Better 
Lifespan, Useless Magic 
Moderate Magic and 
Agility 

Low Vitality but Strong 
Magic and Excitement 


For the Hume Dark Knights, the loss of Agility isn’t always noticeable when fighting with a 
party of skilled allies. Hume Dark Knights who wont to be more magically inclined can choose 
this option without hurting their future potential. 


Toru look deeply impressive and disturbing in this job, The shock factor and style alone is 
almost enough to compensate for the low Hit Points and Vitality. 


CASTING TIME RECAST TIME _ DESCRIPTION 


wane 
AbsothWND | 33 | Darkness | Dork [| 400 | 60.00 
SORA 2 Drags «KO age foward you. 

| Absochk | 33 | Darkness | Dork | 400 | __ 60.00 __| Stel an enemy’ Charisma. 

} Absorb | 33 | Darkness |] Dork | 400 {| 60.00__| Steals an enemy itty 
sr Tf | eft Ded ighning damage to an enemy. 
| AbsotbGl | 33] Darkness | Dork | 400 {60.00 | Stools on enemy gy. 
[Cant | 25 [ss | Dok | 400 | 6000 | Seon mys align 
Ss 
| AbsobDEX | 33 | Darkness | Dork | _400__{ 60.00 __| Stools n enemys Dexter. 
(AS 
| Absorbs | 33 | Darkness | Dork [4.00 | 60.00__| Steals an enemy's Strengh 
| Poiontt | 38 | Water | Eneebing | 1.00 {500 
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Pats on enemy to sleep, 
Steals an enemy's Mind. 


Deals dark damage that weakens an enemy's attacks and gradually reduces its HP 


Deals earth damage to on enemy. 


Poisons an enemy and gradually reduces its HP 
Deals water damage to on enemy. 


DARK KNIGHT EXTRA JOB QUEST 

LOCATION: Bastok Mines 

CLIENT: Gumbah 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Death Sword (Chaosbringer) 

REWARD: Death Sword (Chaosbringer), ability to become a Dark Knight 


If you talk with Gumbah, you will be privy to a conversation that takes place near- 
by about a Galka who disappeared some time ago named Zeid. There is also some 
connection to a Dark Knight. Gumbah informs you to go to Palborough Mines to 
meet Zeid. In Palborough Mines, go to the third floor of the mines and get into a 


boat near area H-8. 


Upon meeting Zeid, he gives you a sword and tells you to sausty the sword’s hunger. 


The sword must be equipped to make the deaths count, After doing so, meet Zeid 


in Beadeaux again to become a Dark Knight. 


PLAYING AS A DARK KNIGHT 


First, find a good Warrior or Paladin to 
team with. Together, this duo will have 
a good time cutting a swath across 
Vana‘diel. A Dark Knight's role is to 
cut things in half while interjecting an 
occasional bolt of lightning. After 
some early soloing levels, jon some 
parties with proper healers and tanks, 


then become the damage dealer. 
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HOW LONG TO SOLO 
Given a properly aggressive support job, you will pass through the lower levels very 
quickly. There is no need to worry about the risk before reaching level 10, so get used 


to your new job while enjoying its deadly perks. 


After leaving the initial region, find a party and take the lead if they require an expe- 
rienced hand. Otherwise, go with the flow and latch onto whatever they are pulling. 


YUMMY TARGETS 


Get used to hunting for casters and 
magical monsters, as they don't fare 
well against a Dark Knight's high melee 
and magical onslaughts. In addition, 
Dark Knights become better at fight- 
ing against arcane enemies over time, 
with both offensive and defensive 


bonuses being added at several levels. 


PARTY DYNAMICS 


Each party must have at least two damage dealers to keep the EXP moving properly. 
Look for groups with a healer and tank, then join while they're taking on nukers and 
hard-hitters of other sorts. Working together, a Paladin and a Dark Knight will 


become inseparable. 


Even with Warrior as a support job, 
don't try to tank unless it will save the 
life of another party member. Doing 
so will eat your healers’ Magic Points 
and it just isn’t cost effective. Hold off 
until aggro is settled and keep the pace 
of the fight in mind to avoid peeling a 


monster off your friendly tanks. 


SPENDING TIME AS A BLACK MAGE 


During your early training as a Dark Knight, it may be prudent to practice what it is 
like being a Black Mage, This experience with magic teaches you more about the tim- 
ing of spells, which ones to vary, and what ranges are best for casting things. Even a 
few levels of Red Mage training doesn't hurt. It doesn't take long to do this, and it 


certainly doesnt place you in harm's way. 


All of this can be accomplished long before reaching Dark Knight status. If you are 
building a Warrior toward the quest to become a Dark Knight, level as a mage on 


occasion to get a feel for things to come! 


EQUIPPING ITEMS 


Great swords and scythes are both 
popular for Dark Knights, plus they're 
quick learners with these heavy 
weapons. Because Weapon Bash 
requires a two-handed weapon, mid- 
level Dark Knights and beyond won't 
often consider lighter weaponry. As 
always, damage dealers should upgrade 
their weapons and spells first, ignoring 
armor until all offensive lines have 


been maxed, 


DARK KNIGHT AS A MAIN JOB 


Dark Knights are very powerful in melee, so they are improved greatly with a melee- 
centered supporting job. This often buffers the character, allowing for increased 


defense in times of need or better offense when battles go according to plan. 


DARK KNIGHT /WARRIOR 


/ery few combinations hit as hard in melee as this one. Rangers still outperform Dark 
Knights here, but they must use expensive missile weapons and ammunition. Dark 
Knights are lower in maintenance, and it's enjoyable to play as one, With Warrior 
subbed, Berserk is used to boost damage while Paladins and full Warriors grab aggro, 


DARK KNIGHT /SAMURAI 


Dark Knight/Samurai do not have as much room for error compared to a Datk 
Knight/ Warrior, Instead of causing heavier melee damage during normal attacks, 
this duo piles the damage into larger waves. By using more special attacks, this Dark 
Knight can inflict stunning amounts of damage over a short period. Without 4 
Warrior's defensive background, this Dark Knight is even less capable of surviving 


aggro, but it’s acceptable if you want a higher offense. 


DARK KNIGHT AS A SUPPORT JOB g 


In most cases, Dark Knight is a better main job than it is a supporting role. Though 
the increased melee damage from passive skills is nice, your character won't gain the 
Hit Points or versatile powers of a Warrior. Also, as a supporting job of a non-mag- 
ical job, Dark Knights can’t bring more than a light spread of Magic Points into a | 


character's pool. 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist "Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


MP REPORT 

/party My Magic=<mpp> 
RUN 

/automove 


AGGRO 
/party <t> is on top of me; the pain is glor 
/party <hpp> Hit Points remaining 


-2-HOUR 
/ja “Blood Weapon“ 


ARCANE CIRCLE 

/party Gather near, using Arcane Circle in 3 s 
/wait 3 

/ja “Arcane Circle” 


LAST RESORT 
/party (Using Last Resort): The Blood, it calls 
/ja "Last Resort" ae 


BASH ; 
/party (Using Weapon Bash): He won't recover from 
/ja “Weapon Bash" <t> F 

SOULEATER : 
/party (Using Souleater): I give myself to the dar 
/ja “Souleater" aa 


This is the ultimate wilderness profes- 
sion for those who like venturing alone. 
There are very few jobs that excel in 
solo fighting, but Beastmaster is one 
that shines in that regard. By taking 
monsters and taming them to fight 
alongside your character, this job offers 


very solid rewards. 


ELVAAN TARUTARU MITHRA GALKA 
Hit Points 


Magic Points 


Dexterity 


Intelligence 


BEASTMASTER ATTRIBUTE 
PROGRESSION 


ATTRIBUTE COMPARISON 


TO OTHER JOBS 
Hit Points 
Magic Points 


3 
= 
—] 
i—] 
ful 
Zz 
| 


Charisma 


| NOT A MOMENT’S PEACE 
Cities ore too crowded and have too many of their own problems. There are way too mony people 
out in the wild these days. Nothing is peaceful or quiet anymore. Well, you shouldn't just sit there 
and hope that things were better. Get out there and do something! The beasts of the land are more 
than willing to go against the invading Goblins, Orcs, and other monsters; they just need some coax- 


ing. Learn their ways, scents, ond calls, Bring them to you and watch the glory of nature when she 
is directed against your foes, 


| 
| 
| 
| 
J 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION INFORMATION 


Familiar as Enhances your pet's powers and 
lengthens the duration of charm 

1 | 05:00 [0:05:00 | Attempts to control a beast 

Gouge 00: N/A Judge whether a target can 

be charmed 

Restores your pet's HP 

(Items required) 

Calls a beast by using the contents 

of a jug 


Givd nox Buryyv A 


Tome Makes target more susceptible 


to charm 


PET COMMANDS 
ABILITY LEVEL 


INFORMATION 

Orders pet to attack target 

Orders pet fo stop attacking 

Orders pet to stay put 

Orders pet to perform a special attack 
Releases charmed pet 


5 


JOB TRAITS 


TRAIT LEVEL INFORMATION 
Vermin Killer ae | Increases damage against vermin 
Resist Slow Gives you a slight resistance against slow 


meat 
Bird Killer | 20 | Increases damage against birds 
Amorph Killer | 30 | Increases damage against amorphs 
Resist Slow 35 | Gives you a slight resistance against slow 
Lizard Killer 40 | Increases damage against lizards 

| 50 | 


Aquan Killer Increases damage against aquatic enemies 


BEASTMASTER EXTRA JOB QUEST 

LOCATION: Lower Jeuno 

CLIENT: Dietmund 

REQUIREMENTS: Must be at least level 30, must be able to ride chocobo 
ITEM(S) NEEDED: Night Flowers 

REWARD: Beast Whistle, 2,100 gil, ability to become a Beastmaster 


When approaching the Merchant's house above the chocobo stables, you run into 
Dietmund. His son is ill and the only thing that can cure him is an extremely rare 
flower that blooms only at night. These flowers exist solely on Qufim Island (in area 
F-8). After obtaining the flower (which must be blooming), an event begins where 
Dietmund appears, checks the flower, and says that he needs the bulb of the plant as 
well (a chocobo is needed, too). Suddenly, the chocobo that was at Brutus’ stable 
appears. It digs up the bulb and then returns Dietmund to his house, although you 


must return on foot. 


Back at Dietmund’s house, his son Domingart gives you a beast whistle and 2,100 
gil for making him healthy again. When you speak to Brutus regarding the events, 
Dietmund arrives at the stables and apologizes to everyone. After this scene, your 


character can become a Beastmaster. 81 
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Beastmosters perform regardless 
of their race, although there are 
certuinly ways to make these solo 
fighters even better at what they do. 


Because Charisma is important for 
keeping beasts in line, strongly con- 
sider Elvan, Torutary, and Humes for 
an easier path, The Elvaon can hit 
hard, keep beasts under control, and 
survive when they get aggro. This is a 
very good choice those who enjoy the 
brutal aspects of Beastmaster play 
and want to mix it up right next to 
their charmed friends. 


Torutary don’t sound like very good 
Beastmasters at first, but there is a lot 
to consider before turning them away. 
For one thing, Tarutary Beastmasters 
have the potential to sub in a magical 
job and still have enough Magic Points 
to do some useful things, A 
Beastmaster/White Mage isn’t os 
effective as on Elvoan, but 0 Torutary 
con pull it off! Anyone who is leaning 
toward the magical end of the scale 
should give the little guys a chance. 


| 
} this job. 
| 


PLAYING AS A BEASTMASTER 


The Humes usually have o tough race against the Mithra because they‘re both so flexible. In 
this case, the Hume is better off by o decent margin. With higher Charisma, Humes have an 
| easier time maintaining a wide range of beosts instead of being forced to avoid some of the 
| tougher ones. Humes perform well as Beastmasters and can go for any range of support jobs, 
| This is ideal for players who want to solo and group in this job (take the White Mage and 

Warrior as subs and switch to meet your needs). 


Galka can tonk right next to their beasts and come out alive, so it isn’t a matter of safety that 
puts them o bit lower on the list. Mainly, the problem is that their low Charisma and weak 
magic potential forces Beastmasters into serving as o lighter Warrior with beast assistance, 


i 
A Mithra has way too much ego; they can’t work very well with animals. Although they can } 
hold their own in any profession, Mithra will face an uphill climb to master decent beasts in 


Best Melee w/ Charisma 
Good Healer Support Job 
Usual Balance 


Strong and Tough, but 
low Charisma 


Mithra 


Beastmasters are only half a character by themselves. Sure, they can melee and inflict 


some damage, but they're not powerhouses like a Dark Knight or Black Mage. 


Additionally, they can't support any allies. 


The key to using a Beastmaster rests in learning how to tame and where to send the 


monsters. Going after weaker enemies ensures that you succeed and keeps your mon- 


sters around for a Jong time; however, that isn’t the best way to go about things. Find 


the best monsters that you can consistently tame and use them to their fullest, From 


there, it's a matter of learning which monsters have stats and abilities that comple- 


ment your character the most. 


‘WHY BEASTMASTERS SOLO 


The EXP can be very substantial, especially after reaching the middle levels (with Release and otf 
abilities). 


No other job can solo powertul monsters so reliably. 
They like the outdoors, 


Powerful, tamed monsters couse people to receive reduced EXP. Alone, this isn’t © major issue for 
the Beastmaster, but it may be for parties. 


Beastmasters are more comfortable with ravenous beasts than greedy adventurers. 


HOW LONG TO SOLO 


Depending on the race/support 
job/style, it's possible to solo at just 
about any level with a Beastmaster. 
During the low levels (prior to levels 
1Q-12), monsters won't assist nearly as 
much, Start practicing your character's 
beast control as you start to experience 


the minor slowdown after level 7 or 8. 


ual 


After mastering Release, you have more potential tO assist parties because you can ditch 


monsters and consistently prevent allies from losing EXP, but that is a long way off, 


YUMMY TARGETS 


Almost anything can be a safe target, if you bring the right monster along, Find i 


monster that enjoys hunting the same beasties you're searching, Once you have Ste (at 


level 25), the strategy behind monster choices becomes even more pronounced, You 


will want an ally that has potent special abilities. Look for attacks that target the 


weaknesses of your chosen foes, If elemental abilities are used, find one that hits the 


family weakness of your favorite prey. 


*% 
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AVOIDING CERTAIN MONSTERS 


For Beastmasters, the most important safety tip is to be wary of thick packs of mon- 


sters. Sure, one added beast might be just the right thing for acquiring a new pet, but 


haying a few enemies jump into the fray will spell the end for any soloist. 


CAN PETS BE HEALED? 
The only way to heal wounded pets is through the Reward ability. This is a costly 


habit to upkeep in terms of time and item slots, and it doesn't seem to provide 
enough return on investment to be worth the trouble. Instead, most Beastmasters 
don't get overly attached to their pets. Each one ts special in its own way, but there 
are always more to grab that are already at full health. 


WHAT QUALIFIES AS A PET? 


The hard and fast rale is that any non- 
sentient monster can be chosen for a 
pet. That leaves out Orcs, Yagudo, 
Quadavs, Goblins, and Demons. Most 
of the natural monsters that wander 
around Vanadiel are still quite suscep- 
tible to. a Beastmaster's charms. 


EXPERIENCE LOSS; A MAJOR ISSUE FOR PARTIES 


Parties want each character to bring the best firepower into a group. The problem 
with Beastmasters is that they aren't at their best without a potent monster around. 
High-level monsters cause the party to be slammed by an EXP penalty after a fight. 


Thus, Beastmasters must learn Away to release their pets. 


EQUIPPING ITEMS 


Beastmasters. aren't overly capable with 
most weapons, although they are fairly 
efficient with one-handed axes. The 
most common choice is to go for a 
one-handed axe and a shield. This is a 
fair balance of defense and damage, 
and your character won't suffer from a 


huge interval between swings. 


BEASTMASTER AS A MAIN JOB 


Those interested in soloing or sticking to very small groups at higher levels will be 
at home with the Beastmasters from their first level and up. By taking a healing job 
as a sub, you can stay safer and reduce some downtime. With a Warrior support job, 
you can unleash considerable damage and keep your character's attributes higher. 


BEASTMASTER / WARRIOR 


This choice is a very useful and common selection, Elvaan do especially well with 
this as do all others, except the Tarutaru. With Berserk, Double Attack, and other 
abilities for high levels, there will always be new things to gain. 


Another perk from Warrior is the chance to raise your character's support job while 
preparing to take the Beastmaster quest! No time is wasted while raising a weapon, 
because it’s what you can use during early Warrior leveling. By the moment you fin- 
ish the Beastmaster quest, there won't be a need to level Warrior again for a long time. 


BEASTMASTER /WHITE MAGE 


With most races, the Beastmaster/White Mage is sorely limited by a shortage of 
magic, The Magic Points gained with this duo are so minimal thar it takes very high 
levels to enjoy it much, However, the Tarutaru yersion has enough Magic Points to 
get by. Having higher Agility as well, the only suffering comes when you attempt to 
deal direct melee damage. If you plan to rely almost entirely on beast work, the 
Tarutaru Beastmaster / White Mage is a reliable choice. 


BEASTMASTER /PALADIN 


Do low Magic Points keep Paladin from being an interesting support job for 
Beastmasters? No, and there are several reasons why. Paladins have the defensive 
advantage in most fights, and that goes well with extended solo activity. There isn't a 
Charisma loss here either, so you end up with a better melee character with some of 


the White Magic. 


BEASTMASTER/BARD 

Some people see the Bard support job in a very poor light, because you can't use two 
simultaneous songs. With half of the potential ripped away from the job initially, are 
there any advantages to offset the loss? There are added Charisma bonuses to con- 
sider, as Bards certainly gain more than Warriors in that area. But this amounts to a 
difference of several points, and even those won't be seen until later, Although 


intriguing, this combo ends up being a point of interest more than a safe or power- 
ful choice. 


BEASTMASTER AS A SUPPORT JOB 


These are very challenging combinations. Beastmasters can't charm powerful mon- 
sters when used as a support job. As such, it’s difficult to use this job to its poten- 
tial in anything outside of a main role. Other jobs won't solo very well, and that prac- 
tically forces you into joining a party. Considering the extremely high levels needed 


to gain party-friendly abilities as a Beastmaster, that is a fatal dilemma. 


PET ATTACK i 
/say Get him, boy, Get him! 
/pet "Fight" <t> ores 
HEEL 


/say Get back here, ya mangy beast. 
/pet “Heel” 


STAY 
/say You stay here and be good now. 
/pet "Stay" 


SIC 
/say Go for the eyes, The Eyes! 
/pet "Sic" <t> 


_ AWAY 
/say Get out of here and don't come back! 
/pet “Away” 


CONTROL PET 
/say You're mine now. 
/ja "Charm" <t> 


_ GAUGE 
/ja "Gauge" <t> 


TAME 
/say That's a good monster, nothing to be afr: 
/ja “Tame” <t> 


ASSIST 
/assist “NameofPrimaryTank" 


TP REPORT 
/party My TP=<tp> 


RUN 
/automove 


- TwO HOUR! 
/ja "Familiar" 
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Rangers are perhaps the most brutal 
attackers in the game. With enough gil, 
a Ranger can stay supplied with expen- 
sive arrows and the best bows. All told, 
these add up to an obscene damage 
tally. Any party should be elated to 

grab a Ranger for one of their damage- 

dealing slots, and it’s fun to watch them 


destroy enemies in battle. 


ELVAAN TARUTARU MITHRA GALKA 


RANGER ATTRIBUTE 
PROGRESSION 


ATTRIBUTE COMPARISON 
TO OTHER JOBS 
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HOY, YOU THERE! 

You want to be a Ranger, eh? Well don’t do it because you think if will be easy, mate. It’s harder 
work than you think to put shots on target time again, and monsters don’t toke much core for yo 
once they figure out who is doing the firing. With a quick foot, some trusted chums, and a full quiver 
of the best arrows or shots you con afford, things get pretty interesting. We're o focused lot; all of 
our power follows a single point. Miss ond you're a nobody; hit and you're o hero. Start with that 
target over there and see how you do. Just remember that an angry quaday won't sit still for ya, 
no matter what you pray for. 


sabuvy 
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JOB ABILITIES 
ABILITY LEVEL 


INTERVAL DURATION INFORMATION 


Delivers an accurate and 
powerful ranged attack 


Enhances accuracy of ranged 
attacks 


Allows you to fire multiple 
projectiles 


Ed Bes 


40 | 00500] Random _ | 


Binds target 


JOB TRAITS 
TRAIT INFORMATION 
Alertness Lowers chance of being detected by enemies 
Accuracy Bonus Improves accuracy of physical attacks 
Rapid Shot Sometimes deceases attack interval for ranged attacks 
Resist Poison Gives you a slight resistance against poison 
Accuracy Bonus Improves accuracy of physical attacks 
Resist Poison Gives you a slight resistance against poison 
Accuracy Bonus Improves accuracy of physical attacks 


— —- === 
In the best cases, Rangers only 


have to worry about keeping 
their Agility at the highest possi- 
ble levels. With on exceptional hit 
rate ond the best arrows gil can buy, 
Rangers can inflict great damage. This 
makes it harder to choose some of the 
slower races, because a high natural 
Agility is so helpful in this profession. 


ACE CHOICES 
Ideal Choice 
Difficult to level 
Solid Choice 


RANGER R 
Mithra 


Leveling 0 Mithra into this extra job as a Warrior is relatively painless, and the result is an 
intuitive joining of accuracy, damage, and survivability 


Torutary are have nice Agility, which 
brings them far toward being remark- 
able archers. The downside for them is 
the long path toward Ranger. While 
leveling, Tarutoru ore forced to play 
either as a job that won't directly aid a 
future Ranger, or play as a Warrior. 
Although Warriors ore quite suitable for 
a Ranger support job, it isn’t easy to 
bring a Torutoru Warrior up to level 30. 


Galka are quick to get through their 
Warrior levels, and their somewhat 
lower Agility isn’t doesn’t hold them 
back substantially. The only disodvan- 
toge is that a Galka’s higher Hit Points 
and Vitality go mostly wasted. Rangers 
con't tank or even survive aggro for 
long no matter what they're made of. 
This keeps Galka Rangers from being 
as dominont as the Mithra ond Torutarv. 


Not a single thing holds a Hume back from being a good Ranger. Much like the Galka, Humes 
have enough Agility to do quite well in the profession, 


Elvaon do quite well as Warriors on the way up, but accuracy is the key to orchery and Elvoon 
lack in that regard. Without o very respectable Agility rating, Elvaan invariably are two steps 
behind everything the Mithra and Tarutory do in this job. 


PLAYING AS A RANGER 


Saye lots of gil! Rangers and Ninjas are two of the most money-intensive jobs in the 
game, A Ranger will constantly purchase ammunition for their weapons, but the 
player actually gets what he or she pays for. By keeping your character supplied with 


the best possible equipment, damage caused during combat will be much higher. 


With everything set, it’s fairly easy to play as a Ranger. Rangers will often be called 
upon to pull monsters back toward the party, where they can unload onto the hap- 


less beast. Soloing is a bit more difficult, but at low levels a Ranger can do enough 


damage to survive most situations, even without the best gear. 


| RANGER PROTOCOL 


Don’t unload everything into enemies too early in a fight; monsters don’t care much for Rangers, 
and a Ronger’s armor is more stylish than useful. 


Lear how to use guns and bows. You never know which will be available, ond it’s nice to be flexible. 


Always look for the best auction house prices when buying ammunition. A frugal Ranger won't run 
out of arrows with a dozen Yagudo closing in. 


Distance is your friend. Don’t settle for anything except maximum firing range when you get to 
start a fight. 


Learn where to make gil quickly while leveling your first job. You will need plenty of gil while groom 
ing your choracter through Ranger levels. 


RANGER EXTRA JOB QUEST 

LOCATION: Windurst Woods 

CLIENT: Perih Vashai 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Old Tiger Fang 

REWARD: Ranger's Necklace, ability to become a Ranger 


Rangers must understand the natural cycle of life and death as it comes to all mon- 
sters. Therefore, Perih Vashai tells the player to meet with the fanged king of beasts 
and bring back one of his teeth. Muk Johidy mentions the great tigers living in the 
Sauromugue Champaign. An Old Sabretooth lives in a cave near L-I0 of 
Sauromugue Champaign. You must not 
attack the monster, though; instead, 
watch and wait for it to die naturally. 
When thar occurs, check the tiger's 
bones left behind for its fang. Return 
with the old tiger fang to Perih to 
receive a small reward, the ability to 


become a Ranger, and a ranger’s neck- 


lace. 


HOW LONG TO SOLO 


When fighting alone, look for areas with cliffs and other obstacles that will delay a 
monster's approach. The more time you have to damage a target during its approach, 


the less potential there is for it to arrive with more than a sliver of health. 


By picking targets that don't move quickly, you can wipe through even matches and 
gain the early levels with great speed. This can be extended for quite some time, espe- 


cially with a Ranger/ Warrior. During a Ranger's mid-teen levels, however, you 


should join a party and head back into the higher tiers. 


YUMMY TARGETS 


Worms are good targets for most professions, but Rangers have the added bonus of 
hitting from long range with high damage and mobility. If needed, you can attack a 
worm, back away while it unsuccessfully casts a spell, then creep in and repeat the 
process. This ts slow and tedious, but it provides an edge when fighting powerful 
Worms. 


WEAPON SKILLS 


Rangers spend most of their time training in bows or guns. The early weapon skills 
with guns aren't too useful compared with the later ones, so many Rangers will rely 


on bows for quite a long time. 


During the lower levels, weapon skills do not play a huge role in a Ranger's effec- 
tiveness. These are simply additions to a character's current equipment power and 
attributes. At very high levels though, Rangers can do such incredible damage with a 
single weapon skill that these attacks become significant in a Ranger's combat 


actions. 
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BEING IN A PARTY 
If a party wants to do more damage, they won't turn aside a Ranger's offer. Rangers 
have such a good reputation for doling out damage that they can take a Black Mage's 


spot in a party. Whether you choose a bow or gun Ranger, people will take you in. 


Ranget/ Warriors are one of the most portable combinations, since they have all the 
tools to do yery high damage. At peak levels, Ranger/Samurai get the nod from 


many leaders. 


EQUIPPING ITEMS 


Bows and guns are both very good, but melee weapons aren't worth the time or trou- 
ble. Take a simple dagger for archers, and focus more on purchasing arrows/ bullets 


and your primary weapon. 


Bows are faster, cause less damage per shot, and are less costly to upkeep, This makes 
them common sights with early and mid-level Rangers. Later on, guns become a bit 
more common because of their massive, frontloaded damage. Those who eventually 
want to use guns can raise their skill with crossbows, which raise a Ranger's firing, 
but they cost much less to upkeep. Everything else should go toward Agility boosts, 


accuracy, and Hit Points. 


RANGER AS A MAIN JOB 


Rangers were meant to be a primary job, as are many of the extra jobs. Players who 


go into this profession are ready to inflict heavy damage and nothing else, There isn't 
much potential for enfeebling spells or Magic without using a support job that fits 
awkwardly into a Ranger's lineup. For best results, add R anger damage toa second- 


ary job that adds Agility and abilities. 


RANGER /WARRIOR 
A Ranger/ Warrior is an excellent choice. With Berserk and some elemental arrows, 
your character will bury the opposition. There isn't much subtlety to this combina- 


tion, but there doesn't need to be. 


RANGER /NINJA 
Using Ninja allows Rangers to wield two archer daggers and reach a higher Agility 
over time. This is enough to warrant consideration, although the maximum damage 


that your character can cause isn't as high as a Ranger/ Warrior. 


RANGER / THIEF 


Rangers, in theory, make very good pullers, but that is often left by the wayside, The 
problem is that Ninja, Thief, and Warrior hybrids each have their own reasons to get 
out and do things in a safer way than most Rangers can. With the Ranger/ Thief, 
evasion, better abilities for speed, and range combine to make a yery effective puller. 
Of course, this comes at a loss of maximum attack power compared to the 


Ranger/ Warrior. 


RANGER AS A SUPPORT JOB 
Rangers aren't a good choice for a supporting job unless you want to take a main job 


that uses bows or guns anyway. 


THIEF /RANGER 
A player going for a full Thief is likely to deal with melee weapons, but guns are an 


option for Thief characters. With Ranger as a support job, these Thieves have a mix 


of damage potential at multiple ranges. 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist "Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


RUN 
/automove 


NORMAL SHOT 
/ra <t> 


TWO HOUR! 
/party (Using 2-HR): Right between his eyes! 
/ja “Eagle Eye Shot" <t> 


SHARPSHOT 
/party (Using Sharpshot): This is no time for miss: 
/ja "Sharpshot" ’ 


SCAVENGE 
/party (Using Scavenge): Anybody drop anything good | 
/ja "Scavenge" 


CAMOUFLAGE 
/ja "Camouflage" 


BARRAGE 
/party (Using Barrage): Keep your heads down. 
/ja "Barrage" <t> 


SHADOWBIND _ 
/party (Using Shadowbind): Freeze! Or I'll take you do 
/ja “Shadowbind" <t> : 


Like White Mages, Bards aren't meant to 
act on their own, These party support 
characters are intended to reduce 
downtime and keep groups in a full 
and active state for long periods of 
time. This is accomplished with music 

and instruments. As a main job, Bards 

can keep two song effects going within a 

given radius. Whether a party leans toward 

* magic use or melee, Bards have the option of 

Supporting whatever is needed by providing increase 


magic regeneration, combat skills, and much more. 


BARD STARTING ATTRIBUTES 


Magic Points 
Strength 


Intelligence 


Charisma 


BARD ATTRIBUTE 
PROGRESSION 
ATTRIBUTE 


COMPARISON 
TO OTHER JOBS 
Ht Pint = 
Magic Points 


M0] ~ 
UVWIGOW 


l 
ot 
= 
=) 


Intelligence 
Mind 


Charisma 


'PLAYMEATUNE 


| Anyone who wants to support others has o place in this fellowship of entertainers. We don’t worry 
about battle or destruction; that is the cause for heroes and villains alike, Our duty is to remind those 


in our presence what all these conflicts are for! We exist to inspire, amaze, and awe both friends 
and enemies olike, If you want to be the one behind the scenes, the pivotal character who brings = 
caster and tank to their fullest potential, come closer ond hear whot | have to say. You'll never have 
a shortage of friends as 0 merry Bord—that is certain! 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION INFORMATION 


‘| 1 [| 00:00 | 0:01:00 | Enhances the effects of your songs 


JOB TRAITS 


LEVEL INFORMATION 


— > Se 


rst] Gives you a slight reisionce against silence 
feos Gives you a slight resistance against silence 
45 | Gives you o slight resistance against silence 


“ 
Resist Silence 
Resist Silence 


Bards don’t need much in the 

way of attributes in their primary 

job. Anything with a decent 

Charisma will work just fine, 

although Mithra and Golka fall 0 tad 

behind. The main power of race selec- 

tion for o future Bord takes into con- 
sideration a support job, 


Strong magical support job 
potential 


Survivability 
Tougher, though light 
on Magic 

Con take interesting 
support jobs 

Bashes enemies over 


the head with drums 


Torutaru Bards con go into magical sup- 
port jobs without missing a beat. If you 
want to use a Bard os a backup heal 
et, there is almost nothing more effec- 
tive or rewarding that using o Torutaru. 
Their decent Agility rating won't hurt 
things either. 


Hume Bards oren’t bad. Becouse of their balanced stats and fair Charisma, the Humes con 
use almost any support job and have it work for them. Odd Bard combos (like 
Bard/Beastmaster) don’t work as well, but Humes can still have a lot of fun experimenting 
with them. Explorer and roleplayer types have a lot of ground to enjoy in this realm. 


Elvoan Bards can take hits and return one or two, if need be. This isn’t the central issue for 
most Bards, but o San d’Orien Bard/Palodin would sure be on experience. If you aren’t try- 
ing to powerlevel with your job selection, there is o union just waiting to happen. 


With the exception of lower Charisma, the Mithra hove many attribute advantages that help 


0 Bord stay alive. The high Agility is useful, and it doesn’t hurt to have o decent Strength ond 
superb Dexterity rating if you're ofter 0 militant support job. 


— 


No matter how you spin it, Galka 
Bards are boxed into a more limited 
corner. They are very cool looking, and 
the extra Hit Points are nice if the 
tanks in the group completely drop the 
ball, but there ore more challenges 
here than advantages. 
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BARD SONG LIST 

LEVEL SPELLNAME MP ELEMENT vieciwe r$ CASTING TIME RECAST TIME _ DESCRIPTION 
igs Wwe | 0 tight_| Sgng | 800 | | Enhances defense fo party members within area of effec. 
emer ee Enhances atoks for party members within aren of effec 
| Army’sPaeon | 0 | light | Singing | 8.00 | 2400 | Gradually restores HP for party members within area of effect. 
[Foe Requiem | 0 | tight] Singing [200 | 24.00 | Deo sonic damage to enemies. 

| Herb Pastoral | 0 | Light | Singing | 800 | 2400 ‘| Enhances resistance against poison for party members within area of effec. 
light Trenody | 0 | Darkness | Singing | __200__|__24.00 | Reduces an enemy's esstonceagins igh 
Sword Madrigal} 0 | Light | Singing | 800 | 2400 | Enhances melee attack accuracy for party members within area of effect. 
Dark Trenody | 0 | tight_| Singing [| __200__|_24.00__ | Reduces an enemy's resistance aginst darkness 

Sheepfoe Mambo} 0 | Light | Singing | 800 | 2400 ‘| Enhances evasion for party members within area of effect. 

orth Thenody |__| Wind _| Singing | 2.00 24.00 __| Reduces on enemy resstonce ogi earth 

as Fight | 00 Gradually restores HP for party members within area of effect. 
DE 8 Pusan enemy to ep. 
yl 0 | hi | Lightning | Singing | rege | is NG al Reduces an oe: resistance a water. 


] 
3 
5 
7 
9 


18 Wind Threnody} 0 | ke | Singing | ae Reduces an enemy's resistance ant wind. 

19__[Scop’s Operetta |__| Light__| Singing | __—8.00__—'|_—-24.00__|_ Enhances resistance agains silence fr party members within area of effec 
20 | Fre Threnody | 0 | Woter_| singing _| 200 {| __ 24.00 {Reduces an enemy's resistance ogo fre. 

21 Moigh’s inne nf | tight_[ Singing [8.00 | 24.00 Enhances defense for party members win orn of fe. 

22 Enchanting Etude} 0 | Light | Singing | 800 | 2400 | Enhances Charisma for party members within area of effect. 


[le Thenody | 0 | Fre | Singing __|___2.00__| 24.00 Reds an enemy’ ressionce ogi ie, 
| 0 | tight | Singing | | 24.00 | Enhances attacks for party members within oreo of effect. 
ng Trendy |_| tarh_| Sigg [200 [24.00 des on ney reste gis! hing 


24 Spirited Etude | 0 | Light | Singing | 800 | 2400 | Enhances Mind for party members within area of effect, 

25 | Moge’s Ballad | 0 | Light | Singing | 800 | 24.00 | Gradually restores MP for party members within area of effec. 
26 Learned Etude | 0 | Light | Singing | 800 | 2400 ‘| Enhances Intelligence for party members within area of effect. 
27__| Horde tullaby | 0 | Oarness | Singing _|__2.00___|__24.00__| Pus enemies wihin oreo of eft to ep. 

28 Quick Etude | 0 | Light | Singing | 800 | 2400 ‘| Enhances Agility for party members within area of effect. 

v eT a a a Increases attack sped for party members wihin area of ef. 
30 Vivacious Etude | 0 | Light | Singing | 800 | 2400 ‘| Enhances Vitality for party members within area of effect. 

31__[HuniersPretde| 0] ight_| Singing | 4.00] 24.00 | Ethane are party members ranged attack acray 


32 cote | 4.00 Enhances Dexterity for party members within area of effect, 
33 | Fowl Aubode | 0 | tight | Singing | __8.00_ | __24.00 | Eahances resistance ogoinst sleep fox party members within aren of effec. 
33 cas = eS Ez Removes one beneficial magic effect from an enemy. 
34 Sineny ode | 0 | ight | Singing | 8.00__ | _2400 | Eahanes Strength for party members win aren of effec 
35 larmy’s Paeon tii] 0 | Light | Singing | 800 | 2400 | Gradually restores HP for party members within area of effect. 
peas Light | | Singing =| 8.00 =| = 2400— Increases resistance against light for party members within area of effect. 
37 __[foeRequiom | 0] ight_| Singing] 2.00 | 24.00 __| Den sonic damage to enemies. 
38 | torn Cool | 0 | tight | Singing | 8.00 |__ 24.00 | Increases resistance aginst earth for pry members within re of efect. 
39 [Botleteld egy] 0_| fat | Singing | 200_ {24.00 | Reduces an enemy’ atc speed 
40 Cool | 0 | | Light | Singing | = BOE Pe =] Increases resistance against water for party members within area of effect, 
4 Knight’ Minne ti 0 | Light | Singing | 800 | 2400 ‘| Enhances defense for party members within area of effect. 

Pics [+g [ost ne Ineases esistance ogo! wind fr party members wih are of ef. 
43 Oe ee Enhances attacks for party members within area of effect. 
44 Pisces [1 | w|i ea ae ey Increases resistance against fire for party members within area of effect. 
45 Army's Poeon IV] 0 | ight’ =| Singing | 8.00 | 24.00 | Gradually restores HP for party members within area of effect. 
46 a Increases reson aginst ice for party members whi area of fe. 
47 [foe Requiem W] 0] igh_| singing _[ 200 | 24.00 | Deal sonic damage to enemies 
48 | ughining Corl | 0] tight_| Singing [8.00 | 2400 | Inrasesresstonce aginst ighning for party members wih are of ef. 
49 Goin Gove | 0] tight_| Sngng [00 [| 400 Enhances resistance against bind for party members within area of effect. 
50 LT alt okies ie | | 8.00 | 24.00 | Increases resistance against darkness for party members within area of effec. 
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BARD EXTRA JOB QUEST 

LOCATION: Lower Jeuno 

CLIENT: Mertaire 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Parchment, two sets of Song Runes 
REWARD: Ability to become a Bard 


At the Merry Minstrel Meadhouse in Lower Jeno, talk to Mertaire to begin the 


quest, Do the same to Bki Tbujhja, Ruslan, and Tuh Almobankha. Each of them has 
valuable information about what it means to be a Bard and how to become one. It 
turns out that you must find Song Runes that have been hidden in different loca- 
tions in Vanadiel. The Song Runes must be transcribed to music; to do so, you must 
compose songs by writing the runes down into sheet music. This means that you 
need Parchment, which you can acquire by crafting it or buying it from another play- 


er in the auction house. 


With the Parchment in hand, head for the Buburimu Peninsula tn area G-9 (you can 
get there through a cave from the beach). This is where you find a Song Rune. 
Transeribe the runes (by “trading” the Paper to the Song Runes) and return to 


Mertaire in Lower Jeuno, 


The next set of Song Runes is found in Valkurm Dunes, near Selbina. Travel to the 
most northwest point of the region to find a secret cave. Inside the cave are the Song 
Runes you seek, Once you check out those runes, your character will have access to 


the Bard job. 


PLAYING AS A BARD 


Having a full Bard In the party changes the dynamic of a group very quickly. Bards 
arent intended to solo In any way, so their use Is almost completely directed toward 


a party environment, 


Bards can keep two effects going for a group at the same time. They stay at full effec- 
tiveness by alternating between two desired effects that are needed for the party to 
function at its best (attack and accuracy during a melee brawl, Mind and HP or MP 
during resting, etc.). With higher levels, Bards gain access to a wider array of songs, 


making them even better at customizing their enhance spells. 


Because these songs haye an area of effect, it’s possible to use the natural distance 
between melee and ranged members of the party to apply different songs to differ- 
tnt people. Use melee-enhancing songs on the forward elements of your group, then 
retreat to aid the magical damage and regeneration ol magic with the casters (| or add 


Agility to Rangers, etc.). 


Bards are always on the move because of these elements. As a weak damage-dealer, 
the Bard is rarely expected to engage monsters the entire time. A Bard's work is 
accomplished through others. If you keep a group from needing downtime, they will 
gain more EXP than they possibly could by adding just one more member. Bards are 


wonderful at support! 


HOW LONG TO SOLO? 


In this case, it's how long not to solo, As noted earlier, Bards don't need to search on 
their own, As an extra job with the potential to make friends quickly, it’s best to find 
buddies for new leveling early on. Get a support job as a Warrior or something sim- 
ple while trying to attain level seven or eight, then start looking for others. Make 
your own group if needed; Bards certainly have the clout to organize parties of their 


own. 


Without a party, leveling won't occur 
very fast. Even the attack and enfee- 
bling songs gained along the way won't 
make it easy to obliterate powerful ene- 
mies. At an early stage, it’s unlikely that 
a Bard will have the armor or Hit 


Points to stand up to much aggression. 


YUMMY TARGETS 


While in a group, look for specific targets that are advantageous. Like Ninjas, Bards 
can use elemental powers to increase a beast's weakness toward a certain type of 
magic. With the right mix of jobs to exploit that aspect, throw in an elemental song 
to hamper the party's foes. At high level, when more attention goes toward keeping 


the party on its feet, this won't be as critical as it is during early leveling. 


DO | NEED AN INSTRUMENT? 


You sure do, if you want to play multiple songs. Without an instrument, your Bard 
can't create multiple effects in an area. Thar is the reason Bard is seldom chosen as a 


support job; as Bards cant use their instruments unless it's their main job. 


WEAPON SKILLS 


For the most part, it doesn't matter 
whether you carry a weapon or a feath- 
er duster; Bards are so busy most of the 
time that you don't get a chance to 
engage monsters. Spare hits are nice, 
but Bards can accomplish much more 


by varying their songs. 


BEING IN A PARTY 


Much like White Mages, Bards are so useful at supporting a party's efforts that they 
are highly sought after. Powerful parties will make considerable efforts to have a Bard 


around as part of their mix. 


A party leader may ask a Bard to focus more on one thing or another, and it’s usu- 
ally fine to work along those lines while you see how the party functions. Depending 
on the tactics being used, there may be increased yalue to songs that you don't use as 


often in generic parties. 


SONG COMBINATIONS 
We i: tak Vor ie) nd Ack ped (Advancing March) 


Melee Enfeeble Mix: Reduces Enemy Attack Speed (Battlefield Elegy) and Sleep (Foe Lullaby) 


Mage Combo: Restore MP (Mage’s Ballad) ond either Increase Intelligence for Black Mages 
(Leamed Etude) or Mind for various healers (Spirited Etude) 


Magical Exposure: Elemental Weakness (Applicable Threnody) and Damage (Foe Requiem) 
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EQUIPPING ITEMS 


A Bard’s equipment is different from the norm. Find a good instrument first, then 
look for anything that raises a Bard's attributes in a useful way. After Charisma, look 


for some Vitality TO AaSSist with area-of-effect attacks while your character passes 


through the frontlines. Agility is mostly a lost cause, even as a Tarutaru or Mithra. 


BARD AS A MAIN JOB 


Bards are absolutely wonderful as a main job. Parties will love you, EXP will roll in, 
and the levels will accumulate with fair speed. In a position of party assistance, look 


for a support job that will further increase what you can do for allies. 


BARD /WHITE MAGE 
This is one of the most common Bard choices. As a Taruraru in this field, you will 


have just enough Magic Points to get by and you can further decrease party down- 


time by doing backup healing when the primary healer needs some rest. 


BARD / THIEF 


Not usually as powerful for a party support role, this combo still adds treasure to 
the group's coffers. A person looking for a break from the standard mold should 


consider this option. 


BARD AS A SUPPORT JOB 


The Bard profession is almost crippled as a support job. Due to the instrument lim- 
itation, groups can't acquire even half of your character's true power to assist with 
their leveling. When used as a soloer (like a Beastmaster/Bard), it still lacks some of 


the refined abilities that a person can gain by taking another job. 


acros 


INCOMING 
/party Incoming <t>, We are under attack 


RUN 
/automove 


PLAY MELEE SONG 1 
/song “Name of Songi" 


PLAY MELEE SONG 2 
/song “Name of Song2" 


PLAY SUPPORT SONG 1 
/song “Name of Song3" 


PLAY SUPPORT SONG 2 
/song "Name of Song4" 


pavg 


: TWO HOUR 


/party Using Two Hour: Hear my words and revel! 
90 /ja “Soul Voice" 


WE ARE THE MESSENGERS — 


The three orders of magic have their place and power, no doubt. Our sect is neither above nor below 
them; we are on entirely different force in Vana’ diel. Instead of wielding the power of the raw ele- 
ments, we call upon the greater forces that can shape themselves and take on substance at will. 


Some of the greatest mages in the land 


. : ? # oe ee Aves These avatars hold life and death, and our minds determine who shall receive each. Can you endure 
on white, Diack, nor red tinge that ibility? There are forces at work that go beyond anything thot | people will ever 
ese Casters Can summon monsters 0 5 
know. Are you prepared to shadow their footsteps? 


mystic power to aid parties in battle. 
Some of these beings are directly help- 
ful to allies (for example, Carbuncle, 


who heals and enhance spells with most 
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of its abilities), Others are feral and aggres- 


t 


sive, using elemental magic to shatter the ranks 


of any Opponents thar threaten the Summoner. 


SUMMONER STARTING ATTRIBUTES 
Ca 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION INFORMATION = 
Allows avatars to use ther 


full strength 


SUMMONER ATTRIBUTE 
PROGRESSION = ABILITY —__LEVEL__ INFORMATION 


ATTRIBUTE COMPARISON 
TO OTHER JOBS 


tt Pins 
Magic Points 


M01 ~ 


LEVEL INFORMATION _ 


NON = 
HOH = 


TNL — 
UVYGOW < 


Intelligence 


SUMMONER SPELL a 
LEVEL | SPELL N NAME ELEMENT TYPE CASTING TIME RECAST TIME DESCRIPTION b 
7)" Summons a Fire Spirit to fight by your side. 
7 ae Summons an Ie Spr to ight by your side 
Summons an Air Spirit to fight by your side. 
Summons a Water Spirit to fight by your side. 
Summons a Light Spirit to fight by your side. 
Summons o Dark Spirit to fight by your side. 
Summons Carbuncle to fight by your side. 


og = 


| 

| 

| 

|| tight pict] 10_ | tight [Summon [igo | 10.00 
|__| dark spit [10] Oarness | Summon | .00 |] 1000 
|__| carbondo JS] tight | Summon | soo {3000 
| 
| 
| 
| 
| 
| 
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ttf 7 | ie | Summon | 5.00__ {| _ 30.00 __| Summons ito fight by your sie 
jin [7 | tarth_{ Summon] 5:00 {| __ 30.00] Summons Titan o Fight by your sie 
| tevahan | 7 | Woter_| Summon | 5.00__ | 30.00 Summons evan o ight by your side 
| Gowdo [7 | Wind | Summon | 5.00] 30.00 | Summans Grud o fight by your side 
[Shiv] 7 | tee {Summon {5.00 { 30.00 Surmons shiva to fight by your sie 
[_tamoh J 7 | tighining | Summon [5.00 [30.00] Summons Ror igh by yours, 
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BLOOD PACTS OF SUMMONED MONSTERS 


‘SUMMON NAME 
Carbuncle 


Ifrit 


Titan 


Leviathan 


Shiva 


Romuh 


BLOOD PACT —_LEVEL 
Healing Ruby 
Poison Nails 
Shining Ruby 


Glittering Ruby 


Punch 
Fire Il 10 
Burning Strike 23 
Double Punch 30 
Crimson Howl 38 


Rock Throw 


Stone II 
Rock Buster 
Megolith Throw 


Earthen Ward 


Barracuda Dive 
Water Il 
Tail Whip 

Spring Water 


Claw 
Aero II 
Whispering Wind 
Hostega 


Aerial Armor 


Axe Kick ee 
Blizzard II 10 
Frost Armor 28 


Sleepga 39 


Double Slap 


Shock Strike 
Thunder II 
Rolling Thunder 


Thunderspark 


Lightning Armor 


DESCRIPTION 


Restores target party member's HP. 
Poisons target. 

Gives party members within area of 
effect the effects of “Protect” 

and “Shell.” 

Randomly enhances one attribute for 
party members within area of effect. 


Deals physical damage. 

Deals fire elemental damage. 

Deals fire elemental damage. 
Delivers a twofold attack. 

Enhances attacks of party members 
within area of effect. 

Delivers a ranged attack that 

slows target. 

Deals earth elemental damage. 
Binds target. 

Delivers a ranged attack that slows 
forget. 

Gives party members within area of 
effect the effect of "Stoneskin.” 
Deals physical damage. 

Deals water elemental damage. 
Weighs target down. 

Restores HP and removes status 
ailments for party members within 
area of effect. 

Deals physical damage. 

Deals wind elemental damage. 
Restores HP for party members within 
area of effect. 

Gives party members within area of 
effect the effect of “Haste.” 

Gives party members within area of 
effect the effect of “Blink.” 

Deals physical damage. 

Deals ice elemental damage. 

Gives party members within area of 
effect the effect of “Ice Spikes.” 
Puts all enemies within area of effect 
to sleep. 

Delivers a twofold attack. 

Stuns target. 

Deals lightning elemental damage. 
Gives party members within area of 
effect the effect of “Enthunder.” 
Deals lightning damage and paralyzes 
enemies within area of effect. 

Gives party members within area of 
effect the effect of “Shock Spikes.” 


No matter what direction a 
Summoner attempts to go, the 
results are the some: They ore 
very weak in melee combat. This is a 
profession that couldn’t survive o bat- 
tle ogainst o Torutory with a medium- 
sized flyswatter. Summoners may 
have infinite power when it comes to 
costing spells ond summoning avatars, 
but nothing exemplifies a paper doll 
like Summoners. 


The primary candidate for this profes- 
sion needs no introduction. In the 
realm of magic, Torutoru meet ond 
exceed every demand made of them. 
With excellent Magic Points, Tarutaru 
Summoners con do almost anything. 
With either White or Black Mage to 
back them up as a support job, this 
extra job becomes the height of any 
coster's career. 


Although Tarutaru ore entirely divine at 
Summoner work, nothing keeps 
Mithra from being good at it too. 
These cats have enough Mind, 
Intelligence, and Magic Points to fol 
low the same road, just at a slightly 
slower pace. 


Magic, Magic, Magic 
Enough Magic to get by 
Much like Mithra 


Very Difficult 


In mony jobs, Humes perform ond feel different from Mithro in the same field, This is one 
case in which there is almost no difference between the two. Since either are doomed if any: 
thing gets aggro and latches on, this is solely a matter of magic and more magic! 


Elvaon don’t hove the magic to use o support job very effectively while playing os a 
Summoner. The extra Hit Points, Strength, and Vitality ore not nearly as helpful in a job thot 


is so focused on ethereal things. 


That said, the Golka are even more restricted. Melee combat just isn’t viable, armor isn’t a 
foctor regardless how much you spend, and all the glory of this mighty race is wasted. Galka 


don’t call avatars to do work for them—they go out and conquer the world with their bore | 


hands! 


SUMMONER EXTRA JOB QUEST 
LOCATION: Windurst Walls 
CLIENT: Ajido-Marujido or Joker 


REQUIREMENTS: Must be at least level 30 


ITEM(S) NEEDED: Carbuncle’s Ruby 


REWARD: Ability to become a Summoner, Carbuncle Summon 


To begin this quest, you must first attain level 30 then seek out a Carbuncle’s Ruby 
(these extremely rare drops are found on leeches in the Maze of Shakhrami and 
Qufim Island). With the Ruby in hand, head to the House of the Hero in Windurst 
Walls and check the door, Depending on your previous quests and missions, either 
Ajido-Marujido or the Cardian known as Joker, will answer. Once inside the house, 
you learn that you must gather seven lights in the ruby and get it to glow with their 


power, 


The lights of the ruby correspond to the following weather conditions that you must 


expose the jewel to: 


COLOR WEATHER CONDITION 


SUGGESTED LOCATIONS 
Valkurm Dunes, Rolanberry, Castle Oztroja Castle 


Volkurm Dunes, Sarutabaruta, most areas 


Valkurm Dunes, Tahrongi Canyon, 
Konschtat Highlands 


Tahrongi Canyon, Mhaura, La Theine Plateau 


Xarcabard, Beaucedine 
Lo Theine Plateau, Pashhow Marshlands 
Jugner Forest, Konschtat Highlands 


The weather effects must be present at the time you enter the area. If the weather 
changes while in the area, exit and re-enter; make sure you see the ruby glow to receive 
the full effect. After acquiring all the lights, Carbuncle appears and asks you to fol- 
low it to La Theine Plateau, In La Theine Plateau, go to area G-6 and place the ruby 
on the stone circle. Carbuncle then allows you to summon tt. Now you can become 


a Summoner! 


PLAYING AS A SUMMONER 


Summoners are heavily defined by the 
support job they take with them 
through their levels. At their base, these 
mystic characters call upon powerful 
monsters and have those beings fight 
battles alongside the Summoner's 
party. This is a powerful feature of the 
profession, but it takes quite some time 
to gather all of the spirits that can be 


summoned. 


Oftentimes, people who will one day be Summoners spend even more time in their 
original profession than others. Instead of hurrying to level 30 and making the 
change, they go around Vanadiel hunting for Spirits to master. This works well, 
because people gain the power to summon special monsters when their group wins 
special battles in various locations, It doesn't matter whether the members are 
Summoners at the time they win that battle; ic only matters that they have defeated 
the monster, This method ONLY works for acquiring Spirits and not avatars. If the 
player is not yet a Summoner, then they will not have the option to acquire an avatar 
even if defeated. Thus, it's more effective to start a Summoner after grabbing at least 


a few spirits. 


As an actual Summoner, your place is to call an ally into the battle and support 
the fight with spells from your character's support job, Sammoners have so many 
Magic Points and magical attributes that both healing and nuking are devastating 


in effectiveness. 


HOW LONG TO SOLO 


In a way, Summoners rarely solo, On their own, these paper dolls can’t survive a fight 
against an easy opponent (after the first few levels have passed), That still begs the 
question of when to group with other PCs, For Summoners with monsters at their 
disposal, it's possible to wait longer before seeking a group. Others who rush into 


their extra job can find a party before level 10. 


Regardless, it's very dangerous to be 
alone when traveling around the 
world. Getting attacked out of the 
blue is troublesome for a job that 
needs substantial casting time. 
Summoners are much safer with a few 


Galka tanking nearby. 


YUMMY TARGETS 


Almost everything that is susceptible to magic is an easy target for a 
Summoner/ Black Mage. Even using the White Mage support job allows Summoners 
to cast enfeebling magic on enemies, watch their spirit beat down the opponents, 
then heal anyone who gets injured in the process. In a group, anything that your party 


hunts will be compatible with a Summoner’s huge range of spells and tricks. 


Alone, Summoners are better off fighting non-aggressive monsters. It takes enough 
time to prepare for each skirmish that you don’t want any surprises. Aggressive and 
linking monsters aren't fun to solo for most professions, and it's even more risky 


when you have few Hit Points. 


WEAPON SKILLS 


Summoners don't have many opportunities to mix it up with enemies in direct com- 
bat. It takes a long time to raise a particular weapon in level, whether it’s a wand or 
a staff. Join power-leveling parties if you want to bring your character's weapon skills 


up to par. 


BEING IN A PARTY 


Summoners shouldn't have any problems being integrated into a party while acting 
as a member of their support job. A Sammoner/ White Mage can heal during short 
battles, or summon and support the group during larger attacks. Summoner/ Black 


Mages cast spells or summon with the same distinction. 


EQUIPPING ITEMS 


Find anything that boosts your character's Intelligence and Mind attributes (depend- 
ing on your support job). Make your magic as effective as possible with a good wand 
or staff, and buy equipment that gives 
your character useful bonuses rather 
than bland armor. Upgrading armor is 
secondary to improving what your 
character can dish out. Similar to the 
best offensive jobs, Summoners can 
accomplish great things but they need 


someone to save them from monster 


ag) gression. 
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SUMMONER AS A MAIN JOB 


Summoners take time to properly train and master, and the various quests for their 
monsters will take players all over Vanadiel. The greatest lure to use this profession 
as a main job is the mystique that surrounds Summoners. Black Mages can certainly be 


effective and deadly on their own; Summoners aren't a choice for simple power. 


SUMMONER / WHITE MAGE 


A Summoner/ White Mage can do just as much for a party as any caster. With the 
right monster, Summoners can use enhancing magic on allies, heal the group, or 
attack enemies with physical and magic strikes. Carbuncle can heal, poison foes, cast 
enhancing spells, or cast Protect and Shell. Additionally, Garuda and Ramuh have 


some great party effects too, even at moderate levels. 


Thus, switching White Mage to a support job doesn't prevent your Summoner keep- 
ing the party at its best. Indeed, the right summon choice can give your character 


access to enhance spells that would otherwise be reserved for Red or Black Mages. 


Losing Raise I] and delaying the first Raise is the great price here, though. You can 
still heal very well, but the party will still want to have a full White Mage around in 


most Cases, 


SUMMONER/BLACK MAGE 


Summoner/Black Mage makes for a wide variety of damage and destructive enchant- 
ments. Focus on some of the meanest Spirits to put the fear of the heavens into all 
of your enemies. Use Black Magic to enfeeble and inflict damage with summoning, 


then unload with attack spells when needed. 


SUMMONER /BARD 


Nobody should mistake this as a simple or easy combination to pull off, but 
Tarutaru Summoner/Bards can do some interesting things with their combined 
skills. With only a single song, you have the option to expose an enemy to a certain 
element while causing damage to them directly. This succeeds when the monster 
summoned uses that element in its attacks (e.g. sing Fire Threnody after Ifrit is sum- 


moned). 


SUMMONER AS A SUPPORT JOB 


Summoners have the best mage stats in the game, so it comes naturally that they can 

be used as a support job to casters. Although somewhat limited in flexibility com- 

sared to a Black/White or White/Black mage combo, a player who wants to thrive 
g Pp’) 


ata single mage job will find that Summoner takes them farther. 


No matter which mage your character has trained as, Summoner will push it farther. 
With higher Mind, Intelligence, and Magic Points, your mage can cast more spells 
and have better results with each casting. As mentioned earlier, the sacrifice to gain 
these boosts is in your mage’s breadth. Instead of having the spell list of a White 
Mage/ Black Mage, you end up with a character who almost functions as a single job 


adventurer. 


acros 


MAGIC SPELLS 
/ma "Name of Spell" <t> 


CALL FOR HELP 
/party Help! There's a monster attacking me. 


MP REPORT 
/party My MP=<mpp>. We should think about resting soon. 


RUN 
/automove 


TWO HOUR! 

/party (Using 2-HR): Great spirits of the ether, heed my 
call! 

/ja “Astral Flow” 


PET ATTACK 
/say Destroy the <t>, great one! 
/pet “Assault” <t> 


PET HOLD 
/say Stand your ground and hold your fury! 
/pet “Retreat” 


RELEASE 
/say Return from whence you came. 
/pet “Release” 


BLOOD PACT 
/say Use your powers—I supplicate you, Great Spirit. 
/pet “Blood Pact" 


amurat 


A Samurai has.a very interesting style for 
dispatching their enemies, Like every 

melee job, these fighters must get in 
4 cose to do their best work, but a 
Samurai uses weapon skills at a very 
| ay enhanced level, Other jobs must spend 
the time to build up TP and make rare, 
albeit devastating, attacks with them. A 


Samurai accrues TP at an enhanced rate 


and brings these powers to bear far more often 
because of it. As a main or support job, this pro- 
fession ts one that knocks the daylight out of beasts and 


villains alike. 


SAMURAI STARTING ATTRIBUTES 

ATTRIBUTE HUME ELVAAN TARUTARU 
Hit Points 

Magic Points 

Strength 


MITHRA GALKA 


Intelligence 


SAMURAI ATTRIBUTE 
PROGRESSION 
ATTRIBUTE 


COMPARISON 
TO OTHER JOBS 


Hit Points 
Magic Points 
Strength 
Dexterity 0 


UVYIGOW 


Intelligence 


Charisma 


ONE SWORD, ONE CUT, AND VICTORY 


A Samurai is more rigid than o Warrior. Instead of having the ability to lean toward defense or 
offense as the need dictates, a Samurai relies solely on a weapon for victory. Weapon skills offer 
mony things to increase a fighter’s chances in o battle. A Samuroi reacts to a dynamic combat situ- 
ation by deciding which weapon skill to use. If the thrill of combat interests you but other frontlin- 
ers seem bland or too defensive, join the ranks of the Samurai! 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION 


Meikyo Shisui ey 2:00:00 0:00:30 
ie 0:05:00 0:03:00 
15 0:01:00 N/A Automatically dodge the next 
attack 


30] oot:00_ [WA | Automatica gis T 


INFORMATION 


Lowers TP cost of weapon skills 
to 100 
Raises party defense against 
Demons 


Warding Circle 


JOB TRAITS 


INFORMATION 
Resist Blind Gives you a slight resistance against blindness 
Store TP Raises amount of TP gained 
Raises amount of TP gained 


Demon Killer Increases damage against demons 


Store TP 


Raises amount of TP gained 


A Somurai focuses on SAMURAI RACE CHOICES 
weapons and a militant support 
job. Because of this, magic is 
}  rorely an issue with most Samurai 
J mixes. Thot leaves Humes ond 
| Torutaru in the more difficult category, 
} because their respective versatility and 
} magic aren't required here. Instead, 
} Strength ond Dexterity rule the day for 
} this tolented profession. 


| Unsurprisingly, Mithra make themselves felt here. Though they deal less damage, the higher 

j hit rote helps tremendously at higher levels. Once o Samurai starts to use mult-hit weapon} 

} skills, the ability to use several skills during battle hinges on a high Dexterity. Thus, the Mithra 
are every bit o wise choice for o Samurai. 


Galko are still wonderful, big, ond tough. Few will be disappointed in any way by a Galka’s | 
performance in this job. In terms of combat results, the Galka fights and wins in similar fash- 

| ion to their Elvaan rivals, but the Galka hit just o tod more offen and can take o lot more dom- 
age. Still, the difference between Elvaan and Galka for a Samurai is mostly aesthetic. 


| Humes have their standard position of flexibility. This isn't as useful here because of the focus 
} on dealing melee damage without regard for magic or secondary abilities from Mind, 
| Intelligence, or Charisma. 


| Torutaru foce the same situation. 

Although they con offset the poor 

Agility of o Samurai, they con't capi- 

tolize on the strengths of this aggres- 

sive profession. Without Strength, 

| Dexterity, Hit Points, or Vitolity, it is 
only the foctor of excitement that 
makes a Torutoru Samurai so much fun 
to play os. With the right weapon and 
combination, they con still destroy 
most enemies. 
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SAMURAI EXTRA JOB QUEST 

LOCATION: Norg 

CLIENT: Joucribaix 
REQUIREMENTS: must be at least level 30 

ITEM(S) NEEDED: Socred Sprig, Sacred Branch, Oriental Steel, Bomb Steel | 
REWARD: Mumeito, ability to become a Samurai 


To become a Samurai, you must first do a couple tasks for Jaucribarx. He wants you 
to get him a sacred branch and some bomb steel. Two other people nearby have the 
items you need to summon the monsters that carry Jaucribaix’s materials. Ranemaud 
gives you a sacred sprig and Aeka gives you some oriental steel. You can get 


Jaucribaix's items in any order 


To get the sacred branch, go to a huge tree on the western side of Sanctuary of Zi’Tah. 

If you use an axe against the unidentified point on the huge tree, the Guardian Treant 
& F : 

will appear. You can get the sacred branch from its body. 

To get the bomb steel, travel to 

g 

Konschtar Highlands to area D-8. If 

you trade the oriental steel to the 

unidentified point there, a bomb 

enemy named Forger is drawn to your 


Defeat the mon- 


offering and attac 
ster to get the bomb steel. If you fight 
the enemy with a party, it only drops I 


bomb steel; you can trade the oriental 


steel to the point every three minutes. 


Return to Jaucribaix with the Items he requested. I te then tells you to return to him 


in three days ( Vanadiel time). Upon doing so, he gives you mumeito and the ability 


to become a Samurai. 


PLAYING AS A SAMURAI 


One of the most important factors 
while leading up toward Samurai status 
is to train in the right manner. If you 
want to be a spear-wielding Samurai, use 
spears often during the Warriors levels 
leading up to your extra job quest. 
Future katana Samurai will need maxed 


out Dexterity to prevent long and cost- 


ly misses, so look for Dexterity-enhanc- 


ing equipment along the way. 


During battles, Samurais have a fun task. Get your character's TP to tise as quickly 
as possible and unleash countless weapon skills against your enemies. Some groups 


may even ask you to forgo skillchains and instead use skills as soon as possible. With 


a weapon skill that strikes multiple times | like the spear/polearm skill Penta Thrust , | 


you can restore a fair percentage of TP just by making the attack! The leads to bat- 


tles where you can easily use weapon skills two or three times on a single target. 


A CODE OF HONOR © 


‘A Somurai lives without mind; emptiness is the blade o Somuroi wields. 


Dishonor to @ Samurai’s land becomes a dishonor to the Somurai. 


A Somurai has no mogic; truth becomes a Somurai’s power. 
Readiness is the state of a Samurai. 

Cowordice is dishonorable. 

Mercy is not due the enemy. 

There is no such thing as foilure, only death or success. 


It is a Samurai’s right fo protest against bad judgments, and death is the final protest a Somurai 
con make. 


HOW LONG TO SOLO 


Soloing isn’t bad during the early levels, and it isn't hard to get into parties. This 
enables you to dictate the duration of your solo activities. In general, go after nice, 
even match enemies for a while. With a good support job, a Samurai is very deadly, | 


so even matches won't be tough during early levels 


When you're ready, join a party 


and use your character's abilities in an even more offe 


sive manner. 


YUMMY TARGETS 


Anything that is easy to hit will be 
chewed up by a Samurai. With enough 
Strength and a good weapon, a 
Samurai can unleash big damage. This 
only improves as your character gains 
access to higher weapon skills. Only 
Dark Knights, Black Mages, and 


Rangers can consistently out-damage a 


Samurai! 


CAN WE GET A LITTLE D OVER HERE? 


Be aware of a Samurai’s low Agility and avoid monsters that cause damage too quickly. 
You can pound through other monsters given some time, but you don’t want to face 
anything that rips players in half with several blows. Although a Samurai has the Hit 


Points, his Agility ensures that those heavy attacks will land with grim certainty! 


PARTY DYNAMICS 


Many Samurai, especially Samurai/ Warriors, can join groups without fail. You can 

back up tanks if there is a sudden problem, and a Samurai’s consistent damage will 
P My 

slease even a srizzled veteran. A Samurai eventually yains eno sh com slementary 

g g 8 F } 


abilities to do great things. 


A Samurai can quickly take the place of a Ranger, Dark Knight, Dragoon, or Monk 
on the frontlines. Of those, few can hold their ground for long if aggression turns 
their way. A Samurai has just enough armor, Hit Points, and Vitality to make it 


through when a Warrior falls or simply has to give up agero. 


ARE KATANA YOUR BEST CHOICE? 


A great katana calls to every Samurai who is born for battle, but there are things to 
ponder before choosing this weapon. The issue involves skills with multiple strikes. 
Weapon skills that hit many times will raise your character's TP very quickly, which 
is the core of Samurai power. Thus, you want a weapon that gives you that oppor- 
tunity. Polearms start with the double attack and have a five-shot weapon skill by 
skill level 150. This is very early to gain access to such an ability, and it will make 
your life enjoyable to see its effects. Katana are slower than some of the better skills, 


so take that into consideration. 


EQUIPPING ITEMS 


Get the best weapon possible for any level and fill out your Dexterity and Strength. 
Although armor is important for anyone on the front line, a Samurai’s offense is so 


valuable toa group thar success May hinge on your output. 


SAMURAI AS A MAIN JOB 


A Samurai is divine; who wouldn't fall in love with such a honed melee fighter? They 
sure arent bad as a support job either. No matter what you choose, this job will con- 


tinually renew worth to you and your allies 


SAMURAI /WARRIOR 


The vast majority of Samurai characters level as Warriors ahead of time and use that 
asa support job when the Opportunity arises, This pairing is nearly perfect because 


of its ability to mix offense and defense during normal situations and to bury itself 


in total rage when monsters are looking the wrong way. 


SAMURAI AS A SUPPORT JOB 


The TP increase from using Samurai as a support job makes it ideal for any physi- 
cal job, even if they use ranged weapons, This leads players to gain extra uses for their 
weapon skills. If you depend more on these to deal damage, a Samurai is a better 


choice than Warrior and its Double Attack potential. 


DRAGOON /SAMURAI 


This option is wicked, although it takes lots of time to level a Warrior and train in 
both of these extra jobs, At least you will have a spear/ polearm mastered the entire 
way. Beyond that, the solid Strength, Hit Points, and damage of this combo bring it 


to one of the highest levels of the game. 


WARRIOR /SAMURAI 


This combination is superb as well. All of the flexibility of a Warrior added to extra 


TP and abilities. A Samurai is one of the best support jobs for a Warrior. 


RANGER /SAMURAI 


Rangers already lay waste to anything on a field, and the added use of weapon skills 
outweighs many of the offerings that other support jobs offer. The only downside 


of this deadly character is a somewhat lower Agility. 


acros 


INCOMING 
/party Incoming <t>, We are under attack 
ASSIST 
/assist “NameofPrimaryTank" 
TP REPORT 
/party My TP=<tp> 
RUN 
/automove 
TWO HOUR! 
/party Using 2-Hour: Many cuts will be theirs ~ 
/ja “Meikyo Shisui" : 
a 
WARD “| 
/party Using Warding Circle, Demons are attacking! 4 
/ja “Warding Circle" d 
THIRD EYE ; 


/ja “Third Eye” 


MEDITATE 
/say Victory is the reward of a vigilant mind 
/ja “Meditate” ~! 
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Ninjas are known for their huge array of 
special abilities. Similar to magic, 
Ninjas don’t use Magic Points to 
accomplish many of the same goals. 
These powers are a mix of stealth- 
enhancing effects and enfeebling tech- 
hiques. Some Ninjutsu abilities even 

deal direct damage and make an enemy 


weaker toward one of the elemental types; 


this makes a Ninja very useful when paired 
with Black Mages and other characters who have 


access to elemental weapons or attacks. 
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NINJA STARTING ATTRIBUTES 
ATTRIBUTE _ 
Hit Points 


NINJA ATTRIBUTE 
PROGRESSION 


ATTRIBUTE COMPARISON 


TO OTHER JOBS 
Hit Points 
Magic Points 


M01 ~ 
HOH => 
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and battle provocation are too mundane, ponder the lotus blossom ond the wayward crane, Seek 
to destroy an enemy through misdirection ond win allies through survival. We do not meet the gale 
head-on, but bend with it as the grass and clouds. If your mind is a greater weapon than either 
strength or wizardry, then try to follow me. There is much to teach. 


IN 


JOB ABILITIES 
ABILITY LEVEL 
Mijin Gakure 


INTERVAL DURATION 


WA 


IN FORMATION 
Sacrifices your life to deal 
heavy damage 


JOB TRAITS 


_ LEVEL 


INFORMATION 


Lowers chance of being detected by enemies 


Players will quickly realize that 
Ninjas love to keep their Agility 
high ond win through o pile of 
shady tactics. Ino direct fight, the 
weak armor and moderate Hit Points 
of this profession should be limited. 
But, the faster races get around this 
with intriguing teckniques. 


NINJA RACE CHOICES _ 
i Con Dodge Anything 
Fast, Nifty Combos 


Domaging but Exposed 
Looks Great in Pajamas 


Mithra do very well as Ninja becauses of their wonderful Dexterity and Agility. Always looking 
for a fine Galka to take damage for them, these Ninjas must keep their evasion high just in 
cose their plan fails. Using Warrior of Samurai as 0 backbone, these Ninjas soften enemies with 
Ninjutsu ond lay into them while nukers take advantage of such openings. 


Torutaru Ninjas still have the speed to 
excel, and they con break o few rules 
too. Normally, the Red Mage support 
job has too few MP to warrant the 
opportunity cost of this selection. Yet, 
this duo can combine Ninjutsu elemen- 
tol damage/enfeeble spells with Red 
Mage weapon enhance magics. It’s 
alarming to see just how many enfee- 
ble spells Tarutory Ninja/Red Mages 
con slap onto o target. 


Normally, the Galka aren't fast enough 
to keep up with lithe Mithra and tiny 
Tarutary. By toking every possible 
piece of Agility-aising equipment, a 
Golka Ninja con attempt to evade on 
attock or two. Grouped with a skilled 
Paladin, this character can come for- 
ward much more effectively. 


Elvaon must be careful about getfing aggro as o Ninja. Without heavy armor, their Hit Points 
don’t last long enough and White Mages won't be pleased when they have to plug them- 
selves into your side just to keep things going. From behind, an Elvaan Ninja can couse con- 
siderable damage, but the hit rate still can’t match a Mithra Ninja. Try to keep equipment with 
accuracy bonuses to even this out, 


Hume Ninja are one of the besHooking character combinations in the game. Although the 
Mithro will outpace a Hume Ninja, you won't have to worry about a lack of style. 


NINJA EXTRA JOB QUEST 

LOCATION: Port Bastok 

CLIENT: Ensetsu 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Strangly-Shaped Coral, Sealed Dagger 
REWARD: Ability to become a Ninja 


To become a Ninja, you must speak with several people: Kaede (located in a house 
in 1-5), Kagetora (found in a warehouse in area F-S), and finally Ensetsu (same house 
as Kaede, but in a room to the left le Ensetsu actually gives you the quest, I irst, trav- 
el through the Zeruhn Mines to Korroloka Tunnel, Near area K-8/L-8 of the map, 
there is a spot thar is different from the rest. It is unidentified, and examining tt 
brings Korroloka Leeches to attack you. Kill the leeches and examine the spor again 


to find a piece of strangly-shaped coral. 


NINJUTSU ABILITY LIST 


LEVEL SPELLNAME MP 


ELEMENT 


ae | Tonko: hi | 0 | Wind | Minis | 400 | 3000 | Uses the ninja a tol, -*shinobi-tobi” Lessens chance of being detected by: sight. 


TYPE CASTING TIME RECAST TIME DESCRIPTION 


EE 


12 Utsusemi: Ichi Ninjutsu i Uses the ninja tool, “shihei.” Creates Darkness images that each absorb a single 
hema ME ali Riel ec Wig fer 
15 Raiton: Ichi (Ge ast Siecle Uses the ninja tool, “hiraishin.” Deals lightning damage to an enemy and lowers its 
resistance against earth. 
Bad la = 
resistance against lightni 
15 bigeye <i c ema plead ie sg Uses the ninja tool, “maki-bishi.” Deals earth damage to an enemy and lowers its 
resistance against wind. 


15 Ninjutsu Uses the ninja 
ii ind ck i a 


tool, “kawahori-ogi.” Deals wind damage to an enemy and lowers its 


Uses the ninja tool, “tsurara.” Deals ice damage to an enemy and lowers its resistance 
against fire. 
Uses the ninja tool, “uchitoke.” Deals fire damage to an enemy and lowers its 


aed 
resistance against water. 


40 


40 


PLAYING AS A NINJA 


Ninja are many things rolled into a sin- 


gle, attractive package. These stealthy 
characters have elemental direct-dam- 
age spells, enfeeble spells, self-enhance 
magic, and melee abilities, Although 
limited in terms of weak active and 
passive abilities, the use of Ninjursu 


makes up for those detictencies, 


Ninja are at their best with some time to prepare for the battle ahead. They can cast 
enhancing spells on themselves to increase their ability to dodge attacks, then attack 
an enemy early on with Ninjutsu, Then engage in direct combat and whittle down 
the enemy with the rest of your group. Armed with a flexible support job like 


Warrior, you will find endless fun and novelty in this profession. 


Uses the ninja tool, “sairui-ran.” Blinds an enemy. 
pa Pa 
Uses the ninja tool, "kodoku.” Poisons an enemy. 
Uses the ninja tool, “jyusatsu.” Paralyses an enemy. 
Uses the ninja tool, “shinobi-tabi.” Lessens chance of being detected by sight. 

Uses the ninja tool, “shihei.” Creates Darkness images that each absorb a single attack 
directed at you. 

Uses the ninja tool, “maki-bishi.” Deals earth damage to an enemy and lowers its 
resistance against wind. 

Uses the ninja tool, “hiraishin.” Deals lightning damage to an enemy and lowers its 
resistance against earth. 

Uses the ninja tool, “mizu-deppo.” Deals water damage to an enemy and lowers its 
resistance against lightning. 
Uses the ninja tool, “kawahori-ogi.” Deals wind damage to an enemy and lowers its 
resistance against ice. 

Uses the ninja tool, “tsurara.” Deals ice damage to an enemy and lowers its resistance 


Ninjutsu inj 
against fire. 


| Kurayomi: Ni | 0 | Darkness | insu [1.50 
a So ee 


Uses the ninja tool, “uchitoke.” Deals fire damage to an enemy and lowers its 


Uses the ninja tool, “sairvi-ran.” Blinds an enemy. 
Uses the ninja tool, “kagi-nawa.” Reduces an enemy's attack speed. 


When you return to Port Bastok and 


HOW LONG TO SOLO 


talk to Ensetsu again, he tells you to 
S . Ninja can solo perfectly well during the early levels. No matter what job was taken 


travel to Norg and give the strangly- 3 “ PF : n 

> 5 3 during the early stages, it will take a few hours before a Ninja feels entirely comfort- 

shaped coral to Ryoma. In return for | se Beara : : 

able. Dark Knights are the closest thing to a Ninja, but even these two jobs handle 

the coral, Ryoma gives you the sealed = 3 hi 

very differently. 
dagger; take the dagger back to Ensetsu 


to achieve the ability to become a . : : 
Ninja | Switch out of soloing once you feel comfortable with this new job. This will prob- 


| ably be between lev el SIX and 10, It really depends upon your style, but there is no 
need to rush. If you're still learning new things about playing as a Ninja, it ts unlikely 


thar you will become bored with soloing. 


Although challenging, it’s nice that the 
skills of this profession are spread out 
so evenly, During the first 20 levels or 
so, you will frequently gain entirely new 
aspects that can be used to attack ene- 
mies or defend yourself. Mastering dual 
weapons occurs at level 10, level 12 has 


the first attack absorb, level 15 has ele- 


mental Ninjutsu attacks, and so on. 
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YUMMY TARGETS 


Ninjas love to cripple anything that their party is going against. If the beast has an 
elemental weakness, the Ninja will expose it further. If the monster isn't being enfee- 
bled by a mage, a Ninja can do that too. Ninjas can do almost anything, so it's real- 
ly a matter of filling the gaps as you engage a target. 


When soloing at low levels, Ninjas perform surprisingly well against monsters with 
high attack intervals. Even though a single hit can really sting at this point, Ninjas 
have such high Agility that you can get away with quite a bit before your character 


suffers for it. 


WEAPON SKILLS 


As a primary job, Ninjas take swords, claws, or katana for their main use on the 
frontlines. The single-handed katana is nice enough, but this weapon's skills aren't as 
powerful as some of the other weapons. 


When Ninjas are used as a support 
job, they eventually gain the ability to 
wield two weapons to whatever pri- 
mary job is being undertaken. This 
enables the character to wield awkward 
weapons, such as axes, if the main job 
specializes in such equipment. 


USING DUAL WEAPONS 
Before long, your character will perfect Dual Wield, or the ability to equip two 


weapons at the same time. This looks stunningly cool, but how effective is it? 
Ultimately, this ability doesn't double a Ninja's attack power. Your character's attack 
interval increases when wielding a second weapon, so it feels more like you're using 
a single, large weapon instead of two smaller ones. 


Without weapons that add substantial bonuses to your character, this is only a trivial 
boon most of the time. However, strongly enchanted weapons are far more useful. 
Anything that adds Strength, damage, or useful elemental properties will be doubled. 


BEING IN A PARTY 


Ninjas can bring so many skills to a party that they are easy to slip into any group. 
Melee-centered parties can use the enfeeble magic and extra damage, while magic- 
centered groups are happy to have another person on the frontlines who can dis- 
tract and frustrate enemy efforts. Only a party that is light on healers will be reluc- 
tant to take in a Ninja. 


EQUIPPING ITEMS 


Go for weapons that raise your character's ability to inflict damage, and look for 
weapons with elemental properties to take advantage of a Ninja's Ninjutsu abilities. 
Look for armor that raises Dexterity 
and Agility; both of these are very 
important. This is one of the rare jobs 
that relies far more on evasion than 
having Hit Point and Vitality, Ninjas 
are quick enough to stay safe if they 
pump enough of their efforts into 
maxing evasion and Agility. 


NINJA AS A MAIN JOB 


Those players who enjoy Red Mages will have a great time as a Ninja. There are 
many fitting support jobs, and it isn't hard to fill a particular role for a party, except 
for healing. 


NINJA/ WARRIOR 
Ninjas have a huge bag of tricks when they take Warrior as a support job. The abil- 
ity to change your character's attack/defense ratio with Berserk/Defender gives a 


Ninja greater breadth. Once the Ursusemi Ninjutsu is acquired, you can do some 
major tanking. 


Ninjas aren't tanks by nature, but this combo creates a powerful pseudo-tank just by 
itself. It takes a lot of gil to maintain the Ninja/ Warrior combo, but it will get you 
into large parties time and again. 


NINJA/THIEF 


Thieves complement the Ninja's natural attribute, and it isn't bad to have Sneak 
Attack and Trick Attack. You will have to play a very mobile Ninja to make this duo 
work at its finest, burt at higher levels the Ninja/Thief can be very successful. 
Because of this combo's speed, Ninja/Thief characters often serve as pullers in dan- 


gerous areas. Later in the game, safe pulling is very important. 


NINJA/RED MAGE 
A rare choice, there is more here than meets the eye. Red Mages have enfeebling 


magic and self-enhance spells that Ninjas lack. Together, these powers make a Ninja 
a sort of elemental fighter, It takes more planning and finesse to execute the plans of 
a Ninja/Red Mage, but your battles will be more exciting than almost any other, 


NINJA/SAMURAI 

The Samurai sub is fun for a Ninja, but it focuses on one of the weaker sides of the 
Ninja profession; weapon skills. Although Ninjas are better in melee combat in this 
union, you won't be able to use them as ultimate pullers, tanks, or enhancing 
magic/enfeebling magic characters. 


NINJA AS A SUPPORT JOB 


As a means of boosting Agility, Ninjas do well in a supporting role, However, many 
of the best Ninjutsu abilities are not terribly low level. This makes it yery difficult 
to get the best out of a Ninja. Compounded by a poor spread of Passive Abilities 
and no supporting Active Abilities, Ninjas are a hard sell in this area. 


/party Incoming <t>, We are 


_ ASSIST 
/assist “NameofPrimaryTank" 


TP REPORT 
/party My TP=<tp> 


RUN 
/automove 


TWO HOUR! 
/party Using 2-HR! Peace is found when o 
ness 
/ja “Mijin Gakure" <t> 


_ NINJUTSU 
/party (Using Ninjutsu: Name of Ability) 
/nin “NameofAbility" <t> 


- BLINK 
/party (Using Utsusemi): Armor's power is f 
is not. 

/nin "Utsusemi* <me> 


JOB ABILITIES 
ABILITY LEVEL INTERVAL DURATION INFORMATION 


Those who turn away from the path of 
Standard training and warfare may enter 
the realm of Dragoons. These dragon 

warriors can fight with enhanced 

prowess against wyrms, some of the 
most fearsome monsters in the world. 
More prominent, however, 1s their abili- 
ty fo summon wyverns to aid them in 
battle. These pets are extremely useful and 


its one of the job's central features. 


As spear wielders, Dragoons have the ability to perform jumping attacks, using their 
spears to level opponents. Nothing in Vana‘diel likes having a spiky Galka land on its 
head. 


DRAGOON STARTING ATTRIBUTES 

ATTRIBUTE HUME ELVAAN TARUTARU MITHRA GALKA 
Hit Points 

Magic Points 


Dexterity 


Intelligence 


DRAGOON ATTRIBUTE 
PROGRESSION 


ATTRIBUTE COMPARISON 
TO OTHER JOBS 


Hit Points 
Magic Points 
Strength 
Dexterity 


3 
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Intelligence 


Charisma 


‘POWER OR MOBILITY? 


Which is the greater force in the world of military conquest: Power or Mobility? Without either, a 
force con be rendered ineffective, Power gives us the strength to overbear the evils that climb our 
walls and seek out our loved ones, Mobility is the essence of action; it enables us fo be where we 
are needed and fight against the greatest threats at any time. We, the Dragoons, are the union of 
both. Our spears held high, we are driven to 
be where we are needed and to fight our 
enemies on the land, in the skies, ond ony- 
where that darkness looms. Many fighters 
are more defensive in nature, once combat is 
joined. Our safety lies in our wyverns ond our 
power to engage and disengage at wil. 
Leaping into the heavens, we are the ones to 
dictate the order of warfare. 


Calls a wyvern to fight by your side 


Jumps out of enemy's 
perception range 


LEVEL INFORMATION 


Dragoons work well as almost DRAGOON RACE CHOICES 
anything, especially with the 


fight equipment to enhance 
lighter stots. Strength and Dexterity 
ore always at the front of o fighter's Mithra 
thoughts when looking at races, but 
Vitolity is still important. Mind is also 
useful to have, if a healer support job 


Defensive Dragoon 


Very Aggressive { 


Blend of Damage and | 
Evasion : 


More Potential for 
Interesting Combos 


Normal Mix of Fun 


Torutaru 


Galka Dragoons can hold their own extremely well, functioning almost as well os average | 
| Warriors if aggro turns their way. Although a tad low on Hit Points, Galka con cover the: } 

spread! People who hunt with tank light groups will appreciate the Dragoon/Warrior hybrid. 
Elvaon Dragoons ore filled with vim ond vigor. They get out there with their polearms and make | 
things happen, usually fo the detriment of various monsters. If playing as a more offensive J 
Dragoon, this is a very solid choice, An Elvan Dragoon/Samurai con lear to do great things. 


Mithra make nother fine Dragoon/ Warrior or Dragoon/Somurai race. With the Samurai job | 
ond the Penta Thrust weapon skill at a decent level, the Mithra come into their own as a f 
melee force. 


Torutary Dragoons can accomplish more than other Tarutary con as most of the other melee 
types. Dragoon/White Mages ond Dragoon/Black Mages ore curious, but they are sufficient 
fighters. As a Torutaru, those options aren’t as limited by their modest pool of magic. 


Hume Dragoons don’t perform as well in the melee department as the heavier races. This 
choice is more for those who want to try the more mystic Dragoons, but bolk at toking a 
Tarutary up to the frontline. 


in, 
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DRAGOON EXTRA JOB QUEST 
LOCATION: Northern San d’Oria 

CLIENT: Oiheaurese 

REQUIREMENTS: Must be at least level 30 
ITEM(S) NEEDED: Wyvern Egg 

REWARD: Ability to become a Dragoon 


San d’Oria has much in the way of history, but it is colored by rumor and supposi- 

tion. When you talk with Arminibit (in the warehouse cargo room), you become part 
z | 

of a conversation about dragons, dragoons, and a man named Cyranuce, If you then 

proceed to Bostauniex Oubliette and talk to Novalmauge, you learn thar Cyranuce 

died a few days ago and one of the convicts mentioned something about dragon slay- 


ers. To learn more, he suggests that you speak to Oiheaurese, 


Oiheaurese ts located inside the Cathedral (you must speak to Morjean first). You 
are asked to find a wyvern egg and bring it back to the Cathedral before the dragon 
slayer finds it, Before you leave San d’Onia to retrieve the wyvern egg, grab a couple 


of pickaxes to dig out the egg. 


You'll find an Excavation Point in the Maze of Shakhrami, where you'll uncover the 
egg. When you return to the Cathedral, speak with Morjean about this new acquisi- 
tion. Yachemidot says that he knows something about wyvern eggs, so follow his 


instructions and take the egg to the east section of Drogaroga’s Spine in the 


Meriphataud Mountains. Leave the egg on the unidentified spot in area K-8 of 


Mertphataud. After placing the egg, ( yranuce appears. 


After that event, return to San d’Oria and speak with Rahal (in Chateau 
d'Oraguille ), who says that Cyranuce is somewhere near Ghelsba Outpost and gives 
you something to help him. There is a small hut with a Hide Door in area G-10 of 
Ghelsba Outpost. If you check the door, you are asked if you want to go into the 
battlefield. If you answer yes, then you must defeat Cyranuce—in dragon form! 
After defeating Cyranuce, you adopt the baby dragon (wyvern) born from the egg 


taken by Rahal, More importantly, your character can become a Dragoon! 


PLAYING AS A DRAGOON 


Dragoons rely on two factors to turn a 
battle in their fayor. The famous 
Dragoon jumps are tactically useful, 
but they still don’t make up for the loss 
of a second attack, higher Hit Points, 
and upgraded attack or defense. The 
big difference between the Dragoon 
and other melee types is the wyvern 
that accompanies a Dragoon from level 


one forward. 


[he wyvern ts a free ally that will do anything in its power to assist a Dragoon. Able 
to withstand considerable punishment, these loyal monsters can be summoned as a 
Dragoon’s two-hour ability, Unless slain, this will enable the monster to hunt with 
you. Even if the beast is felled, you still have access to it again once your character's 


two-hour has been restored. 


A veteran Dragoon is a team player. Instead of causing massive damage in single 
strikes, these fighters latch onto targets with their wyverns nearby, Although Dark 
Knights inflict more damage by default, a Dragoon with the right Ww eapon skills and 


equipment can approach this frightening realm of offense. 


Much like Dark Knights, Ninja, and many other aggressive jobs, the Dragoons do 
their best work with a Warrior or Paladin to grab aggro. This keeps the Dragoons 
wyvern safe, and it enables the Dragoon to focus on building TP for powerful 


polearm attacks. 


HOW LONG TO SOLO 


Dragoons do just fine soloing in the early levels. Throw Warrior in as a support job 
and watch the sparks fly! Start looking for a party between levels 10-15, because noth- 


ing will stop you before then if youre shrewd in seeking the right kind of monsters. 


YUMMY TARGETS 


Dragoons are better at fighting Dragons than most other jobs, but don't start fight- 


ing just yet. First, it isn't until level 


that a Dragoon’s job trait against Dragons even 
begins. Second, Dragoon soloing Is intended asa quick way (Oo get to your home 


point more than anything else. 


Dragoons have more fun fighting with low -evasion monsters. Especially at higher lev- 
els, Dragoons make their damage felt through constant attacks rather than individ- 
ual blows. | he job's modest Dexterity makes it important to avoid fast enemies, for 


down that path lies frustration. 


WEAPON SKILLS 


It's very difficult not to take a polearm/ sy 


ear as a Dragoon. The weapon skills for 
polearms are very good, especially the sublime Penta Thrust. With these weapons, 
you soon gain the ability to launch a range of attacks (lightning damage, stunning 
blows, or multiple hits). Add to this that Dragoons learn much faster with polearms 


and the choice is clear. 


BEING IN A PARTY 


It's rare to hear other players say that they specifically need a Dragoon. Anyone who 
has been high enough in level to see a Dragoon/ Warrior or Drag son / Samurai spam- 
ming Penta Thrust will be pleased to help you level and hunt. As with all of the 
fighting jobs, simply find a niche as a damage dealer for a group, then stick with 


known allies for future parties. 


EQUIPPING ITEMS 


Upgrade your Dragoon's polearm first, then work on finding things to enhance 
Dexterity and Strength. Vitality and Agility can take a backseat to these stats, because 


you want to hit hard and often in most party situations. 


Armor is your last priority. It will always be expensive, plus it can only take you so 


far. Pay for better damage, better stats, then look Into heavier protection. 


DRAGOON AS A MAIN JOB 


Dragoons are a stylish choice, You can inflict at least as much damage as a Dark 


Knight, and both jobs get onto the frontlines without being used as tanks. 


DRAGOON / WARRIOR 


lhis sa melee fighter, pure and simple. l sing the Warrior abilities fo increase its 
attack effectiveness, this combo can deal enough damage to rival many of the heavy 


combat jobs. 


DRAGOON /SAMURAI 


Using Samurai to focus on weapon skills, this duo ts best directed toward multi-hit 
weapon skills like Double Thrust and Penta Thrust. At lower levels, this doesn't seem 
as useful as a Dragoon/ Warrior selection, but the power of the Samurai support job 


grows over Time, making the later levels pay for the time spent. 


DRAGOON /WHITE MAGE 


Dragoons aren't as effective as Black Mages, but they have enough spirit to make 
passable White Mages. This is a valuable duo, because Dragoons have a higher Mind 


stat and more opportunities to use white magic. 


DRAGOON AS A SUPPORT JOB 


Dragoons aren't nearly as effective when used as a sub, Without a wyvern, there's not 
much for a Dragoon to do for other players. A spear-wielding Samurai may consid- 
er Dragoon, but Warrior still provides more offensive tools, a better defense, and 


higher attribute bonuses. 


acros 


INCOMING 
/party Incoming <t>, We are under attack 


ASSIST 
/assist "Name of Primary Tank" 


TP REPORT 
/party My TP=<tp> 


BEGIN SKILLCHAIN 

/party Starting Chain in 3 Seconds! 
/wait 3 

/party <call> 

/party Using Weapon Skill 

/ws "Name of Weapon Skill" <t> 


RUN 
/automove 


WYVERN CALL 
/ja "Call wyvern" 


DISMISS 
/say Rest now, my friend 
/pet “Dismiss” 


ANCIENT CIRCLE 

/party (Using Ancient Circle in 3): Gather round before 
we brave the Dragon's Fury! 

/wait 3 

/ja “Ancient Circle" 


JUMP 
/party I'll break him in two with this jump 
/ja "Jump" <t> 


HIGH JUMP 

/party From the heavens I fall, into the <t>'s cruel 
heart 

/ja “High Jump" <t> 


SUPER JUMP 
/party First he sees me, now he doesn't 
/ja “Super Jump" <t> 


5 


= 
= 
a 
= 
< 
Ss 
v 
BS 
> 


103 


2) 
S 
=. 
=. 
= 
Ss 
~ 
Q 
~ 
<= 
S 
=< 
cS 
=~ 


_ 
oc 
a 


This guide has various tools to ease your passage through the early and middle stages of FINAL FANTASY XL Although perfectly effective on their own, this section provides 


players a central source that compiles many of these suggestions. After deciding on your character's intended race, job, and future job goals, use this section to determine where 


to hunt, when to quest, and how to get where you are going. 


YOUR FIRST FIVE LEVELS 


The character creation process throws you into Vanadiel, After a brief introduction 


to your capital city, you gain control of your character. Assuming you know the con- 


trol system, it's ume to familiarize yourself with the city. 


The upper sections of Bastok can be confusing for newcomers. Try to leave the stair- 
cases and bridges behind and get to the maps on the southern end of town. There 
are more stores and people there, and you will be able to grab everything you need 
from one place (there is a home point near the south-west gate, near equipment 
stores, and an auction house). Read through the quests for that area and see if there 
are some that you would like to do. 


Learn the city by running around on Stamp Hunt (Arawn's quest), or go into the 
wilderness to collect flint stones on A Flash in the Pan ({Aquillina’s quest). These are 
both very simple for early players, thus enabling players to become familiar to the 
local areas. A Flash in the Pan is repeatable for a modest sum of gil, so do it as often 


as possible while going after the worms near Bastok. 


Outside, level up your character by fighting worms and bees, then saplings 
and stone eaters after a time. These soft targets will rarely threaten a low-level adven- 
turer. Leveling in Bastok is fast and there are many safe areas to hunt. Quaday are the 
most aggressive monster to worry about, and rock lizards are passive but very nasty 


for the EXP they offer. 


It fairly easy to get from one place to another in San d’Oria after a few minutes of 
walking. Refer to the maps and head toward the southern end of town to find many 
people, stores, and potential quests. Repeatable quests in that area include The 
Merchant's Bidding (from Parvipon), Starting a Flame (from Legata), and several 
higher-level tasks. In the north, Secodiand wants bat wings and will reveal a quest 


that is very lucrative as well. 


Bats and rabbits are yery easy targets for leveling at this point. Be wary of wandering 
Ores, especially if there aren't other people hunting in the area. These brutes occa- 
sionally wander close to the city gates. Be careful of sheep because of their tenden- 
cy to Link, and don't wander out to Ghelsba Outpost early in the game. Stick with 
light targets and use the contours of the forest to lose pursuit if Orcs attempt to 


aggro you ir character. 


Windurst is a sprawling city, so movement from one end to the other can take con- 
siderable time, There are NPCs who help you get from Windurst Waters to Windurst 
Woods (look to the right of the Optistery, by Huntsman's Court in Waters and near 
the chocabo stables in Windurst Woods). 


Very early on, it's best to hunt out of a home point in Windurst Waters. This enables 
players to quickly return after getting two-leaf mandragora buds from the tiny man- 
dragora outside and bird feathers from carrion crows. Moreno-Toeno at the 
Aurastery needs these items, and it's worth 250 gil per run, As a source of early 
income, this is hard to beat. 


Mandragora variants seem weak at first, but their tougher cousins are difficult at 
tumes. Although low on Hit Points, they attack twice during hand-to-hand combat 


and possess several powerful abilities (including one for regeneration!). 


Nee | 


Windurst tsn't the easiest area to level up early on, but there are very rewarding mon- 
sters to fight. Crawlers, once they are even matches or below, are perfect for financial 
gain (everything they drop is worth 200 gil or so because of reputable quests). 


Goblins drop several usable pieces of armor, although it's not common and takes 


considerable hunting, Hunt the Yagudo for some gil and their necklaces; give the 
necklaces to Nanaa Mihgo in Windurst Woods. 


TRYING A MISSION 


Attempt a mission at around leyel five or six. These are the city-based tasks that are 
given by the government and its representatives. More involved than quests, these are 
usually performed by several people at the same time. For the first mission, however, 


it's quite possible to go at it alone. 


astok (Zerubn Mines) 


You will probably bump into several adventurers as you venture toward Zeruhn 
Mines. This area isn't terribly dangerous, and there are no monsters above level five 
inside, Everything is fairly safe to fight, and only the giant amoeba are aggressive, 


Complete this mission and return to the city for your next task. 


an d Oria (West Ronfaure and Ghelsha Outpost) 


The first San d’Orian mission is a bit harder than the first Bastok mission. Unless 


you wait for your character to gain a couple more levels, it's best to group with one 
or two other players to hunt Ores together. This keeps the fighting very safe and 


wont increase the time it takes to get enough axes for everyone. If there aren't enough 


orcish fodder around and your party begins to grow substantially, the early areas of 


Ghelsba might be safe. Be careful of the wide range of Ore levels though; even the 


weak Ghelsba Ores can reach level nine. 


indurst (Horutoto Ruins) 


After getting the first mission, fight over to the central ruins in East Sarutabaruta. 
There are Goblins all over thar section of the plains, but they aren't terribly tough to 
defeat. The monsters inside the ruins are mostly weak, though there are more 
Goblins—ineluding some casters. If you attempt the missions before level six or 
seven, find a partner or two, It’s fairly common to find others who are working on 


M1 at the same time. 


GROUPING BECOMES 
IMPORTANT 


As players return from M1 and continue to gain levels, it becomes a necessity to 
g 


group due to a desire for increased safety and level speed. As characters approach 
Mission Two, it’s important to start trying larger groups and more involved dynam- 
ics. Work on your character's first skillchain attempt and coordinate things like 
Provoke, healing, and how to anticipate aggro, These skills are important, and those 


who wait longer to group will be a bit behind the learning curve as a result. 


astok (Dangruf Wadi) 


It isn’t safe to wander around the cliffs of Dangruf Wadi on your own, even after 
level 10. Do a search for players in the Dangruf area and see if anyone needs a group. 
If not, stay around Bastok and look for players who are interested in doing M2. 
Once you have several good Bastokans to travel with, walk south and head toward 


the Gustaberg Fumaroles. Dangruf Wadi is to the west of the Fumaroles. 
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The level range of monsters in the canyons is tremendous. The somewhat weak stone 


eaters are only minute’s walk from aggressive Goblins that are level 20 or so, Crabs, 
hares, and worms are good for leveling, and the mission itself only requires that the 


group sneak out to I-8 before returning successfully. 


and Oria (‘King Ranperre's Tomb) 


Talk to Andecia in Southern San d’Oria before rushing off to the second mission 
She te cals a quest called Grave Concerns. While dealing with the mussion iu 


Ranperre’s Tomb, this quest will net a modest bonus of gil and Fame. 


The level distribution in Ranperre’s Tomb is about as difficult as Dangruf Wadi, and 
there are many claustrophobic tunnels to contend with that make maneuvering quite 
difficult. With a small party, the bats in the tomb aren't difficult to fight, plus they're 
a critical part of the mission. If you bring a larger group, even the mid-range Goblins 


are worthy prey! 


There aren't many times after this where it’s wise for parties to go after bats, At high- 
er levels, these monsters link like crazy, and it’s usually not worth the price in terms 
of risk and magic to go after them. Here, however, you need them simply to finish 


M2. 


indurst (Further Into Horutoto) 


Don't worry about gathering a group for the second Windurst mission until you get 


there. The lower part of the Horutoto Ruins in East Sarutabaruta often has enough 
players to form one or two full groups. This is a slight boon when slicing through 
the Goblins that patrol the hallways, but it’s considerably helpful when it comes time 
to fight the balloons. These monsters can reach level 10 and they resist magic fairly 
well. If your party isn’t at full health, the balloons can devastate everyone with their 
suicide explosion. 


The second quest for the Star Onion Brigade demands that you grab several of the 
onions from the Goblins. These items drop with fair frequency, but it still takes a 
number of kills to get enough to complete the quest. This ts especially a good task 
for Red and Black Mages, because the reward is a Blaze Spikes scroll, Running 


around the halls of Horutoto to get these onions will cut a lot of wandering time 


off your work 


MOVING TO NEW REGIONS 


There is a lot to do between levels 10-and 20. As things slow down and joining par- 


ties become second nature, players will learn their place in a group environment, 
Instead of gaining levels every hour (or better), the fighting becomes more drawn out 


and strategic. Knowing the best places to fight and taking the time to get to such 


locations is suddenly well worth the effort. Spending more time finding reliable bud- 


dies and consistent party members pays for itself before long. 


astok (Heading North to the Highlands) 


Konschtat has monsters of many levels for parties to level against. The hunting ts 


good for groups that know where to find the rock eaters, followed by the mystic 
Quadavy later. Jumping the enemy casters in the } lighlands is especially easy and fun 
for groups with substantial melee assets. A party with Skillchain experience can fight 


Quadav of fairly high level without risking their lives in the process, 


When it’s time to brave Mission Three, Palborough Mines offers additional trials 
3 
h 


level 20, This task forces groups to learn more about avoiding unwanted aggro, deal- 


against the Quadav, some of which are near the mid-teens levels while others rei 


ing with linking monsters, and surviving higher-level combat with consistent healing, 


skillchains, and tactics. 


The Gusgen Mines have many natural and undead enemies for those who tire of 
destroying the Quaday, Having a hearty supply of white magic helps when ghouls 
draw near. Although Gusgen isn't as accessible to low-level parties as the Tahrongi 
Canyon dungeon, the Maze of Shakhrami, it is a good spot to level somewhat high- 
er groups. Because there are ghouls around Gusgen at all hours of the day, alliances 
or powerful groups on the Support Job Quest can fight here while looking for mag- 


icked skulls. 


La Theine is one of the better leveling spots for parties in the pre-teen levels and 
beyond. Parties can form at the border of the area and move past the weaker mon- 
sters after joining a party to reach better hunting spots. Lake Ephemere has crabs, 
Goblins, and sheep to satisfy most parties and there aren't enough wandering mon- 
sters to make it overly dangerous. It's important that mages avoid casting when ele- 
mentals wander by. It isn't that rare to spot one of them in the area, and nobody 


wants to be chased across the entire area JUSt fo stay alive. 


San d'Oria’s thitd mission is extremely fun for those who like hunting Ores. To save 
an apprentice who gets taken by these monsters, run out to Ghelsba. Bring a mixed 
group of tanks, nukers, and healers and it won't be too difficult to trash the Ores 
that get in the way, There are enough weak Ores to obtain spare gil, and the higher- 


level Ores are adequate for leveling, although there is certainly some risk involved. 


Ordelle’s Caves, out in La Theine, are also inferior to the Maze but goblin hunters 
will find their pick of targets here. Stalking saplings and several beetle varieties are 


present as well and there are no unde ad monsters to fear. 


Tahrongi Canyon is a good place to go well before you teach ten if you have a good 
tank and a ranged party (with a couple of nukers), The lower-level monsters in that 
area aren't aggressive, and the terrain makes it hard for them to close in and engage, 


especially if the fight starts with a Bind spell and some nice nuking. 


After reaching the teen levels, join dhalmel-hunting parties and watch both the expe- 
rience and gil come in quickly. This is a fine way to raise skills also, as the dhamel 
monsters require a fair amount of fighting to bring down, It takes some prowess to 
fight these monsters while avoiding the wandering Yagudo and elementals, so many 
groups use a puller to bring the dhamels back to safer locations. In the fairly open 
land of middle Tahrongi, this isn't difficult to accomplish. Inexperienced pullers 
should fall back to the south until they master getting around obstacles and the range 


of various attacks, 


The Maze of Shakhrami is in the northeast corner of Tahrongi. Although frequently 
plugged with adventurers, it's possible to gain levels here. The maze makers are weak 


worms that are easy to obliterate, especially with Barstone to limit the monsters’ 


ranged elemental atta Be prepared to flee if undead monsters are near the 


entrance, but even these delays won't stop the EXP from flowing freely. 


Mission Three is back in Giddeus, where the Yagudo thrive. Easily one of the least 
taxing missions on the Windurst lineup, you don’t need a group to survive this mis- 


sion if your character is skilled in avoiding aggro. 


GRABBING YOUR SUPPORT JOBS 


Few things in FINAL FANTASY XJ are as important or as anticipated as the comple- 


tion of the support job quest. Around level 16 or so, most players start keeping their 
eyes open for groups thar will help them hunt for the right items. By level 18, when 
the quest can be completed, everyone goes into high gear and attempts to gain access 


to this unrivaled ability. 


alkurm and Selbina 


Ir's possible to enter Valkurm and fight at lower levels (a party near leyel of I1 or 
so), but don't attempt this unless you're confident in your group's ability to take on 
higher-level monsters. Even the weaker bats in Valkurm are around levels 12 and 15. 
The good news is that they don't link, The night bats aren't aggressive either, but it's 
rarely worthwhile to stick around Valkurm at night anyway; some players have the 


tendency to race toward the area exits with evil things on their tails. 


The undead of Valkurm are foul and overly strong. Regardless of your intentions, it's 
best to fight against bogys and their ilk if your character is a higher level, Entire par- 
ties of adventurers in their high teens just can't cut it against one of these murder- 


ous ghosts. 


lhe quest for your support job will likely take place in Selbina and Valkurm, unless 
you want to take a ship over to Mhaura instead. In this area, you must defeat dam- 
selflies, snippers, and ghouls to get the quest items. Without a higher-level associate 
to assist a questing party, this can be very tedious and difficult, especially since many 


of the undead are powerful. Haying a character around level 30 is much better for 


petting this done, if you can Manage to convince a friend to help our, 


urimu and Mbaura 


The entrance of Buburimu has hunting opportunities for parties that don't have the 


inclination to hunt in the Maze of Shakhrami. Parties with levels in the low teens 
can pull some of the weaker monsters in Buburimu back to the canyon exit to 
Tahrongi, allowing for somewhat safe fighting against tougher monsters, Deeper 
inside, there are fierce Goblins and 
large versions of Tahrongi’s monsters. 
Bull dhamels, carnivorous crawlers, and 
other wild beasts roam about. 
Fortunately, there aren't as many 
ageressive monsters here compared to 
future hunting sites, so there is still lee- 


way fora newbie who wants to sneak 


to Mhaura. 


Ic isn't difficult to defeat two of the monsters for the support job quest with a 
healthy party, especially if a powerful ally along for the ride, Bull dhalmels and 
mighty rarabs aren't too difficult either. The bogys that hoard one of the three items, 
however, are just as frightening as those in the west. It takes a player with a level in 


the twenties to give parties a chance to win against bogys. 
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THE PATH TO JEUNO 


After leveling to the point where your support job is capping, it's time to start look- 
ing toward Jeuno and Qufim Island. There are leveling opportunities throughout that 


area, and people from all three nations can meet there to trade, banter, and compete. 


The ability to ride a chocobo makes it much safer to travel to and from Jeuno, once 
you acquire the Chocobo License. Because each of the crags has a chocobo dealer, it 
is possible to explore the areas around Jeuno without any worry. Some of those 


aggressive monsters are around level 40, so casual travelers should give them a lot of 


respect, 


Ride from the chocobo stables in Bastok, through Gustaberg via the western passage, 
to the Crag of Dem in Konschtat Highland. Pay to get a fresh mount for the rest of 
the journey. Ride northeast into Pashhow, then continue northeast into the marsh- 
lands. Use the smaller path north through the swamp instead of going to the east, 
which forces players to backtrack, This saves some time and to reach the outpost in 
northern Pashhow. Rolanberry Fields offers a relatively straight shot to Jeuno, but 
hurry to avoid any problems. There are aggressive monsters both on and off the road, 


so don't lose your chocobo, 


Use the chocobo stables in Southern San d'Oria and leave through the western gates. 
Go southwest through West Ronfaure, following the contour of the land. After rush- 
ing south into La Theine, turn east and head down the hills into the lowlands. 
Southeast of Ephemere is the Crag of Holla, where players can rest and remount, 
Travel east into the depths of Jugner, but don't avoid the road there whenever possi- 
ble. Cut across the land and take the eastern route to the river and find the road near 
the bridge. Take the road from there to Batallia Downs, then race east across Batallia 


to find the bridge. 


The ride from Windurst to Tahrongi is simple enough. Go through East 
Sarutabaruta up the west side and cut over to the Tahrongi Canyon entrance. Slip 
through the path north and slightly west to get a fast route out of the cliffs in 
Tahrongi, then curve northeast to reach the Crag of Mea. Get a second mount, turn 
back to the northwest and go into the Meriphataud Mountains. The way from the 
mountain entrance to Sauromugue Champaign is almost directly north, but follow 
the land to avoid the inland sea north of Drogaroga's Spine. At this point, the mon- 
sters turn vicious so make haste, The road is too far west up in Sauromugue 
Champaign, so trayel north by northwest until you find the path after it turns. From 


there, the northern split takes you to the Harbor Bridge of Jeuno, 


HUNTING IN QUFIM 


The land worms of Qutim provide a great opportunity to level. Hunt them in par- 


ties after reaching Jeuno; they are around level 25-27, and it isn't difficult to bring 
them down even when they're listed as very tough or even incredibly tough, as long 


as the party is skilled. 


When the experience dims somewhat from the land worms, switch to dancing 
weapons while waiting for your extra jobs. Ac around level 30, return to Jeuno, see 
what quests or missions need to be done, then head off to find any extra jobs, This 
starts the leveling process over again, but the second time through isn't nearly as 


tough, 


Timing things so that your favorite leveling buddies switch to extra jobs at the saimie 
time Is worth it if other players are only a day or so apart. It's nice to begin anew and 
haye a hardcore hunting group just waiting to pull you back into the higher tiers. To 


pass the time, crafting or leveling a support job will keep the boredom away. 


One of the first priorities upon arriving in Vana‘diel should be the proper equipping and arming of your character. The equipment system in FINAL FANTASY XLJis based on 


a level requirement system. There's no need to worry about broken swords and cracked armor in Vana‘diel; instead, you must focus on your character's level of experience and 


job when purchasing, making, or otherwise acquiring equipment. 


If your character's level is too low to equip a piece of armor or a weapon, then you 
must hold it in your inventory until such a time as he or she reaches the required 
level. While this system cuts down on the fees associated with repairing equipment, 
it does strictly limit what your character can use at a particular level, This creates 
something of a level playing ground between you and the other players, thus enabling 


you to identify other characters of the same level range by sight. 


On the negative side, you can't purchase insanely high-level equipment for a low-level 
character, Additionally, if you want to use previously purchased equipment you're 
saving for a character in another job at a high level, you must dedicate valuable stor- 
age space to those pieces. If not, you'll be forced to purchase the same equipment 


later on! 


Weapons 


The type of weapons your character can equip depends entirely upon his or her job 
at the time. Monks are fairly limited to hand-to-hand class weaponry, while Warriors 
can equip most any type of weapon. You must decide which type of weapon you 
want your character to specialize in. However, it's important to take into considera- 


tion the job’s natural inclinations along with your own job plans for your character, 


Characters develop proficiency in weapon classes through actual use of the weapon. 
During battle, a character gains experience points in small increments that apply to 
the weapon's combat skills. When your character's weapon-based combat skill reach- 
es a certain level, he or she learns a Weapon Skill (a powerful attack based upon the 


weapon). 


When you change jobs, your character doesn’t lose his or her weapon proficiency; it's 
merely capped downward based on the new job and the character's current level in 
that job, For example, say you start a game as a Red Mage and build up that charac- 
ter’s proficiency with a dagger-type weapon. When you switch to the Thief job, your 
character retains his or her ability with a dagger/knife and starts each new experi- 


ence level with that weapon's combat skill level maxed out. 


The following tables list the weapons in each weapon class through level 50 and the 
Weapons Skills you can learn through use of those weapons. Weapon skills with an 
(EX) nexe to them can only be used when the main or support job is set to the indi- 
cated job, Keep in mind that some weapon skills are limited to a particular job. The 
weapons are listed by level and then broken down further based on the delay of the 


weapon (higher delays first). 


ITEM NAME 


LEVEL DMG DELAY ATTRIBUTES TYPE 


Cat Baghnakhs 


WAR MNK WHM BLM RDM THF 


You can purchase equipment from a variety of sources. In addition to the usual 
weapon and armor shops, you can bid for used pieces of armor at auction houses. 
Depending upon the value of the item and its demand, you may find an opportuni- 
ty to acquire the equipment at a better price than a shop. In addition, the auction 


house tends to be a better place to resell unneeded equipment than a store. 


Alternatively, you can turn to the Crafting Guilds to make armor and weapons. 
While this feat takes practice and materials, if you start building your character's 
crafting skills early on, you can eventually match your character's abilities with your 


equipment needs. Just make sure you specialize in a guild that makes the kind of 


equipment your character will need! 


Only instruments used to physically inflict damage ear weapon skills attacks, This is 
# why you won't find Weapon Skill associated with Musical Instruments. 


Delivers an attack that ignores target's defense. 
Amount i on a 


PLD BST SAM DRK BRD RNG DRG NIN SMN 


Burning Cost +3 — = ix 
Add: Fire Damage 


Sk Boghnakhs | 19 | 5 | +60] Add: Sience | Boghnokh | | | TE tm 


$1001 
HOW 3HL| 


W suodvan 


ITEM NAME LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Natl Kudles petits {toma foot totet | fetatatat fet fas 
Cougar Baghnokts| 20 | +6 | 51_[lce +4 Aid: ke Damage Boghnokh | mm | mt | 


Sonic Knuckles +6 Accuracy +2, 
Add: Wind ——. 


Baghnakhs | Baghnokh | mm | mt 

Lynx Baghnokhs EHH 
Poison Cosi | 27 | +3 | 38 [Accuracy +3, ad: Poson] Cosi | im | m | | | m| mi mie] [ow] [oe] | | 
Cavs ED Ee | ee eee 
impact Kuckes | 32 | +8 | 86 | SIR+1, Accuracy +3 | Knuckle | m | m | | |m|m|m| me] [me] [a] | 
Kats ii AE NE en kN Te Oe a La i 
PsnBoghnokhs | 33 | +7 | 60 | Adé:Poicon | Boghnokh | | | | | | mm] | | tw] | dT 
Poison Clws | 36 | +8 | 66 | Adt-Poion | cow | | | | | |m| | | ja} | |] [ei 
Myth Knuckles | 38 [+9 | 96 | Accuray+2 | Anu [mm [| m | | [m[m{[m{[ om] [ow] to] | 
Poison Kors | 38 | +9 | 4 | Add: Poion | nono | | | {| | [m} | |] tet} | | fe 
Himantes | 40 | +4 | 48 | Acco s3 | cosi_ | mt om] | [mimi ete] fe] fe 
wid Cavs | 41 | +9 | 66 | Add:Weoken Defense | cow | | | | | |m| | | |m|] | | [al 
Nyt laws a 
Conasve Cows _| 41 | +10 | 57_| Add: Weaken Defense | Cow [| Om a He A TP IS 


Beat Cesti a DEX +2, VIT +2, Cesti 
a +3 


Patas | +14] 96 | 


Cross-Counters a +3, 
Evasion -10, 
Counterattack +5 


Te. Wag. Hooks | 50_[ +15] 91 | aoc +10,08F-10 [Pom | m{m] | | ff jet | 


i) er Class Weapons 


DAGGER WEAPON SKILLS 
WEAPON SKILL SKILL LV. DESCRIPTION 


mr —— wore re 


Wasp Sting 
Gust Slash 
Shadowstitch 
(EX) (ROM/THE/BRD/BST/NIN) 
Viper Bite 


Deals double damage and poisons target. Duration 
of poison varies with TP. 


Delivers an area attack that deals wind elemental 
damage. Damage varies with TP. 


Cyclone 


Energy Steal 


ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


ITEM NAME 


Onion Knife 


LEVEL DMG DELAY 


Bronze Knife 
Onion Dagger 


Bronze Dogger] 1_| 3 | ves[ | Dogger | |] 
Coronil Dogger] |_| 1] 1a3] we+10_ | Dogger | mw | [| | |e} ete eel 
Rusty Dogger {| 1 | 3 [es { | ogger | || le 
Bind Kote | 7 [4 | a | aid: Bindness | nfo | mm | {| | jet] [altel ele le 
Bind Dogyer__ | 7_| 4 | 188 | Add: Blindness | Oogger_| mm | | | mw{[ mie} eleltelte lee ele 
P 7 [4 | iso] pex+t aci+1 | dogger | [| | te 
po fs fis Dogger | ml ele 
ps | a] Adésnprin J Ate | mf [ft | fetal fete lte tele 


Beestinger 
Brass Dagger 
Aspir Knife 


_ 
_ 
oO 


ITEM NAME LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
Sene Ogg | 2 | 6 | ia | adsl | ogg [| | | [| lo tell | 
Dogger | 7 ae || logger | | Tl eee 
knife pi | a fis | | toe Pom TT TT 
a a ee eee 
Kok EK LD a LL 
PosonBosend | 20 |e | isi | Adé-Poion | toserd | mw | [ [m[mletet [ | fey [ [el 
Mi (ns dE 


Mercenary’ kif BL ed awerst hte Lat) | ji ei | le 
ton Bosord | 20 | 9 | 186 | aad: Poison | toslord | mm | | [foto | Tl 
A 
Decurins Dogger | 20 | 10 | 178 | Acuray +2 | Dogg | m | [ [m[m[ alt etolele lolol ole 
roson tote [zi [9 [am [ad toion [fe | m | [TT [mle] [ete te lel ele 
acid Dagger_|_ 23 | 10 | 183 | aa: Weoken Defense [ Oogger | m | [ [m[a|m{ al alele lolol ell 
vidoe | [wt oe |m] | |o[ele[elelelele[elelele 
ConosveDogyr_|_ 29 [11 [7a [ na: Weaken Deere | Dogger [mw | [ [ma [ ma [ alata lele lolol ele 
Posonuki | 24 [io [206 [adésPoson | oki | mm | | | [ [at Tot fey Tey [al 
Posonoksis1 | 24 [11 | 200 [7 addPoion [voli [| [TT fa | el eT 
PanyngKnfe_| 25 [11 [195] porying sls | voli | mm | | | | [mete] [ete le tee 
Kis MER 3 MAR 9 (EY Ps WR ME, 
Archer's Knife AGI +1, Knife 

Gal Ba a Ss aS 
make |W] o Tm, toys [wm lel] | | [el | | Je, le, [eo 
Ry Sqr Dagger | 30 [12 | 18 | Accroy +3 | Boselrd | mw | | | mi m|m{[ ml | | [el | [el 
acid ote [31 [12 [195 [ aa: Wenken defense [toe [mm { o[ |] [mt at [ale te[e lel 
A AE A 
Corrosive Knife | 31 | 13 | 190 | Add: Weaken Defense koe [mw] | | | [ml e| [ele lel ell 
Myilfe +1 | 31 13 [igo we [mf] oT miele ele 
wid ulci__ [34 [14 [200 [ad Wooken Defense [tokio | [| 8 ee i 
Conove Kuki] 34 | 15 [194 | aid: Weaken Defoe | tuki_ | m | | | | Tmt | tT fat fel [el 
Wy Mokei_ 3 [te [oT okt Pm 
Myr Goelnd | 36 [13 | ta { | Boson | mm | | Tt 
Fine Boseord | 96 {4 | ver {| Bose | || 


Marauders Krfe | 40 | 15 | r95{ oexs2aciez | toe | [| | [| [ fet PT typ py ft fy 
Poper fo | 40 | 5 J 95 | acizcnns2 | fe | | | | ft yy tt te 
Gab Gt. Dogger [40 [15 [tse [Kis fo 
Ai oslo Hep it ate te todas Fg} et 
Corrosive Baselard | 40 | 15 | 181 | Add: Weaken Defense | Buselord | m | | 
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SWORD WEAPON SKILLS 

WEAPON SKILL SKILL LV. DESCRIPTION 

Fast Blade ; twofold attack 
Burning Blade 
Red Lotus Blade 

(EX) (WAR/PLD/DRK) 
Flat Blade 
Shining Blade 
Seraph Blade 
(EX) (WAR/PLD/DRK) 
Cirde Blade 


‘Delivers a twofold attack; damage va varies with TP 
ee) Deals fire elemental damage; damage varies with TP. 


Deals fire elemental damage; damage varies with TP. 


Stuns target; chance of stunning varies with TP 
F100 | Deals light elemental damage; damage varies with TP. 
Deals light elemental damage; damage varies with TP 


P1500 Delivers an area attack; radius varies with TP. 
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ITEMNAME LEVEL DMG DELAY ATTRIBUTES TYPE _ WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Bronze Sword | 1 | 6 | 21] | hortSword] sm | | | Cf rt | | Cl 
a A a 
Wax Sword pits bas | sei  f tt 

a ee eee eee el 
eS a ee ee ee ee 
acid [ww] m| | oo [w| || [a] el e[e] [ele[elele 
ea HT A CE A ME A A A 
Scimitar BBL Es See eo Ce ee ee ES ee ee 
eA A 
aio [ot ufes| | i» |e | [w[ule(ele| (eleleleley 
longsword | 18 | 16 | 40 | tong Sword] | | | | Cf ly 
IronSwod | 18 | 4 | si | ShorSword] sm |] | CPt | | le 
FireSword__| 18 | 12 | 225 | Add Fire Damoge _[ShortSword] mt | | =| | | mm | mm] | [miele 
Flame Sword | 18 | 16 | 218 | Adé Fire Domoge _[ShortSword] mi | | | =| | m| m| | |m] m/e] | | 
Smo Sword | 19 [ 13 | a6 | xz | Bio [| mm] | flo | fe 
Degen ELE es a) A 
iinsod [| stm | coin Tw] | | 1wtw[e[e] [oleletele 
Tuck 
Gladius ee 
Nithran Scimitar] 28 | 19 | 236 | DeX+3 | Scimitor | mm | =| =| | | mm] | [ete] | | | 
Broadsword | 30 | 19 | 233] Bromo] om | | | CT] fo | cl TT 
Centurions Sword | 30 [19 | 225 [ Accuracy +3, Atk +4 Shor Sword] mm | [| [| | | | ho] | | | | 
Fleurt EVES 55 Re, 50 ae eS ee ee 
‘wider Sword | 32 | 19 | 231 | AGl+3 | hortSword] om |] | SC] | | | | Th | | 
Hunting Sword [ 34 [27 | 264] esr] som | | | CT | Ct] | ct TT 
a OO 
Myr Sword | 36 | 21 | aan | Short ord] om || | Ctl | 
HolySword | 36 | 22 | 225 | Add: Light Damage _|ShortSword] mi | | =| | | m| mw] | |eieiei ele 
MyhiriDegen | 36 | 20 | 24] | oper | mm] | | Cf] fm] | | 
Divine Sword _| 38 | 23 | 283 | Add: Light Damoge [Broodsword] m | | | | m| [mi] | {w/; | | | fe 
Cb Cost Scimitar] 40 | 26 | 229 | Accuracy +3, Aock +5 Scimitor | m | | | | | m| | |m{[m] | | | | 
YMok Tuck [40 | [me] | ito P| | CT fl 
Flame Degen | 40 | 22 | 224 | Add: FireDomoge | Ropier | m | | | |m| |m} | | {|u| |a| | 
Fame Degen +1_| 40 | 23 | 218 | Add: Fire Domoge | Ropier | m | | | |m| |m/ | | ja| [a] | 
Fencing Degen | 41_| 22 | 224 [MP+i0,INT+i,MND-+1| Ropir | | | | |m| | | | | | {] |] | | 
Honor Sword | 42 | 28 | 240 | Wir+2,WND+2 [LongSword] | =| =| | | (mi; | | | | | | 
Duel Ropier | 43 | 23 | 224 | Poryingskil +10 | Ropir | m | | | |m| |m| | | [w| [al | 
Focion | 4 | 28 | ae | Fon | | | | |] Ct hf ly 
Ancient Sword | 45 | 25 | 228 | ade: Curse | Glos | mm | | | | m|m|mi| me] |e el | le 
Holy Degen_| 45 | 24 | 224 | Add: Light Damage | Ropir | m | | | |m| |m| | | {[w/] [a] | 
Holy Degen +1_| 45 | 25 | 218 | Add: Light Damage | Ropir | mm] | | | m| {[m| | | {w| [a| | 
Knights Sword | a7 | 31 | mo] tong Sword] mw | OT | Ct) Ctl Ty TT 
Flame Blade | 47 | 30 | 236 | Add: FireDomage | fokhion | wm | | | | |m| |m{[mi/[m| [m| | | 
KoightsSword+1[ 47 | 32 | 233] Long Sword] mm | | | Ct | TT] ct TT 
Grimson Blode | 49 | 28 | 231 | MP +i0,1NT+5 [ShortSwod] mm | | | | | | |] | hf | | | | 
WAmySword_| 50] 32] 0] long Sword] mm |] | Cf] tT | ct TT 
Te. Mag.fspodon | 50 | 38 | 257 | atock +12 [ousordSvocd] mm | | | | [| fm] | fe} [| |] 
Musketer’s Sword | 50 [26 [24 P| Rois | mT OT | tT ty 


reat Sword Class Weapons 


GREAT SWORD WEAPON SKILLS 

WEAPON SKILL SKILL LV. DESCRIPTION 
Hard Slash Damage varies with TP. 
Power Slash 


Deals critical damage; chance of critical hit varies 
with TP. 


Deals ice elemental damage; damage varies with TP. 
Deals ice elemental damage; damage varies with TP. 


Frostbite 
Freezebite 
(EX) (WAR/PLD/DRK) 
Shockwave 


Delivers an area attack that puts target to sleep; 
duration of sleep varies with TP. 


ITEMNAME LEVEL DMG DELAY _— ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


chotiges [1s [os | Gyo eee 
Rusty Greotword |] 1 | 14 | 456 | oreo] ms | | TT Tt Tt 
Deahbringer_ | 5_| 20 | 466 | atk +8, eF-6 | Coymore | of of | ft tT tt te 
Cymore | tof a fg | oymore | om | TT TT 
Fane Grentword | 13] 26 | 444 | Ad: Fire Damage | Coymore | mm | | | of | fat | fet fT 
Bung Caymoe | 13 | 27 | 431 | Add: Fr Damoge | Coymore | m | | | | | ja] fT jet fy | 
Braveheart | 18 | a0 | 444 | vex +2, dco +5 | Goymore | mm] | | | | te} | tet | 
TwoHnd. Sword | 20] 35 | 456 | orooSvord] mT] TT 
Mc Greasword | 20 | 33 | 431 | tok +7 | oymore | m {| | | ff ft 
Baboins Sword | 24 | 37] 444 [Accra 5, Atk +15] Coymore | m | | [| | tat { tet fy 
Inferno Sword en 
Hele Sword | 27 | 41 | 443 | Ad: Fre Damage [Great Sord] mm || 


ee ati aos GDR a 958 


Add: Darkness Damag 
Mythril Claymore | 36 | we caparE Er 


Fine Claymore GE ees teristic en cae 


Ice Brand 53 Ice +8, Great Sword 
Add: Ice Damage 


Ryl.Swd. Blade | 40 | 56 | 400] ——=—_—_—‘[Great Sword] | 
Greasword ee 
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KATANA WEAPON SKILLS 
WEAPON SKILL SKILL LV. DESCRIPTION 


Blade: Rin Deals critical damage; chance of critical hit varies 
with TP. 
Delivers a twofold attack that paralyzes target; 
duration of paralysis varies with TP. 


Blade: Retsu 


Blade: Teki 
Blade: To 
Blade: Chi 


Deals water elemental damage; damage varies with TP. 
100 | Deals ice elemental damage; damage varies with TP. 


Delivers a twofold attack that deals earth elemental 
damage; damage varies with TP 


ITEM NAME 
Kunai 

Wakizashi 
Shinobi-Gatana 


LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
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ITEM NAME 


Suzume 


Sakurafubuki 


Tachi: Enpi 
Tachi: Hobaku 
Tachi: Goten 


Tachi: Kagero 
Tachi: Jinpu 


ITEM NAME 


Mumeito 


Okanehira 


Kotetsu 
Homura 


Hosodachi 
Mikazuki 


As 


LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SNN 


Bn eee 
[26 | 16 | 232 | AdéPoion | shinobi | 

RN a 
ee ee 
Ll BESTE CE EMR (Co NU LN 
[46 | 25 | 232 | Add Weokan Defoe | Sriobi | [| of of ot ft tt 
OA EC NN eA PS 


Deals lightning elemental damage; damage varies 
with TP 


Delivers a twofold attack that deals wind elemental 
damage attack; damage varies with TP. 


LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Hifi fen | __{ vin ff} fF} 4 fe; ttt 
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AXE WEAPON SKILLS 


WEAPON SKI 
Raging Axe 
Smash Axe 

Gale Axe 
Avalanche Axe 


Spinning Axe 
(EX) (WAR/DRK/BST) 


LL SKILL LV. DESCRIPTION 
Delivers a twofold attack; damage varies with TP. ; 
ae = Stuns target; chance of stunning varies with TP 
Chokes target; chance of choking varies with TP. 


| 100 | Damage varies with TP. 


Damage varies with TP. 


ITEM NAME “~ ca DELAY ATTRIBUTES TYPE WAR MNK ai onl ina a nai r ini ri in im ia iia SMIN | aaa 


bs fi] | ene| |_| i 


eee Se oe 
MND -1, CHR -1 


brsshe |] 8 | | | Bole ce | | = 
Legion’ Axe Vee eo oo hed 
EL A EA Ss 
a A 7 TY AA OA = 
a oe ae a a a a a ee se x 
Hotere | 0 | m0 | eT tattoo | | Tl 
A EH Ea A (OR Pm 
Tigerhuner [26 [22 [276 [ad Porch. Tigrs] Gotiehxe | mm | | | | | | tm) jw} [al] | 
A MET 3 RS WA AA eA A eas 
Warrior’ Axe fap es fe 
Wyte | a | 9 | mo] eee | mm | OT | UT Tl 
aE Fd Bak a eile Bl 0 
vs. Dolls 

Bobori xe | 40] 32 | 286 | ste +2,CHR+2 | Tbor_ “3 
Cab thee Peta me bee pet PPP pet pet pet 
Tabor Kec) eee } Tabor | 
% mii ae PEE 

Fanh +10, Add: 

__Wind Domage_ 
Se ee ee 

Evasion 10 
Nyt Pk ee 
GREAT AXE WEAPON SKILLS 
WEAPON SKILL SKILL LV. DESCRIPTION 
Shield Break ea es Lowers targe’s evasion; duration of effect varies wih TP 
Iron Tempest ae call Damage varies with TP. 
Sturmwind (EX) (WAR/DRK) Delivers a twofold attack; damage varies with TP. 
Armor Break | 100 | Lowers target’s Defense; duration of effect varies with TP. 

Deols critical damage; chance of critical hit varies with TP 

ITEM NAME — LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
bey pif ef a) feet TT pa tt z 
nero xe | 8 | 23 | S04 | Add Fre Domoge | Groote | m | [| | | | ft = 
Hele xe TEC CICCOLO 5 
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WothAce te | a2 | ago | oes eeot ce | mT 
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SCYTHE WEAPON SKILLS 


WEAPON SKILL SKILL LV. DESCRIPTION 
Slice Damage varies with TP. 
Dork Harvest Deals darkness elemental damage; damage varies 


with TP. 
Shadow Of Death Deals darkness elemental damage; damage varies 
(EX) (WAR/DRK) with TP. 
| 100 | Blinds target; duration of blindness varies with TP. 
[Si tea Delivers on area attack; radius varies with TP. 

Deals critical damage; chance of critical hit varies 
with TP. 


ITEMNAME LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN 
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Se. es, 


INT +2, MND -2, 
pelea 


a i ee es 
Shes Sate Aad: ke Stet fps #5 a wet 
Fea 


(L 2 
Po Class Weapons 


POLEARM WEAPON SKILLS 
WEAPON SKILL SKILL LV. DESCRIPTION 
Double Thrust Delivers o twofold attack; damage varies with TP. 


Thunder Thrust Deals lightning elemental damage; damoge varies 
with TP 


Raiden Thrust 
(EX) (WAR/PLD/DR6) 


LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


OM A RR MR A Ro 0 i 


‘(TEM NAME 


Cruel Spear 


E LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM _THF PLD BS BST SAM _DRK BRD RNG DRG _NIN ‘SMN 

: INT +2, MND -2, | 
Light -2, Darkness +2, | 
——— Lowers Evasion 


= 
= 
= 
> | 
i 
restored varies with TP 
Lowers target's INT, chance of lowering INT varies 
ITEM NAME LEVEL DMG DELAY ATTRIBUTES TYPE _WAR NK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
esas ee oa a a Ss Se | 
|. 
oS a|8 
Wid Codgel Tria ewe eet tetetetereteterereretetet 
z 
INT +2, MAD 22 = 
= 


Spell interrpution rat 
down 25% 
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ITEM NAME LEVEL DMG DELAY _ ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Sid ib Tisfiofo| os Pe 
Decwion'sHommer| 18 | 16 | 324 | | Homer | Tt tT 
YewWond | te {7 | ne | wts3 nwo +s | Word | | fmt ete | Tt 
RE DN EC 0 Oe EP Sk 

ee Te OS OY EY YAS PA A NE VES ARE RR 

Bouncer Cb ESE He petetepepepepepeeatete 7 
fod | a ee 


Pixie Mace Light +3, Darkness +3, 
Accuracy +5, 
Add: Light Damage 
Heat Rod Se tee 
Bone Cudgel racteteeteteretetetetetet stereos 7 


Ril Sa. Mace 9 
Maul EE 


Chestnut Wand | 10 | 216 | INT+4,MND +4 | r 
Mythril Rod 288 WP, a 
PUT edie “s ECR 

INT/MND/CHR +5 

Mythril Mace = 

sao irene 

ne Meibe = eT 
Darkness +3, 
—— 

Great Club RE ees 


Blessed Hamme EEC V2 VV 
Ca A A A A AH 
Hoty Mace | 43 | 24 | 300 | Ad: Light Domoge | Moe | mw] | m| | | fat [py yt | | 
Bone Rod ee 
Tine Homer | 47 | 31_| 324] ade: Stow | Homer |] fm] ot tT 


vi tdi Fc Ol 
Damage vs. Quadavs 


Rose Wand [v4 | 76 | ints, mno+5 | Wand || 


Lilith’s Rod 288 | MP +10, INT +5, 
Add: MP Drain 


CC Ee 


Sra t Class Weapons 


STAFF WEAPON SKILLS 


WEAPON SKILL _ SKILL LV. DESCRIPTION 


! I cis al "Damage vari varies with TP 


Earth Crusher 
(EX) (WAR/MNK/WHM/PLD) 


ITEM NAME LEVEL DMG DELAY __ ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Ash if i papetatatel| {tet {taj tt ® 
Onion Rod SB Es ea ee a IO oe he 7 
Ish Poe on Ea Sn s 
ee en 
Freesword's Sof | 10 | 9 | 346 | HP s6,mP+6 | Sto | m | mm | m| im | | |m| | |o|] | [| |e 
a ee ee 
a Ee Es a Ge 
Mercenary Pole | 18 | 22 | az] me | ty Tl TT TUT Tl UT hd 
Em Staff Re ‘ 
ied dub Ee ee a ee ee ee 
ce Willd et er id 
Water +6, 
Add: Water Damage 

Sees OG TN (ESS 0 Se 
or SS er ee ee EO * 
Se Ee oS Ce ee en 
Quorersioff [45 | 40 | 402 | Ack +4 | oe “| OT rt | | | CUT] | hc] hdT hd] ht 
rl Pai st ae ae ee | eee ce Te op ae) 
add bib i ih 

Ice +10, Add: Ice Dam 

Wits Soff | 50 [26 | 366 | HP+9MP +9, | Sift | | iS a a Te : 


NIWdIN0I 
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SKILL LV. DESCRIPTION 


Deals fire elemental domage; damage ¥ varies ies wih uid 
Delivers an attack that ignores target's defense; 

amount ignored varies with TP. 
Dulling Arrow (EX) (RNG) Deals critical damage and lowers target's INT; chance 
of critical hit varies with TP. 


ITEM NAME LEVEL _DMG DELAY __ ATTRIBUTES Ls _ WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Shortbow 


Shortbow +1 
Longbow | 5_| co anne C3 IC 25 eee 


ah PPS SECO EEL 
Attack +3 


Self Bow |] Short Bow | mt | 


stot _ See eee Reta 


Hunter’ ss STR —— AGI +1, = = 
Ranged pre Z 
— 


Power Bow | ong Bow | tow | 


Power Bow +1 —— Accuracy +2, | Long Bow 
Ranged Attack +9 


tuning Gow | 7 | 15 | 360 | Short Bow |] 


Wrapped Bow refs tet Toes fTotetetetetet tet te 

Wigpd Borst | 24 | | 3st | tage Any 3 [Siottow | fT eee 

bY mE A 
Ranged Accuracy +3 

Great Bow 

aid ed ilk SE 
Ranged Attack +12 

Composite Bow |__| Short Bow] mm | peleletelel ey! fe 


Compost Bow +1 Se ar eee po eee err e eoe 
Speed Bow i eS Ed ee 
Batle Bow jo {tong tow | mT 


Battle Bow +1 Ranged Accuracy +2, | Long Bow 
Ranged Attack +15 


Siping Bow | 7 | 360 | AGl+4 | Shor Bow | | | 
Kaman Ste eee Ch heehee 
Kaman +1 ee Eee ee 
War Bow DS (Cs ED a 


War Bow +1 Ranged Accuracy +2, | Long Bow 
Ranged Attack +18 


WEAPON SKILL SKILL LV. DESCRIPTION 
Hot Shot (EX) (RNG) | 10 | Deals fire elemental damage; damage varies with TP 

Split Shot (EX) (RNG) Deals damage ignoring target's defense; 
amount ignored varies with TP. 
Deals critical damage and lowers target's INT; 
chance of critical hit varies with TP. 


‘Sniper Shot (EX) (RNG) 


ITEM NAME LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


light Crossow | 1 | 6 | eg] | oosshow | | | | | ll 
gn Coshow +1 | 1] 7_| 280 | Ranged dtick +3 | Grostow | m | | | | | | | | tet fe] | 
ig. Coshow A a 
eet Tee eet ieee at atest et 
a SS A 
a MS MT A A PHT A 
a Ey DS (Eee 


ar Sk RE A a 
LCC, FS Ea ES MS NH A 
CERES al 2 2 a DR eT A Ts (a a se 
Power Crossbow Be at 
PioteS Gun | 27_| 20 | 600 | tarih-3, Woer+6 | Gun | | (i 2 RS PS ese 

— Sa ka Pal 

Lightning +3, Water +9 

Zamburak ee 
Tomburak +1 | 30 | 20 | 280 | Ranged Wack +9 | Crossbow | mm | 


Serpentine Gun 


25 Ranged Accuracy +10, 
Ranged Attack +10 


SR a DD A | 


goo 1g ag, 


INJWAdINDI 
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M usical Instruments 


ITEM NAME LEVEL DMG DELAY ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Ft fit fit tf ft Tt ta 
ee ee 

Maple Harp Wn ss = SCN 
Ee A A WS A DH (ee Ss 
Cr AS EA LE |S 
aa A A A A A MD PR AR He Ye a: Ly (ET 
Fc a ae DS (gs J | 
eA A A A a MR A 
Hap A a a DR OR MR 1 | i PR Pf 
7D MR) A WA SE es FAR SR Se ei ea hem i i a al 
A BE NR OT Se NW P,P A A 
a OS a 
A A eA) POA A RE aC A A 
Ry Sqr Horm | 20 | cn ss more st | norm | TT 
a a ES OS a OH 
Tovesiore +1 | gz ||| “Wodeiga" «2 | fie | oT | | Tt 
Se SS ae SO 
TSMR BE A AR RSS EN UR) WS ST MO Ik By 
Es EE a SC, FS) MA LO 
Hom 5 es MS ZS Ta Say A a Des fe TL He OD es: 
AP (EDS NS RW EO YT A Wa 
a A SL AS LA BO? (A SP | 1 
A A AT MM | PL 
er A a RE a es SE A GH Hh 


suodv2 


— 
BS 
C] 


ITEM NAME _ LEVEL DMG DELAY _ ATTRIBUTES TYPE 


Pebble Ree? i) aes Projectile 
eS a Ee Wa | De) a a 
le ES eee EC ee ee a ee a ee 
Wooden vow | 1 | 5 [io] | row P| TT Ct fl 
BombArm | 5 | 6 | 300 | Add:FireDumage | Grenade | m | | | | |m| | | ja] | {| {el 
Course Boomerang | 6 | 6 | 323 | | Boomerang] m | =| | | ctw] | UT dT | ct 
Dar RL EST Se oe el ee ee es ee 
Bone Arow | 7 | 9 [mo] | ew PT 
Boomerang |] 14 | Mi | {Boomerang | mm | | | | tT | rT TT ly 
ee BS (Ee (Ol ena NS a a ee 
PC OO 
Shuriken Hep 
Grenade {19 | 13 | 300 | Add Fire Damage _| Grenade | mm | 


Flame Boomerang Fire +4, Boomerang 
Add: Fire —— 


Bullet 

Boomerang +1 Se ee OTE 
Ce ES 2 eas | ee ee ee es 
ead) th | eee a ag) — | do ae PD 


Pinwheel 


a ee ee 


WAR MNK WHM BLM RDM THF PLD BST SAM 


Chakram 


CE A 7S CY 
twin [uw] alm] |i} ||| 17 1 || 11111 1a 
vie toie [2 | 8 | 00] Miotonoe | Gone | @ | |||] | | lel] | [et 
ogtoneey | | uo] —wict ltoneng! @ | || || =|| | | | Te] | 


DRK BRD RNG DRG NIN SMN 


Tatum ope __tfe eee} et et eae te * 


tye ERE ae 


Jr, Mk. Chakram Ranged Accuracy +5, 
Ranged Attack +5 


fio Grenade | 40 | 21_| 300 | A: ighting Damage | Grenade | mm || 
(nb, Gt ae oe eo eter 
eT Th a, A La a A 
Fie row | 45 | 29 | 120 | Ad Fre Damage [Arrow | me | | | fete eee fe 
ke brow eee 
ligining row | 45 | 29 | 120 | Ad: ighting Damage | Arrow _| 


Yogudo Freezer 47 rm Ice soo Boomerang 
vs. Yagudo 


Manji shuren | 48 | 63 | tg2 | | Shuriken | TT 


a ere 


STS EM ECE Se) | A DY A 


300.1, 198 aq). 
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Armor, Shields, and Accessories 


Armor comes in a variety of fabrics, so you will always find something thar is suit- 
able for your character and his or her job. Since the rating given to monsters in bat- 
tle when you “check” on them is based upon your character's level and the assump- 
tion that he or she is wearing level-appropriate equipment, it's important to upgrade 
your equipment as your character levels up. It may be an expensive proposition— 
especially early in the game—but it will make your character more effective in bat- 


tle. 


Armor covers five body areas: Head, Body, Hands, Legs, and Feet. Requirements for 
equipping armor are based on your character's level and job, Certain pieces of armor, 


called Race Specific, also have race requirements. These include your character's 


default clothing and a very special set that you can find later in the game. 


O 


TEM NAME LEVEL DEF ATTRIBUTES ss TYPE ~~ WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Grd pupa | soc ey 
a ee 


Tvle’sHot [6 [3 | wns) | Stocoh_ | tt tf 
ee 
CR OE SU a WS ei E 
Cmpfye Greet | 9 | 4 | tvoion+5 | sioucoih | | mw] | mete t el | | ee 
Foreword fof sf Seo 
Legionnaires Cop | 10 | 5 [nts] | Bonded Ma | ms | mm || Te 
ee 
Bros(op | ns] tonded Ma | mt | | tl 


Heodgeor Ps owt 
ec A ee 


Soge'sGrdet_ | 12 | 6 | wtst | Sourcoh | ot mt | to fl 
a ee 
tiord Hem | ctor mT 
BonzesGrdet_ | 18 | 7 | wes? | sooh | tt tot | fe 
Coton Hach | 18 [7 | | tinono tt 
Mc. Hochioki_ [20] 8 [set | kimono | te] 
BeeleMosk | zi] 9 | | tonded Malm | | | 


Lom) 
o 
— 
Ss 
= 
= 
§ 
is 
3 
= 
a 
wo 
> 
js 
= 
j= 
f 
| 


a 
= 
= 
3 
3 
: 


WoolHot me oP sooth | tt ee 
Soi Hachimoki_| 29 | 10 [tanh +1,tighning+1] Kimono | fm] of ft TT 
Cention Ys] 30 | 12 | ox | Seo tm | TT | 


tgn Grcet__ | 30_| 10 | Wind +4,toth +4 | Sion doth_ | |] | ote e| | | lf | le 
Mec Co Hendgeor] 30 [10] sme+t,pex+1 | doves | [ete] jelete{e, | fet fey te 


ITEMNAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


ty.Sqirestm | 30 | iz | acer | chon_—s| mm] | | | | Tm [ tot} | 
Song Bondona_| 30] 12] toothed 
Sudded Bondona a 


“ales a le ea ca creiticch ae el = 
P=) 
foledcop | | | Sid’ —stondeod~“| mw | mw | | = 
Song Cop eet teeter di 
we Pe es fo eel: pepe, | le fe le a 
sO a Sa ee ee 
a Ce a a a a ee cee 
vir Bandona | 38 | 4] | eother Sm] | | Ct 
a Ee ee ee 
VevetHot fa ie | Stut cth tT 
a ee ET ay a A ee es es 
Sali 2 Bere Be a es ee 9 ee 
EL LE aa Ej AS YR WS) a Ee 
Vokyri’s Mosk | 43 | 16 | MP+10,Atock+7 | Sole | mm] | | |m| |m| miele] [ole] | 
oe a ES EE TN, A Peay a SY CAE (| a pe i a a 
Coropace Mask | 45 | 16] | Bonded Mails] mw | | | hf | ll le | hl 
a ee 
DinoHelm | 48 | 19 | Fte+3,Woter-1_ | leoher | m| | | | mw | mi|eieleielele| | 
Roptor Helm | 48 | 18 | Fire+2,Woter-1_ | leother | m| | | |m|m|m|eiel el ete | el 
EL) Se AS (I Dh 
a A ee 
Wool(op |] 8 | | tet! | tt | hf h|lhUdfrt hth hl 
ee a a ey a ee ee a a ee ee ee ee 
et A EC a a a 0 A 
Ta. Mgc. Hot | 50] 1] South] Cf rt | hdT cdf | cdf 
LSS ee cee |e eS 1 ea Vd pa ees awn OPE 
ITEM NAME — LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
brome Harness | 1 | 4 | =| Banded Mal Gody)| mm | | | | | i | ei ete | | | | 
toon Bodice | 1 | 2 | flvaan Female Only | Roce Specific (Body) | mi | m@ | | mi mw | | | mie |e |e | | 
EhoonJerkin | 1 | 2 | FivaanMole Only | Roce Specific (Body) mm | m@ | © | | wi] | | |e | | | | 
Galkan Surcoot | 1 | 2 |  GolkaOnly | Roce Specific (Body)| mt | | @| M@| | w| | oie |e | | 
Hume uric | _1_| 2 | HumeMole Only | Roce Spec (Gody)| m | mw | mw | mw | | | | || | | | | 
fume Vest___|_1_| 2 | Hume Female Only | Roce Specific (Body) | mi | m= | mw | mw | m| w| | |e] | | | | | 
hithron Separates | 1 | 2 | Mithra Only | Roce Specific (Body)| mm | m= | | @| | | mi me | ei ele | | 
Pi 3 [| Stout oth toy) | mf | tot | | ll PS 
TortoruKafton | 1 | 2 | Torutoru Mole/Femole | Roce Specific (Body) | m | m= | mw | mw | | | | ei ele | | | 5 
ict ft eee eee z 
8 || Kimono (Bory) || | 
His. (Taube eR E eS 
(Head & Body) 


ig. Harness] 10 | 0 | fies [Banded Mat Body) | mm | mm | | [| | of 


ITEM NAME __ LEVEL _ DEF __ ATTRIBUTES — __WAR MNK WHM BLM ROM THF PLD _BST SAM. DRK BRD RNG DRG NIN SMN- 


Ryl. Fm. Tunic AGI41, INT 41: | ™ - 7% 
Cannot equip Headgear} (Head & Body) 


fyifimvest_ | 10 | 10 | tes5 | teoher(Boty) | mm | | 

Sele Mal Tit ee ieee tee 
soidmol |] io | iz {seo ttoty) Tom TT fa] fe ee ey 
Bross Homes| 11 | 10 | | Banded nat Body) | | mm | | tl | | tl | fl 
eS AT 
linentobe [12 | to | | tout ceth ody) | ff fot TT fe 
fowerGi [13 | iz | smst_ | kimono Body) | | | dT tt tt 
Bone Harness | 16 | 4 | | Banded nel Body) | am | mm || | tf | 
a ee 
Uiord edn [7 Ts [citer ot) [mm [TT tt le 
Cation Dog Ad 
Piss Robe | 19 | 14 [ND +1, Dorknes +2 Stout Goth Body) || am | mt | 


Black Tunic Ea INT +1, Darkness +2; Light Cloth rarer py yt yt 
Cannot equip Headgear} (Head & Body) 

ai EE 
Cannot equip Headgear} (Head & Body) 


Mercenary’s Gi Maton +1 | Kimono (Body) | | mm | 
Belle Hares EANd ANGE eee ale EE ECA HCY MO RIC ) 
Ghndooi [2] | oad) | [w]e] [me[u[w|u| | [ow] [ol 
Great Doble! [23 [te [oat toy) | fe | ey 
Chinn fs ee 
brs Sema | 7 [21 | | Sale ot) | mm |_| 


lh hl 
Cont equip Reng (Head & Body) 
ae od M8 Se ERA nd 
Water +3 


WoolRobe | 28 | ie | Stout ath Gody) |_| | 
Si i Se RCL cee te 
Ci Selemal | 30 | 23 | msi | scae(Goy) [| m] | | [a] [oi eteie| [ole] | 
Mac Dooblt [30 [20] oexst,aci+1 [Doub (ot) [ [im | [me [ miata] | [ol [el 
Song Vest ee 
Swided Vest 30 | 22 | |e Body) | mm || 


Custom Tunic HP +32, VIT +3, INT-1,] Race Specific (Body) 
CHR +1, Hume Male Only 


| 
J 


| $100! 
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Custom Vest HP +32, VIT+3, | Race Specific (Body) | 
INT -1, CHR +1, Hume 
Female Only 
a 


Elder's Surcoat 33 MP +32, INT +1, | Race Specific (Body) 
CHR +1, Galka Only 


Frost Robe oN eS ratetett-t-tetetet 1 
Linen Doublet | Doublet (Body) | | mm | 


Magna Bodice = +24,MP+4, | Race Specific (Body) 
DEX +1, INT +1, Elvaan 
Female Only 
Magna Jerkin HP +24, MP +4, DEX +1, bare ll be bag 
INT +1, Elvoon Male Only 
Sa Uae 
CHR +1, Mithra Only 


Wonder Kaftan HP +36, STR +1, VIT +2, | Race Specific (Body) 
MND +1, Torutaru 
— Female 
Ea ct lll DS Bt 
(Head & Body) 


Padded Armor [4 || Banded ait (ody) | ms | mm | 
Song Homes ee aaa DR Tenet Tee 
126 Gombion | 6 [23 Tauber (tody) | fm] [otto | fe fe 


BP satsossaary puv ‘spyaiys “ouy 
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ITEM NAME LEVEL DEF ATTRIBUTES TYPE ~~ WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
Seca | 36 | 28 | } cointgoy) | om | | | | | [alu lolo] | | [al 
Iron Soe Mai Tratte et aee et o riat tate T Stet eth | 
Gur Boulli_—— | 38 | 28 | ether (Bory) | mm | | | Cf mt | ll “ | 
Mage’ Robe | 38 | 25 | MP43,INT+1 | Stout Coth(Body) | | m | m| wi mim! | | [wie ie| | > 
Veet Robe anit |e aaa tate Z ae 
Breaspate pz] | Pte (toy) | | = | 
et ees PPEPELELU PELL oes 

Cannot equip Headgear} (Head & Body) = | 
eee Em | 

Ranged Attack +3 | 
Jujitsu Gi | 7 | Acuray +4 | Kimono (Bory) | | mm} | | | | | [a] | | | [el | 
Ry Sor. Choma an 
Ry Sg Robe | 40 | 26 | mP+10__| Stout Gonh(Body) |_| mm | | mim |e] | | [wlole| | |e 
forth Dovblet | 42 | 27 | Viv forth+5 | Doubler Body) | | m | m| || m|mim| | |w| |o| |e 
Wool Doublet__| 42 | a7 | | Debet ody) | | | | [wi eit e| | hdfc le 
Woo! Doublt +1 | 42 | 28 | Evasion 5 | Doublet (Body) | | m | m| |m|mi|m/|m| | |olel|e| |e 
Brigandine [45 | 32 [HP +10,DEK +2, +2] Leather (Body) | m | | | | m|m|m|elel(el|elel ele 
Ggectines S|] | tovednaitoh) | mw | | |] pe ee) 
PyroRobe | 45 | 29 | MP8,Fire+4 | Stout Goth(Gody) | | mm | m| mi m|m| | | |w|oio| | |e 
Bonded Mol | 46 | 36 | | hoi (Boy) | mm | | | | | htt 
ES Se Ra a (A PS PS A OE Pa a 
Dino Jorkin | 48 | 36 | fire +4,Woer-1_| Lecter (Body) | m | | | |[m|m|me|mi/e(e| ole] | ol 
ea A 
SE A 
Woo! Gambison | 48 | 31 | | Deublet Body) | | rm | | [etait | hve hl 
Ml Breastplate See 
ShinbiGi | 49 | 33 | Kimono (Body) | | | | xe tea dese 
soa hd = . 

Cannot equip Headgear} (Head & Body) 
ei ET PPETELLLPETTLe 

CHR ii Light 3 

Darkness +3 

BME bet BCs RS TR 

Cannot equip Headgear 
siete 
ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
tome ies | 1 | 1 | | Bonded] ms | | | | o| tele lel 

pe ee ee eo 
Ehaan Goumilts | 1 _| 1 | Ehaon Female Only | RoceSpecfic_| m | =| @| m@|m@|m|m|eie|e|e|e| | 
Eon Gloves | 1_| 1 | thaon Male Only | Roce pectic | m | m| | m| mi m| ei oie i ele z 
Gika Bracers | 1 | 1 | GolkaOnly | RaeSpecfc | m | mm | m| w| | m| ei eile | 3 
Hume FGloves | 1 | 1 | Humefemale Only | RoceSpecfic | m | =| m| m|m|m|me|mie(e iol ele = 
Hume M Gloves 1 | 1 | HumeMole Only | Roce Specfic_ | m | | m@| m@|m|m|e| miei eio| | | 
Wihran Gauntlets |__| 1 | Withro Only | Roce Specfic_| mw | m= | | m| | mimi ele ie el 
Tautory Wits |__| 1 | Torutoru Male/Female | RoceSpectic | mw | mw | m| | m|m|e| mie] ole | | | 
4 


L 2 | fest best | tight Goth || a | om | 
rare 


fio] 3 | tock 3 | tonded vo mt et | ff tt | fl 


Lgn. Mittens 
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ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Ry.tim.Goves | 10 | 3 | amokss | tote | om | | | || | | | | 
Sele fog.Gnt__| to 3 [sole mT 


Solid Fng. Gnt. : 


a Le ee 


Glove Ls 
Zealot’ Mis es ai pe 


Linen Cut CITE Re se 


‘Batile Gloves ao +3, — 
Evasion +3 


Bone Miners | 6 | 4 [| forded al | me | | | | | 


Fine Gloves ELC I ae hee bear eet 
lined Gloves | 7 | 5s | coher tm | TT 


a EH ae cer | a) 1 A ee 
5 LS EA OT: Le) Ry EO 
A 8 
a A 
Cotton Gloves 
Great Gloves | 23 | 7 | | oubit =| ST mt | [ote tete | fe le 
hain Mitens _ ee et tee 
Brass Fng. Gnt. 27 


Custom F Gloves | 27 ‘HP +12, MP +4, Race Specific 
R +3, DEX +3, VIT-I, 
AGI -1, Hume Female Only 
Custom M Gloves HP +12, MP +4, STR +3, Race Specific 
DEX +3, VIT-1, AGI -1, 
Hume Male Only 


Elder’s Bracers “MP 432, INT +2, - Race ise 
Galka Only 


Magna Gauntlets MP +24, DEX 2 Race paed 
INT +1, Elvann 
Female Only 


Magna Gloves MP +24, DEX +2, Race Specific 
INT +1, Elvoon 
Male Only 
mabe" routes eabt eb 
MND +2, Mithra Only 
Sa ees 
Torutaru Male/Female 


Cotton Tekko 


ea A 


SoilTekko | 29 [7 tanh +1 Lightning +1] mono] Tm fT 
Cn éGoumles | 30] | xe [sole tm] | Tl 


Mrc Cpt Gloves | 30 | 6 | AGI+1 | _—Dovbet' =| S| mi | [ete Tl ltl 
Ry. Sq Mufflers | 30 | 8 | Accuracy? | chon —s| mm] =| | CO] | Cf | 
Song Gloves | 30 | 8 | | —steoher Sf | | | CUT ll 
Studded Gloves No 
a 
Ochiudo’s Kote Light -8, Darkness +8, mm te TT Tt PT 
Attack +20, Evasion -5 
ioe [Sto] | tind [uw |e] | [w[e[e[s|ele|e| [ole 
Bracers Cie ees eee ee Ee ee ee 
cE ES AR, CRS CR "a (TB DS Wa ee 
ee ae eS a a a 
cation [wo || te el 
Mage’suffs | 38 | 9 | AGl+2,Wind+5 | Stoutcoh | | m | | | mim] | | fe 
Veet us| 38 | 8 [| South] tl Te 


cmb. (s. mits | 40 | & | atk +5 | tight] | tote fe 


cai) Re HY es a hee ae oD lem PP 


ITEMNAME LEVEL DEF ATTRIBUTES TYPE WAR an iia an a _ nae ad a rs om on DRG aaa SMN 


Irn. Msk. Gauntlets P40 | 12] Ranged Accuracy +5 ‘| Pole | 


Monsoon Tekko In Rainy Weather: 
Accuracy +8 


Corapoce Mites | 45 | 10 | | Banded od_ | om | || | | | | | 
Engineers loves ee ae eee te te tet = 
Kae Be) OER fare") Km |e My Peat nA WE aa Wa Kn 
nc RSE ED: SC CUO Ha HS OA A a 
Dino Gloves | 48 | 13 | fire+3,Woier-1_| toner | om | | | ft 
Ropor Gloves | 48 | 12 | Fie+2,Woter-1 | Leoter | mm] | | [et e} ete tele 
Selig. Gm. 48 | 2 | soe 
Wool Brces | 48 | tof oobi | | 
eee A SL" | 
I DE A CTY A A ES RD MR | WE A A 
a ee ee 
Wages Mins | So {met | tight tl | 
Wy. Mgt Mufflers | SO | 13 | Acorocy+3 [chain s[ me} of | 
Tage Cos] 50] 10 | fvoion+5 | Siut ath | [mt oteteiet | tT eel le 


=| 
SS 
io 
oe 
S 
SS 
> 
ae 
S 
Ss 
toma 


ITEM NAME ~— LEVEL —ODEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


pips tended fm fm | | fl lee | | 


Bronze Subligar 


f.nGone | 1 [2 | Gamiahoy | toes |e [=] e|=[e|e|e|e(e[el|e(e|e[e |e 

ian Goes | 1 | 2 | thom fend Ooh | toed | w]e] |e] e|e| ele [e|el|e[ eee |e 
idantcgue | 1 [2] tohotny | tecSwik | w]e] em] ele] e[e|ele[ele[e ieee 

imetens | 1 | 2 | oereae oy | tose || el el|ele|elelelelele(e|elele 

hme Sois | 1 | 2-| tne toy | tooSwdk || em |e |eie|e|e|elele lee lee 
Ts 

‘ms tr ]a] | suroh | [w]e] elete] | | [w[e{e] | [oe 
invowtrace |_| 2 [toaviefionde| toe Sede | w |e] e|e[e|e|e|ele[e|e[elelee 

ithrtones [7 [5] | oa [wm] | | [wlulele[e(ele[ele(e 

we er ee ee 

wis pels || tect | [wate te] ye] | | pele] | fe 
inevodisens |] a || soudoh | |=] ml ule] e| || [w[e[e| | [oe 

Sahin [0 7] | se Tw] | | le] [elele[=| [ele] 

situs |u|] | se [w=] || |e] [elele[e| [ole] 

m tuto] | we] [ele] tele tete| | [el [el le 
insSaign ||| | twine [w]e] | [|e |u[ele[e[ele| [ele 

imnson [2] 7] | sondoh | |w]wtelele] | | [wlele] | |e 
hows [6 [9 | | tno | w[m] | [ulu [ele [ele le] [ole 

fnctowes [|] | ie [ey] | | [ete lelelele [ele . 
ee A A a A A 
TT A A GO : 
iat [|u| wana | soe | we] || [we] |wle[u[e| [w]e] | . 
iaiois fu] ul] | woh | [wlwle[e| |=] | | [ele] | Je 

in shin [0 | | wr | tonto [ow |o] | [e|e[ele(elele| [ole] 

agaist | tyne | [mf w]e le] fe! | | [ele] | |e 

cea n| 1] fume’ | tom | Tw] | | || | [el | | | Je 

eg 

ues [2 |_| oust [ww] |e |elele [ele e| [ele 

‘amis [atu] | ow | [ule] [elelele] | [el [el [eo 
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ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


oe a a ae Ye ee ee eee 
TALL. oo fe eos ico aeL a je edo) cl tae 


Great Brais 


Chain Hose 
Martial Slacks 
Brass Cuisses 


q 


| 4 | 12 | AGl+2,Evaion +3 | ight Goh | | m | m| mi m| |e} | | [ete] | 
REBEPR BES SoC H 
Sol Siboki | 29 | 14 [torh +1, ighing +1] Kimono | st m | | | | | | 
Srong Trousers ee 
Custom Slacks MP +32, STR-, Race Specific 
MND +3, CHR +1, 
Hume Male Only 
Magna M Chausses HP +12, MP +12, Race Specific 
DEX +2, AGI +2, 
Elvan Male Only 
VIT +2, MND +2, 
linen Slacks | 34 [15 | tight oth Tr | | 
Sas oS a a A eee 
Mage’ Slops | 38 | 18 | mP+? | Stourooh_— | S|] | mm i| miei | | UT hd 
Cusses Cc a Sa De es oe 
Coropace Sublgar | 45 | 22 | | Banded Mol“ | mm | mm | =| [| | {ei ele ll 
MogicCuises | 48 | 26 | T+3,MND+3 | Scoe | mm | | | Cf | [i | fl 
renmas 
Croco Sa bs a MAR” Sees ST as aS] RS a SC ek el ST as Se ae sa 
a ee 


2 BRS | | tl | | fl 
WoolSlops |] 28 | 13 | Stout] tl | | tl | | hf | 
Crcuises | 30 | 16 | als? | Seo S| mm | | CO] Ctl | Tl fl | 
Mec Go tose | 30 | 14 | Evasion +? | Doubt’ ~—| =] | | | mi|mi{ ete] | fe lf 
Studded Trousers es ee ee eee 
Custom Pants MP +32, STR -1, Race Specific 
MND +3, CHR +1, 
Hume Female Only 
Elder's Braguette MP +20, AGI +2, Race Specific 
INT +1, CHR +2, 
Galka Only 
Magna F Chausses HP +12, MP +12, Race Specific 
DEX +2, AGI +2, 
Elvaan Female Only 
Savage Loincloth MP +32, VIT +1, Race Specific 
MND +1, Mithra Only 
Wonder Braccae HP +21, STR +1, Race Specific 
Torutoru 
Male/Female 
Iron Sublgor ee Cc 
Hase oo Be Sea eas ee ee See se 
Jutsu Stoboki [37 [18 | oex+i,mm+1 | Kimono | | m| | | | | | [a] | | [ fe 
Guirrousers | 38 [20 | | tenther S| | TT tl | 
CS Ee ee 
Cmb.(stSks | 40 | 17 | tvosons5 | tight | | rm | | mm] | fm] | | lhc 
lon Guises | 40] mt Sle tT 
Ry. Sgr Breeches | 40 | 22 | DeX+1,AGl+1 | chin | m | | | | | |m|mim{o{ | | fel 
a eS 2 I a a CE ae EE eS ee ese 
Dino Trousers | 48 | 26 | Fie +4,Woter-1_ | teotr | mm | | | | mi m|o|eielie(e le lel 
Raptor rousers | 48 | 25 | Fie +3,Woter-1_ | teoher | m| | | | m|m{[ei/elel{ole |e 
Wool Hose | 2 | | Doble! =| Ct mt] Te | Tl le 
Sool ES SRS ME Se Ti A De eS A SE 
ba ck ig 50] | Aa ae a a epee | 
Te. Mgc Shops | 50 | 22 | Dorkness+6 | Stouroth_ | | mw | | m{| mim] | | |wieie| | 
White Slacks 50 Tu Tight coth te ey 


—  — 


— 
ITEM NAME LEVEL _ DEF _ ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN = 
ish Cogs | __}_smit_{ totetotatet | {tetetel tt * z 
Brome Leggings | 1 | 1 | | Bonded Mail | om | me | | [feel ll Ss 
Ev. Fledelens | 1 | 1 | tvaon female Only | Roce Specfic_ | m | mw | m| m@| m@|m@| m/e | ei e| ei | | 4 
Ev. Mledekens | 1 | 1 | EvoanMale Only | Roce Specfic | | m= | m| m|m|mei|m|eie|el|e| elle S 
GalkanSondos | 1 | 1 | Gola Only | RoceSpectc_ | mw | | m| m|m|e|e|olie| elie elle 
Hume FBoo's | 1 _| 1 | Humefemole nly | RoceSpecfc | | mm | w| m|m|m|m| miei ee | ele 
Hume MBoots | 1 | 1 | HumeMole Ony | RoceSpecfic | m | m | m|mi/m|m|m|eiei[e|ol elie 
Wihran Gates | 1_| 1 | Nita Only | RoceSpectic_| | m | m|mi|[m|e|ei(elelelelel ele 
Rusty Leggings | 1 [| Bonded ci! | mm] | hth tt el ll 
Toruiw Comps | 1 | 1 |Torvtoru Mole/Femole | Roce Spec | m | m= | a | | m|mi|e|ei(e| oie) | | 
leaping Boots | 7 | 3 | DeX+3,AGl+3 | Leer | m | | | | m|m| ei} oii el| el | 
leahertighboots |] 7 | 2 | | teoher tm | | CT Cl 
Kyohon BB va a Sa a as | SS ed Le 
Sale Rs CRS SR 
lgn Leggings | 10_| 2 | Wind +3,torh +3 | Sonded Mol | m | m | | [m|m|m|ei{eie|o| | w/o 
Ry. fim. Boots | 10 | 3 | fire+3,he+3 | leur | mm | | | Of | | ot le 
a CN ee 
Sold Greoves | 0 | 4] Sele S| TT | 
Bross Leggings | | 3 | Banded Ma] om | | | hf | le ll 
Gaiters OO ee ee ele | eee ee oe ee 
a 
Te ee oe 
Bone Leggings | 16 | 4 | | Bonded Moi! | mm | mm | | [lee ll 
Fneledebens | 7 | 5 | teoher tm | | | Ct el 
lord Ledekons | 17 | 4 | | tenther =] mm | | | Cf ll 
SE Bh SC ae Sd i A ee me 
PowerSondos | 18 | 3 | wi+3Fies7 | ightGoh | mw | | | [me] oie) ele el | 
Wages Sandals | 20 | 5 | WP+3,AaGl+1 | igtdoh | | m| m| mim] [wl | | [ole] | [oe 
Mic Xyohon | 20] 4 | torths6 | Kimono |] St mm | oT TT | | CT hf 
By Fim, Cogs a ee ae a 
Sandals a 
a ae enn 
Movement Speed +12% 
Bete Leggings i ee ee 
Sunbling Sandals ae an C 
Cation Gaiters aac me am eu im _ — _e _ s mi _i  — om 
Get Gaiters | 23 | 6 | outlet S| tt | hfe Tl ht ht 
ES LY NS SN AT SS CE SN RO 0 
Bas Greaves Hy Sf set mee 
Chestnut Sabots ey 2D ee ee a = 
aid Del bil il 
DEX 1, AGI +3, WNT +3, = 
MND -1, Hume Femole Only 
aa AE" le 
DEX -1, AGI +3, INT +3, 
MND -1, Hume Male Only 
| 


Elder's Sandlas MP +12, AGI +3, Race Specific 
INT +2, Galka Only 


| 131 


$100) 
iMod FHL 


fi SALAOSSIIIV’ PUD ‘Spjatys “OWA 


ITEM NAME LEVEL ~=ODEF ATTRIBUTES TYPE WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Ngn. F Ledelsens MP +20, AGI +3, Race Specific 
INT +2, 
Elvaan Female Only 
het al ab a lel it Kt 
INT +2, Elvaan Male Only 
eal dO ed dU 
CHR +2, Mie io 


Soi Kyohon 29] 6 [forth +1, Lightning +1 | De a Ra 


Wonder Clomps HP 0,5 ve +2, | Roce / 
Torutaru Male/Female 


Cr. Grooes | 30 | 7 [a+ | Secs t | | fj ete 

‘Nec. (pt. Gaiters BE Te a a s 
Ry Sqe Soles | 30 | 7 [acer | Gon] rm || TT 
Song Boots 30 | 7 || teter m |T 
ShuddedGoos | 30 | 6 | | teater  m |T 
Shoes pup ot | tiga tt | 
leggings | 35 [7 Bonded Mat] tm] 
Sere Wh BRR TS Oe De ee ee 
fata} tools tm | tl 


Ebony Sabots : Seo bese 

Fama kyohon | 39 | 7 [Hostess | Kimono =| So] mm | [| | | | dT Ct 
Cmb.(st Shoes| 40 | 7 | ke+4,forth+4 | ightdoh | | | m| m| om] [|m| | | |wie| | |e 
lm. Msk Sobatons | 40 | 10 | Ranged Accuracy +5 | Pate _—s| mm | | | | | |m| | |e; |] | tt 
Pte ein ED SE Se 
(pe Leggings ee eee 
Sollerets fein el | || 


onsoon Kyohan + a Rainy Weathe sas sav aR 
a re 


Steel Greaves 


Din edeens Site ae ee eee eee ea 
RoporLedebens | 48 | 10 | fre+Z,Woter-1_ | teoher | m | | | | mw] | | le el 
a ee ee ee 
CEES pS RAE (AS) 2 A A A PR LH a WS 
ES Ee RRR WE! PE Fe RY NM MRA dr 0 A RN ST 
rr RL ES NSRP BO 7a RE J SR (RM | WS) 1) 
[ots t | tight doh | 
Ry. Kgl Soles | 50 | 1 [|  asle? [coin] | | TT 
Tage Pigoches | 50] 9 | ost] stoucoth | Lp mij Tf le Tt 


Shields come in variety of sizes and if a character's job enables you to equip one, consider doing so. While defending with your weapon increases your character's Parry com- 


bar skill, defending against an attack with a shield is the only way to increase your character's Shield level. 


ITEMNAME LEVEL DEF ATTRIBUTES TYPE WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


lovon hid J 1 |r | | ound sie’ | om | | | fl 

Marine Shield | 1] VJ s1 A+), Wolo +1] Bucher] mm |] Te 

Shell shel [7 | 2 [+t asl 2,Woer+2] Buderim [| | ta 
OT RW 


ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM 
Parana Shield 


a Ee ee 


DRK BRD 


Fish Scale Shield Fire +2, Ice +2, Round Shield 
Lightning -4 


re A 
CC TB 
A A 
non Sid [0 | «| | tonsa |e | | w| |w [w]e] mle] || || 
sags [0s || tenis [mw] [um] [m[etete(e| | | | |_| 
Turtle Shield 
imisied [mw [s] wt | tise [ow | |e] |elwle[ele? | | || 
usa [alt] | waa | | | || | Tal | [el | | | 
S| EE RRNA a! pe) Pm 2A a He, 
femal | «| 0 [esto van i] —taw | w || || w| [wl mle] || |_| 
casei Tw. «| | tise Tm} [wl] [elele(ele| | |] | 
iar |W [ 9 | keys [tote Tm} | ||| |u[ufu] ||| | 
nie shed [0 [7 | toma | tondsied Tm] [a] [ele[e[el[e| | | | | 


Ske Shield | 40 | 6 | tock 6 | Round Sie] mm | oT] fete 


Hen Steld | 43 | 2] | Hearst’ | | | TT tT te tl 
a 2 A NS NP MH 
Wiking Shield | 45 [8 | och +12__ [Round shied | om | fm] [altel ete tel tT 
loter io! | 48 | @ | | Rounds’ | om | [me] [ota tete te | | 
Se ee 
WK Army Sie | 50 | 14 | ste+2,Mno+1 | Hemershidd | | | | | ft jet | fey fy ft 


You don't need to be a spellcaster to enjoy the benefits that accessories can impart on your character. Look for many of these items in local auction houses or in Guild Shops. 
Alternatively, you can attempt to make and sell them yourself! 


ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST ri ri rs rh “1 “a SMN 


Cpr tiin | 1 | | rans | too | | | | | | | | 


HP-1, MP3, Headgear 
Darkness +2 


bes oipin | 10 | | nem st0_ | Heodgeor | mf | me 


Cation Headbond | 14 | 3 | fasion +3 | Heodgeor | | | | te 


td Headband | 14 | 4 | iWT+1,fvoion+3 | Hendgeor | mm | | we] |e { | el eel 


Noble's Ribbon CHR +3, +3 Headgear 
to all Elements 


Set bon | 14] | +2toal ements | Heodger | mm | | | | et | ll 
COME LL a Sal CACHED MEME ERIE SEE 


serpin | 20 | | He-mrsts | Heodgeor | mm] | mt ete tee 


RNG DRG NIN SMN 


tpt | todd fat fat feteretepe; tt tt 


[4 | 6 Js3 asl Wor 6] Bur | mm | | Tt | 


UW Army Shield] S0_[ 14] smR+1wnD+2 | Heater hie | [| of ft ft fe] {| fa} [ [| ft 


lane 
= 
nm 
2 
Se 
> 
> 
la 
[= 
S 
> 


LNIWAdINGI 
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LEVEL DEF ATTRIBUTES ‘TYPE ~~ WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SNN 


HP-15, DEX+3, | Headgear = 
AGI +3, Evasion +10 
‘Sy HP 4, MP +12, Headgear Pala - 
Earth +8 


Alluring Headband | 36 | 7 | CHR+I, Evasion +4 | — Heodgeor | 

Flax Hendhond Se ane pee anata elon eae he tara 
Puple Ribbon | 36 | | +4ioal ements | Heodger | | | | miele ele 
Becrom Hoipin_| 40 | | HP-10,mP+25 | Heodgeor | | | | io ll 
Be Ribbon | 50 | | +6iol ements | Heodger | | mw | {iol lel 
Gold Hoipin [so] ferme +30 | Heodgeor mf tee 


ITEM HAME 
Emperor Hairpin 


Horn Hairpin 


ITEM NAME LEVEL DEF ATTRIBUTES aarnee im ri ir BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


“Scents mlets | 16 | rte | 4 | Evosons5 | felel/e| | | [w{[wle] | | L 


Gigas Bracelets HP a STR +3, a 
DEX -2, AGI -2 


a a 


HP +20, STR +5, 
a -3, AGI -3 


— 


chine | Amiet__ 


50 HP +25, STR +7, Armlet 
DEX -4, AGI -4 
ae rrings 


ITEM NAME _ LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Aber Eng |farth +2, ighning +2 | Lenkiom {eta} ot atetatatetetatateratel 

Amethyst Earring Se eee tt ee Peete 
Con aiteg Se se te ete ete te ete ete te 
Lops Lz. Eoring | 10 | | Fire+2, Woter+2 | Jeweled Errng | m | m= | mw | | | | | |e | | | | 
Onyx Enring | 10 |__| MP+2,Dorkness +2 | Jeweled Euring | mm | | | | | | | | ele] | | | 
OpolEoring | 10 | | _HP+2,Light+2 | Jeweled Earring | mm | | @| | | | | ole | | | | 
Sardonyx Euring | 10 | | Fire +2,ke+2 | Jeweled Ewring | m | m= | | | | | | lel | | | | 
Stomina Eoring | 10 | | forih-+3 Lightning +3] Jeweled Earring | mi | | | © | | wo] | |e |e | | | 
Trl Earring | 10 | | Wind +2, forth +2 | Jeweled Euring | mw | | | | m| | | ele | | 


Shell Earring Fire +2, Lightning -2, Bone Earring 
Water +2 


SivrEoing | 14 || Ate 1, fvsion +1 | MetlicEoving | om | mt | 
Bone faring Sere een ad eee eee eee ea 


New Moon Armlets 
Ogygos’s Bre. 


Silver Bangles 
Turtle Bangles 
Enkelado’s Bre. 


Voor arcing | 7 | |r. e+3 | Meoic arcing | mm | mm | | | | ol 
Shield toring | 20 | | #P+10,mP-10_| Metlictoving | | | | | | | | le | | | 


Bele Eoving | 21 |_| Atock +2 Groson-2 | Bone foring | | | {| [| | ll 
Myth forcing | 24 || Aock2,fvoson +2 | Metlictoving | | | | | | | | || | | | | 
Twinsone fring | 24 || ie-4,Wind +4 | oveled forcing | mw | mw | | [| lo ee 
Dodge Eoring | 29 | | tvoion+3 | Boneforing | | | | oe] | | ll 
AmerineEoing | 31_|_lighning +4, ter +4] Jeweled Eoring | mt | m | m | | | | | || ol | | | | 


Bock faring | 31 |_| WP +4, Darkness +4 | leveled toring | mi | mm | | | | | [le | | | 
Blood Eoring | 31 | | Fie+4,te+4 | leveled toring | | mw | | | {| | | to 


Goshnte faring | 31 | | ke +4 Wind +4 | Jeweled toring | m | | | | | | | eel 


Peat Eoring | 31 | | He +4 tight+4 | Jeweled toring | mw | | | || lt el 
Peridot Eoring | 31 | | Wind +4,toth+4 | Jeweled toring | | |] ma] w]e [ oi ete lel eel 


ITEM NAME LEVEL DEF ATTRIBUTES TYPE WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 

Sohn faring | 31_| [ath +4 tihng +4] level orig | mm | | | | | | | ||| | | 

Torque Eoing | 31_ | | fire +4,Wotor+4 | Jeweled toring | mt | mm | | mw | | | | | | | | 
Drone faring | 35 |_| AGl+3, Wind +4 | Bone Goring | mm | mm | | [mt | ol 
WingEoving | 35 || AGl+2,Wind+2 [fone toring | mt | | | [| | | | 
bull Eoing | 37 |_| HP +5 fasion 2 | fore oring | mm | {| | i]t | ol el 
Nemesis toring | 39 | | nmiy+1__ | Bonefaring | | mim] joie) [ote] fete ee 
Wonger'sEoring | 42 || Couneratuck+1_| fone toring | ms | | | | | {| |e 
Gold Eoring | 45 |_| Atk 3, Evsion +3 | Metalic Eoring | mm | m | | mw | | | | || | | 
Troe Eoving | 45 || Atock+3,fvoson-3 | fone toring | mt | mm | | | | | | | | | | 
Aqvotoring | 49 || Fie +6, Woter+6 | Jeweled toring | mm | | | | | | | | | 
Gren forcing | 49 |_| Wind +4,forh +6 | leveled toring | | mm | | | |] | | ete 
Noon faring | 49 | | wr+6,tigt+4 | leveled toring | mm | | | | |] | ol 
hight ang | 49 |_| WP +6, Darkness +4 | Jeveld Eoring | mm | mm | | mw | | | | |e 
PupleEoing | 49 | [ighring +6, ter +4] Jeweled Eoring | m | | mw | mw] | | ol fee 
Suntaning | 49 || fre +6, 4016 | Jeweled toring | | | | | | | | ll 
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Horn Ring Accuracy -4, Bone Ring 
Ranged Accuracy +4 


Ametrne Ring | 36 | | DEK +2,Lighning +5 | Jeweled king | m= | | mw | m| | | | | oie |e | | 
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At some point, you may grow tired of fighting monsters and running errands for your town’s citizens, You may begin to wonder about other ways to spend your time in 


Vana‘diel. One of the more profitable ventures revolyes around the game's highly advanced world of Crafting Guilds. By joining a guild, a character can learn a trade, create 


valuable and often rare items, and perhaps even sell the items if your character's personal bazaar or in the auction house for lots of gil. To get started, talk to the Guild's leader 


and prepare to invest some time and money into building up your character's skills. 


The creation of items 1s based upon synthesizing raw materials with powerful crys- 
tals. While people In the guild often refer to creating items tn the “old-fashioned 
manner,’ adventurers in Vanadiel are limited to this more fanciful method. To learn 
how to synthesize items, you must first join one of the eight main guilds and learn 


its item recipes, 


GUILDS AND THEIR LOCATIONS 
GUILD NAME GUILDMASTER 


Blacksmiths’ Guild o Ghemp , Mevreauche (5) | 


LOCATION(S) 
“Metalworks (E7), North Son d'Oria. 
(E-6), Mhaura (F-9) 
Bastok Markets (1-8), Mhaura (6-8) 
North San d’Oria (F-3) 
Windurst Woods (H-13) 
Bastok Mines (L-7) 

Windurst Woods (6-12), Selbina (H-9) 
South San d’Oria (E-8) 
Windurst Waters (D-9) 


Goldsmiths’ Guild 
Carpenters’ Guild 


Alchemists’ Guild 
Weavers’ Guild 


Tanners’ Guild 


Culinarians’ Guild 


The guild locations in Selbina and Mhoura are considered to be outlets of the main 
quild headquarters. You will only find guild shops there, not actual craftsmen ond guild- 
masters, 


There are eight crafting guilds in Vana‘diel: Blacksmith, Goldsmith, Carpenter, 
Boneworking, Alchemist, Weaving, Tanning, and Culinary, The Fishing Guild works 
a bit differently and is included in a separate section of this chapter. Refer to the fol- 


lowing table to see which guilds are located in each city, 


Membership in a guild is free for the asking. Upon first entering a guild, look for 
the craftsman supervising the others. (You can tell which one he or she is by their 
inactivity.) After initiating a conversation and choosing to join the guild, the leader 
hands over a crystal and explains the 
hasics behind item synthesis. At this 
point, you're free to explore the guild 
and guild shop and learn more about 
the items for which the guild is 


renown 


The Guildmaster is usually the one not 
actively working. 


101: The Art of Synthesis 
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SEAT RECESS 
When talking to the craftsmen in a guild before becoming a member, they may 
appear to be a bit standoffish. However, when speaking as a fellow guild member, 
they tend to open up more and are eager to share their knowledge. There are three 
members in each of the main guild buildings who are willing to lend their synthesis 
support (temporarily raising your character's crafting level) and teach recipes suited 


to your character's skill level and rank. 


Your character's crafting level (viewable under the Status menu) raises through expe- 
rience much like combat levels. Upon reaching a certain crafting level, you can opt 
to take an exam and advance to the next rank. There are eight ranks to progress 
through, although in this guide only the first four are covered (Amateur, Recruit, 
Initiate and Novice), The further you advance in rank and level, the more recipes you 


can learn from your fellow craftsmen. 


Claudietie 


Pinak-ta/ek 


In each guild, there are three craftspeople who will gladly give you recipes and 
synthesis support. 


afting Materials 


After learning an item recipe, it's time to practice making the item. Before the syn- 


thesis process can begin, however, you must collect the ingredients called for in the 
recipe. All recipes combine a specific type of crystal with one to eight different raw 
materials, Many of these materials are for sale in the guild’s shop or through the auc- 
tion house, If you're running low on funds, try to gather the necessary ingredients 
through battle (many of the ingredients used in crafting are dropped by monsters 


or harvesting them in the fields, plains, and mountains of Vanadiel. 


Remember that only monsters you defeat in o region not under beastman control drop 
crystals. If your city does not control any regions (or regions that you can safely 
explore), you are forced to settle for buying crystals from the auction house. This can 
be an expensive proposition, so save every crystal if you plan to leam the art of crafting! 


nitially crafting requires a large outlay of gil. However, depending upon the chosen 


guild s) and the items you choose to make, you can start making a profit once you Sw 


ingLevels 


Crafters earn experience points for their crafting levels in the same type of 


gain experience and proficiency m your craft. Ir may not occur immediately with the 


first batch of created items, but after advancing a rank oT two, it will happen! 


increments as those earned toward Combat levels. Similarly to combat, you won't 
gain experience each time an attempt is made to synthesize an item, If you practice 


synthesizing items often enough, however, your character will gain a level in that 


particular craft. 


The NPC members of a guild also provide levels of Synthesis Support. In effect, 


this amounts to a brief bit of guided meditation that temporarily raises your char- Don't be disappointed uf progress ts slower than anticipated. It takes time to become 


acter's crafting level and makes any synthesis attempts more likely to succeed. Two of = good craftsman, but the results are worth it when you can create items needed for 


the three “helpful” guild members in the guild hall provide a basic level of support quests and missions. You will likely find that if you start working on refining your 


character's crafting levels early in the game, the increase in skills will start corre- 


for free, while the other charges for more advanced support. If gil isn’t an issue, go 
rt 4 > 1 . . sede! 
for the advanced support—especially when attempting items for a rank exam or sponding Moka trian yet and UES Een! needs! 
items that are above your character's current skill level. After accepting synthesis sup- 


port from a guild member, you can't receive another dose until after the first one has 


worn off, 


$100] 
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Every once and awhile, the time spent repeating the creation of the same item pays off 


with the creation of an item of particularly high quality (usually suffixed with a +1). 
aed A ‘ : x . Although this doesn’t occur all the time, the chance that a high-quality item results 
With a recipe in mind, the ingredients in hand, and the support of fellow craftsmen, 8 ; “se 1 y 
he By te ; : is improved when a character's crafting level and rank is higher than the maximum 
it's time to start synthesizing items. Choose a quiet place and access the Action : : 35 : 
ke ra 5s level of the ttem recipe. The higher a character's level, the more likely that the creat- 
Command Menu, Select Use Item and choose the required crystal from your char- : é ‘ ; 
ie ‘i : ef _ ed item isa high-quality item. High-quality items are usually stronger and more pow- 
acters inventory. An Item Synthesis box appears on-screen. Select the ingredients i ; = , ’ - 
= ; : ? IR = erful than their regular equivalents. 
from the inventory, put them into the box, and select the “OK” button to start Item * 


Synthesis. 


Your character will then kneel on the ground and start concentrating on synthesis. As 
work begins, watch the chat box for signs that your character is gaining crafting points. 
If the synthesis is successful, the created item is automatically added to your charac- 
ter's inventory. If you fail, the crystal 
will almost certainly break and perhaps 


even some of the ingredients. 


Practice makes perfect. The more items 
you synthesize, the higher your charac- 
ter’s level will grow. 


The Eight Main Guilds 


Fortunately, chere are no racial or job-related strengths (or weaknesses) that you must consider before joining a guild. Choose one that suits your needs and ask for admission. 


While you can join them all, most people will likely choose a favorite one and work to master its skills. Each guild provides you with all the time you need for your synthe- 


sizing needs, There are even outposts in Selbina and Mhaura, just in case a synthesizing need arises while traveling, 


The following information discusses each guild in more detail so that it’s easier LO make an informed decision when de ciding which guild; $) to jon. 


E. ch guild has its own shop that sells many of the common items needed for item 


synthesis within the guild. However, the shops do not carry everything. Some items 


must be procured on your own! 


All of the guild shops haye set hours and they take one day off each week. Work the 
shops’ hours into your crafting plans, or you may end up stuck for a day without 
an important item, The guild shop locations and hours are in the table on the 


following page. 
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Look for guild shops in the smaller towns like Selbina and Mhaura. Although it’s not 
possible to join a guild there, you may find items that the main shop at the guild 
headquarters doesn’t carry! 
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GUILD SHOP HOURS 

LOCATION SHOP HOURS 
Boneworkers’ Guild 
Aches’ Guid 
Weavers’ Gui 
Weavers Gui 
Tamers’ Guid 
Cularians’ Gui 


HOLIDAY 


‘Blacksmiths’ Guild 
Blacksmiths’ Guild 
Blacksmiths’ Guild 
Goldsmiths’ Guild 
Goldsmiths’ Guild 
Corpenters’ Guild 


“| elpful Co-Crafters 


There are helpful NPCs within each of the main offices of the guilds (ie those 


located in one of the main cities). Although all of them are willing to provide syn- 


thesis support and recipe information, the quality of help differs. 


The following table indicates who to look for and what type of services they offer. 
If you're looking for Advanced Synthesis support and medium difficulty recipes 
within your character's rank of experience, look for the characters listed under Type 
A. Need an easy recipe? Talk to the people listed under Type B and C, because they 
offer basic synthesis support and easy recipes for beginners. However, the recipes 
given by Type B characters are ones that will raise your crafting levels. On the other 
hand, the Type C crafters’ recipes have a higher level of success but won't raise your 


levels much, 


HELPFUL CRAFTSMEN IN THE GUILDS 

GUILD LOCATION AGRAFTER—B CRAFTER 
Shih oi 
Bock’ Gud 
Goldsmiths’ Guild | Bastok | —‘Fatimah | ~—Wolfnoth ==} Ulrike 
Capentrs’ Guild 
Boneworkers’ Guild | Windurst =] Lin Pitww |} Ronan | Kyoo Taali 
Alchemists’ Guild Sieglinde 
Weavers’ Guild | Windurst | Terude-Horude | — Wikkoko | Allah 
Tanners’ Guild Tek Lengyon 
Culinarians’ Guild | Windurst | Kipo-Opo | Jacodaut | 


C CRAFTER 


While the recipes for each guild are neatly organized by rank, there is no reason why 
you can’t strive fo create something that is beyond your character's current level of 
experience. Of course, there is no guarantee and the chance of foilure is greater when 
you attempt to synthesize o higher-level item. 


Rss Through the Ranks ) 


The more you synthesize, the higher your character's skill levels will grow. At a cer- 
tain point, your character's skill level is capped according to his/her rank within the 
guild. All craftsmen begin at the Amateur rank. When the skill level reaches two 


levels below the skill cap, consider applying to the guildmastet tor advancement. 


To advance to the next rank, take a 


CRAFTING SKILL LEVEL CAPS 


RANK EXAM LEVEL LEVEL CAP 


successful at producing it, bring it to Amateur 8 10 


simple exam. The guildmaster giyes you 


an item to synthesize and once you're 


him or her for grading. To give the Recruit 18 0 
guildmaster your item, simply trade it = 

Initiate 28 30 
to him or her. After completing the 
exam, your character's rank is raised Novice 38 40 


and you can continue fo work on 


building his or her crafting skill level. 
If you elect not to take an exam, your 
character's Crafting skill level growth is 
halted two levels later (e.g. the skill cap 
for the Amateur Rank is 10), just as 


your Combat skills are capped accord- 


ing to your character's current level. 


Blacksmiths’ Guild in Metalworks. 


The heart of the Blacksmiths’ community seems to be centered in Bastok—even the 
guildmaster of the San d’Oria branch admits that much! And when you think about 
it, it makes sense, The foundation of Smithing lies within the collection and forging 
of metallic ores and where better to do that than in a town built around a mine! If 
you know how to mine for metal using 
a pickaxe, you'll find gathering materi- 
al for Smithing synthesis a breeze! 
Blacksmiths can even put those large 
amounts of Beastcoins they've accumu- 


lated to work! 


Blacksmiths’ Guild in North San d’Oria. 


The Blacksmiths’ Guild focuses on 


SMITHING RANK EXAM ITEMS 


turning basic metal ores into fantastic 


weapons and armor, This guild is the RANK ITEM -_ 
choice for you if these types of items Amateur Xiphos 
will enhance your character's chosen Recruit Aspis 
oo ee initiate Bilbo 
Novice War Pick 
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SMITHING RECIPES 


SUB SKILL 1 SUB SKILL 2 CRYSTAL INGREDIENTS 
Amateur Bronze Ingot - Beastcoin x4 - 
Bronze Ingot : Copper Ore x3 Tin Ore 
Bronze Dagger - Copper Ingot Bronze Ingot 
Bronze Sheet - Bronze Ingot - 
Bronze Cap Leatherworking Bronze Sheet | Sheep Leather x2 
Bronze Knife : Bronze Ingot Ash Lumber 
Bronze Mittens Leatherworking Bronze Sheet Sheep Leather 
Pickaxe Woodworking Bronze Ingot Maple Lumber - 
Sickle Woodworking Bronze Ingot Ash Lumber Grass Cloth 
Bronze Knuckles Woodworking Bronze Ingot Bronze Sheet Ash Lumber 
Bronze Sword : Bronze Ingot x2 | Sheep Leather - 
Bronze Leggings Leatherworking Bronze Sheet x2 | Sheep Leather x2 
Bronze Axe Woodworking Bronze Ingot x2 Ash Lumber 
Xiphos Bonecraft Bronze Ingot x2 Giant Femur : 
Bronze Zaghnal Woodworking Bronze Ingot x2 Ash Lumber Grass Cloth 
Hatchet Woodworking Bronze Ingot x2 | Maple Lumber - 
Foceguard Bronze Sheet Sheep Leather - 
Bronze Subligar Leatherworking Bronze Sheet Grass Cloth Sheep Leather 
Bronze Scales - Bronze Sheet - - 
Bronze Mace - Bronze Ingot x3 
Recruit Scale Fingers Bronze Scales x2 | Cotton Thread Leather Gloves 
Bronze Harness Bronze Sheet x3} Sheep Leather x2 
Bronze Rod Copper Ingot Bronze Ingot x2 - 
Scale Greaves Bronze Scales x2 } Cotton Thread | Leather Highboots 
Bronze Hammer Bronze Ingot x2} Chestnut Lumber - 
Brz. Bolt Heads - Bronze Ingot - - 
Scale Cuisses Leatherworking Bronze Scales x2 | Cotton Thread | Leather Trousers - 
Scale Mail - Bronze Scales x4 | Cotton Thread Sheep Leather Leather Vest 
Aspis . Bronze Sheet x2 Ash Lumber : - 
Bronze Bed Clotheraft Bronze Ingot x4 | Gross Thread | Cotton Clothx2 |  Soruta Cotton 
Iron Ingot - Iron Ore x4 - . - 
Iron Arrowheads Copper Ingot Iron Ingot 
Dagger Bronze Ingot Iron Ingot 
Initiate Knife Iron Ingot Elm Lumber 


Metal Knuckles Woodworking Iron Ingot Iron Sheet Holly Lumber 


Iron Sheet Iron Ingot - 
Shuriken - Steel Ingot Cotton Thread 
Makibishi - Iron Scales . 
Baghnakhs : Iron Ingot Iron Sheet - 
Butterfly Axe Woodworking Bronze Ingot x2 Iron Ingot Maple Lumber 
Mace - Iron Ingot x3 - - 
Scimitar GoldSmithing Brass Ingot Steel Ingot x2 
Iron Sword - Iron Ingot x2 Lizard Skin 
Spatha : Bronze Ingot x3 Lizard Skin 
Baselard : Iron Ingot Steel Ingot 
Iron Scales - Iron Sheet - 
Battleaxe Woodworking Iron Ingot x2 Holly Lumber 
Long Sword - Iron Ingot x3 | Dhalmel Leather 
Bilbo GoldSmithing Iron Ingot Silver Ingot : 
Zaghnal Woodworking Iron Ingot x2 Holly Lumber Grass Cloth 
Degen GoldSmithing Steel Ingot x2 Silver Ingot - 
Iron Mask - Brass Sheet tron Sheet 
Gladius Bonecraft Iron Ingot x2 Ram Horn : 
Iron Visor - Iron Sheet Iron Scales Sheep Leather 
Kunai - Steel Ingot Lizard Skin - 
Iron Chain - |ron Ingot x2 - 
Tothlum - Steel Ingot - 
Mythril Dagger - Iron Ingot Mythril Ingot 
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SUB SKILL 1 INGREDIENTS 
- Bronze Ingot Iron Ingot x2 - 
Greataxe Woodworking - Iron Ingot x2 Mythril Ingot Holly Lumber 
Chain Mittens Leatherworking - Iron Chain x2 Ram Leather - 
Tuck GoldSmithing - Mythril Ingot Silver Ingot - 
Iron Fng. Gat. - - Iron Scales x2 Cotton Thread Leather Gloves 
Claws Bonecraft - Steel Ingot Beetle Jaw > 
Scythe Woodworking - Iron Ingot x3 Holly Lumber Grass Cloth - 
Claymore Leatherworking | Woodworking Iron Ingot x2 Steel Ingot x2 Ash Lumber Lizard Skin 
Kukri - - Steel Ingot Chestnut Lumber Lizard Skin - 
Greaves Leatherworking - Iron Sheet Iron Chain Ram Leather : 
Tochi Leatherworking | — Woodworking Copper Ingot Iron Ingot x3 Toma-Hagone Ash Lumber 
Cotton Thread Lizard Skin - - 
Mythril Knife - - Mythril Ingot =| Chestnut Lumber - 
Warhammer Iron Ingot x2 Elm Lumber 


Novice 
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Chain Hose Leatherworking : Iron Chain x2 Linen Cloth Ram Leather x2 


Iron Cuisses Leatherworking - Iron Scales x2 Cotton Thread =| Leather Trousers 
Targe : - Iron Sheet x2 Holly Lumber - - 
Wakizashi Leatherworking | — Woodworking Copper Ingot Iron Ingot Toma-Hagane Elm Lumber 
- Silk Thread Lizard Skin - - 
Steel Sheet - - Steel Ingot - - 
Iron Greaves - - Iron Scales x2 Cotton Thread | Leather Highboots 
Katars - - Steel Ingot x2 Bronze Sheet Ram Leather 
Chain Mail Leatherworking . Iron Sheet Iron Chain x4 Ram Leather - 
Iron Scale Mail : : Iron Scales x4 Cotton Thread Sheep Leather Leather Vest 
War Pick Woodworking - Steel Ingot Ash Lumber - - 
Kris GoldSmithing Steel Ingot Iron Ingot Black Pearl 
Padded Cop Leatherworking - Iron Sheet Lizard Skin x2 - 
Fleuret GoldSmithing - Steel Ingot x2 Silver Ingot Light Opal 
Mythril Mace - Mythril Ingot x3 - . 
Steel Scales . Steel Sheet - 
Mythril Sword - : Mythril Ingot x2 | Dhalmel Leather 


While Blacksmiths forge metal into pow- GOLDSMITHING 


erful weapons and armor, Goldsmiths 


J Ea ead 
manipulate metal into delicate accessories RANK EXAM ITEMS « == - 


a oS 
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and pieces of jewelry imbued with the 


ability to raise the wearers stats. Be 


Amateur Copper Hairpin 4 
warned, however, that this is an expensiye el I A nL Katandra 
hobby and the ingredients for most of Recruit Brass Hairpin 
the recipes are either expensive or diffi- Initiate Silver Hairpin 
cult to find. In fact, you'll need to create . . 

Sie iateremeneeer sera ee) i Chain Gorget 


many of the ingredients yourself! On the 
other hand, the pieces that can be made 
in the Goldsmiths’ guild are rare and 


worth a lot of money! 


GOLDSMITHING RECIPES 


ary. 


SUB SKILL 1 
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SUB SKILL 2 


cy es 


CRYSTAL 


a reas 


INGREDIENTS 


Amateur 


Stone Arrowheads - - Flint Stone (2) b 
Copper Ingot - - Copper Ore (4) 


Copper Ring - : Copper Ingot (2) = 
Copper Hairpin : - Copper Ingot . a 
Sapara - - Brass Ingot (2) Silver Ingot : = 


Brass Ingot - - Copper Ore (3) Tine Ore - A 
Cirdet - : Copper Ingot Brass Ingot - 
Brass Cap - - Brass Ingot Bronze Cap 
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Inte 


Novice 


Brass Sheet 
Brass Mittens 
Brass Axe 
Brass Scales 
Brass Dagger 
Brass Leggings 
Brass Knuckles 
Brass Ring 
Bross Zaghnal 
Bross Subligar 
Brass Flowerpot 
Brass Hairpin 
Brass Baghnakhs 
Brass Harness 
Silver Ingot 
Brass Xiphos 
Silver Ignot 
Tourmaline 
Sardonyx 
Amethyst 
Amber 
Lopis Lazuli 
Clear Topaz 


Onyx 
Light Opal 
Poet's Circlet 
Sabiki Rig 
Silver Earring 
Brass Rod 
Bross Hammer 
Tourmaline Earring 
Sardonyx Earring 
Clear Earring 
Amethyst Earring 
Lapis Lazuli Earring 
Amber Earring 
Onyx Earring 
Opal Earring 
Silver Belt 
Silver Hairpin 
Silver Arrowheads 
Thief Tool 
Brass Mask 


Brass Fng. Gnt. 


Hiraishin 
Silver Ring 


Brass Greaves 


Silver Chain 
Chain Belt 
Brass Cuisses 


Tourmaline Ring 
Sardonyx Ring 
Clear Ring 
Amethyst Ring 
Lopis Lazuli Ring 
Amber Ring 
Onyx Ring 
Opal Ring 
Brass Scale Mail 
Chain Gorget 
Mythril Ingot 


QTY. 


SUB SKILL 1 


SUB SKILL 2 


CRYSTAL 


Brass Ingot 
Brass Ingot 
Brass Ingot 
Brass Sheet 
Brass Ingot 
Brass Sheet 
Brass Ingot 
Brass Ingot (2) 
Brass Ingot 
Brass Sheet 
Brass Sheet (3) 
Bross Ingot 
Brass Ingot 


Silver Ore (4) 
Green Rock 
Red Rock 
Purple Rock 
Yellow Rock 
Blue Rock 
Translucent Rock 
Black Rock 
White Rock 


Copper Ingot 
Copper Ingot (2) 
Silver Ingot(2) 
Brass Ingot 
Brass Ingot 
Tourmaline 
Sardonyx 
Clear Topaz 
Amethyst 
Lopis Lazuli 
Amber 
Onyx 
Light Opal 
Silver Ingot 
Silver Ingot 
Copper Ingot 
Copper Ingot 
Brass Sheet 
Brass Scales (2) 
Copper Ingot 
Silver Ingot (2) 
Brass Scales (2) 


Silver Ingot 
Silver Ingot 
Brass Scales 
Leather Trousers 
Tourmaline 
Sardonyx 
Clear Topaz 
Amethyst 
Lapis Lazuli 
Amber 
Onyx 
Light Opal 
Brass Scales (4) 
Silver Chain (3) 
Mil. Beastcoin (4) 


INGREDIENTS 


Bronze Mittens 
Bronze Axe 


Bronze Dagger 
Bronze Leggings 
Bronze Knuckles 


Bronze Zaghnal 
Bronze Subligar 


Cat Baghnakhs 
Brass Sheet 


Mythril Ingot 
Cotton Thread (3) 


Bronze Rod 
Bronze Hommer 
Silver Earring 
Silver Earring 
Silver Earring 
Silver Earring 
Silver Earring 
Silver Earring 
Silver Earring 
Silver Earring 
Lizard Belt 


Silver Ingot 
Iron Ingot 
Dhalmel Leather 
Cotton Thread 


“Silver Ingot 
Cotton Thread 


Silver Ingot 
Silver Chain (3) 
Brass Scales 


Silver Ring 
Silver Ring 
Silver Ring 
Silver Ring 
Silver Ring 
Silver Ring 
Silver Ring 
Silver Ring 
Cotton Thread 


Bronze Harness 


Yew Lumber 
Foceguard 
Dhalmel Leather 


Dhalmel Leather 


Cotton Thread 


Dhalmel Leather 


A. a 


Leather Gloves 
Leather 
Highboots 


Dhalme! Leather 


Leather Vest 


Silver Mask 
Chain Choker 
Mythril Ingot 
Silver Mittens 


The Carpenters’ Guild creates a large 
variety of items, from furniture to staves 
to musical instruments to bows, cross- 
bows, and even fishing poles. If you want 


to specialize in a career that requires 


wooden weaponry, try your hand. at 
woodworking, Carpenters also have an 
easier time decorating their mog houses 
and even expanding its storage facilities, 
I's possible to make a lot of gil by just 


furnishing other people's homes! 


WOODWORKING RECIPES 


SUB SKILL 1 


SUB SKILL 2 CRYSTAL 


Fire Shar Ingot 
Earth Silver Chain (2) 
Fire Mythril Ore (4) 


Earth Silver Chain 


WOODWORKING 

RANK EXAM ITEMS 

Amateur Workbench ; 
Recruit Maple Table 

Initiate Harp 

Novice Traversiere 


Mercury 
Garnet 


Choin Mitfens 


~ 
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Craudielic 


Arrowwood Lumber 
Flute 
Lavan Lumber 
Stone Arrow 
Bone Arrow 
Maple Lumber 
Maple Wand 
Lavan Shield 
Workbench 
Ash Lumber 
Ash Pole 
Ash Club 
Humus 
Ash Staff 


Harpoon 


Ash Clogs 
Maple Shield 
Holly Lumber 
Light Crossbow 

Tree Sap 

Willow Lumber 

Holly Pole 

Willow Wand 
Willow Fishing Rod 
Shorthow 
Bamboo Fishing Rod 

Bronze Bolt 
Maple Table 

Self Bow 
Boomerang 

Longbow 

Holly Clogs 
Bronze Spear 

Walnut Lumber 
Holly Staff 

Piccolo 
Simple Bed 


Amateur 


Recruit 


QTY. 
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SUB SKILL? — SUBSKILL2 CRYSTAL 


Maple Lumber 
Bronze Sheet 
Lavan Lumber (4) 
Ash Log 
Ash Lumber (2) 
Ash Lumber 
Bay Leaves 
Ash Lumber 
Ash Lumber 


Ash Lumber 
Brass Sheet 
Holly Log 
Bronze Ingot 
Maple Sugar 
Willow Log 
Holly Lumber (2) 
Willow Lumber 
Willow Lumber 
Willow Lumber 
Bamboo Stick 
Ash Lumber 
Maple Lumber (4) 
Willow Lumber 
Maple Lumber 
Yew Lumber (2) 
Holly Lumber 
Bronze Ingot 
Walnut Log 
Holly Lumber 
Holly Lumber 
Lavan Lumber (2) 


Smithing 


Bonecraft 


Chocobo Fthr. 
Lovan Lumber (2) 


Elm Log 
Bat Fang 
Grass Thread 
Sheep Leather 
Maple Lumber (2) 


Ash Lumber 
Chestnut Log 


Insect Wing 
Gross Thread 
Grass Thread 
Grass Thread 
Bronze Ingot 


Grass Thread 
Cotton Thread 
Linen Cloth 
Sheep Leather 
Ash Lumber 


Sheep Tooth 
Parchment 
Holly Lumber (2) 


INGREDIENTS 


Sheep Tooth 


Grass Thread 


Grass Cloth 


Cotton Cloth 


Rom Hom — | Coeur! Whisker = 
= 
Grass Thread ¢ 
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Gross Thread Grass Cloth (3) 
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_ QTY. SUB SKILL 1 


INGREDIENTS 


Initiate Chestnut Club - Chestnut Lumber : - - 
Maple Sugar - Lightning Maple Log - - - 
Yew Lumber Wind Yew Log - - - 
Brass Spear Wind Brass Ingot Ash Lumber Linen Thread 


Yew Wand Wind Yew Lumber Yogudo Feather - 
Iron Arrow . Earth Arrowwood Lumber | Iron Arrowhead | Chocobo Flichg. 
Silver Arrow - Earth Ash Lumber Iron Arrowhead | Chocobo Fitchg, 
Maple Harp : Forth Maple Lumber (2) | Coeur! Whisker : 
Wrapped Bow Leatherworking Wind Yew Lumber Wool Thread Sheep Leather 
Yew Fishing Rod : Wind Yew Lumber Linen Thread - 
Elm Lumber : Wind Elm Log - 
Tarutaru Stool : Eorth Lovan Lumber Elm Lumber 
Elm Shield Smithing Earth Iron Sheet Elm Lumber (2) : 
Uchitake - Earth Bamboo Stick Grass Cloth Toad Oil 
Harp - Earth hestnut Lumber (2)} Coeurl Whisker : 
Chestnut Lumber : Wind Chestnut Log : : - 
Power Bow Bonecraft Wind Elm Lumber (2) Wool Cloth Scorpion Claw Coeurl Whisker 
Elm Staff - Elm Lumber Ram Horn : : 
Shihei Black Ink Bast Parchment (2) 


Novice Spear Iron Ingot Ash Lumber Linen Thread 
Book Holder Lovan Lumber Holly Lumber : 
Chestnut Sabots - Chestnut Lumber | Sheep Leather . 
Chestnut Wand Chestnut Lumber Bird Feather - 
Crosshow Smithing Iron Ingot Chestnut Lumber Glass Fiber - 
Spiked Club Smithing Bronze Ingot | Walnut Lumber (2) - - 
Mahogany Shield Smithing Iron Sheet — {Mahogany Lumber (2) : - 
Mizu-Deppo Smithing Bronze Sheet | Chestnut Lumber | Distilled Water 
Ook Lumber . Oak Log - - 
Torutaru Desk - Lovan Lumber (5) | Linen Cloth (2) 
Troversiere . Ook Lumber Parchment : . 
Great Bow Bonecraft Chestnut Lumber (2)] Velvet Cloth Scorpion Claw | Coeur! Whisker 
Composite Bow - Willow Lumber Ash Lumber Wool Thread Linen Cloth 
Kawahori-Ogi - Bamboo Stick Animal Glue Bast Parchment - 
Oak Table - Ook Lumber (4) . : 


Have you been wondering what to do BONECRAFT 


with all those bone chips you receive 
from defeating skeleton-type monsters or RANK EXAM ITEMS 


the bones from larger animals like 


dhalmel? Boneworkers can turn those 


items and more into claw-based knuckles, Amateur Shell Ring 

rings, earrings, hairpins, shields and other Recruit Bone Ring 

gruesome pieces of equipment. To make Initiate : Beetle Earring 

the most of this craft, however, you must 5 o 

Ae Novice Horn Ring 

combine your studies with those of the _—_ 
Tanners’ Guild and others like 

Goldsmithing! 
BONECRAFT RECIPES 

RANK ary. SUB SKILL 1 SUB SKILL 2 


KILL 1 INGREDIENTS — 
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Amateur “Shell Earring 


Bone Hairpin ] Bone Chip - 
Shell Ring 1 - Fish Scales Seashell - 
Cat Boghnakhs ] ithi Bronze Sheet Rabbit Hide Bone Chip (3) 
Bone Arrowhead 6 - Bone Chip (2) - . 


SUB SKILL 2 


SUB SKILL 1 


Recruit GoldSmithing Brass Ingot 
Gelatin - Chicken Bone (2) | Distilled Woter 
Cornette GoldSmithing Brass Ingot Bone Chip - - 
Fong Necklace : Grass Thread Bone Chip (2) | Black Tiger Fang | Bat Fang (4) 
Bone Ring Sheep Tooth Bone Chip - - 
Bone Mask Sheep Leather Bone Chip Giant Femur 
Pebble : Shall Shell - . 
Bone Mittens Leatherworking Sheep Leather (2) | Bone Chip (2) 


Initiate Bone Axe - Giant Femur Ram Horn (2) 
Bone Leggings Leatherworking Sheep Leather (2) Bone Chip 
Bone Pick Woodworking Ash Lumber Giant Femur 
Bone Subligar Leatherworking Grass Cloth | Sheep Leather (2) 
Gemshorn : Giont Femur Beetle Jaw 
Beetle Ring - Beetle Jaw - - 
Bone Harness Leatherworking Sheep Leather (2) | — Pugil Scales Giont Femur 
Beetle Earring . Beetle Jaw Silver Earring 
Beetle Mask Lizard Skin Beetle Jaw 
Horn Hairpin - Ram Horn : - 
Beetle Mittens Leatherworking Lizard Skin (2) Beetle Shell 


Beetle Gorget Beetle Jaw (2) 


- Beetle Shell 
Beetle Leggings Leatherworking 


Beetle Jaw 


Lizard Skin (2) Beetle Shell 
Beetle Subligar Leatherworking Cotton Cloth Lizord Skin Beetle Jaw 
Turtle Shield - Turtle Shell Beetle Shell 
Beetle Harness Leatherworking Lizard Skin (3) | Beetle Shell (2) 
Horn Ring - Fish Scales Ram Horn 


Bone Cudgel Grass Cloth Bone Chip (6) Giant Femur 


[A] Aes vemists’ Guild 


The Alchemists of Vana‘diel work less on ALCHEMY RANK EXAM ITEMS 


turning cheap metals into gold than they 


do turning botanicals and other sub- RANK _TTEM é 


a oe ——— 
stances into helpful potions and magic- Amateur Animal Glue 

imbued weapons. Just think how cool it . . 4 1 “a Be 
will be ae you create your first lot of ee eS Foto Keiandes ; 
deodorizer, itchy will enable your low- Initiate Blinding Potion 

level character to slip past keen-nosed Novice 5 Firesand (am 

monsters! 

ALCHEMY RECIPES 


Te 


: SUB SKILL 1 
Distilled Water 


SUB SKILL 2. INGREDIENTS 
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“TY Tahrongi Cocus | 
Son d’Orion Grape | Distilled Water 


Antidote Wijnruit 
Black Ink Windurst Tea Leaves (2} — Nebimonite Distilled Water 
Beeswax Beehive Chip (3) | Distilled Water : 
Tsurara Rocksalt Distilled Water (2) - 
Animal Glue Rabbit Hide Bone Chip (2) Distilled Water 
Silencing Potion Kazham Peppers | 2 Leaf Mandra Bud | Scream Fungus 
Wox Sword Beeswax Bronze Sword 


Deodorizer Olive Oil Chamomile Sage 
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Poison Dust 
Silence Dagger 
Bee Spatha 
Mercury 
Silence Baghnakhs 
Poison Potion 
Kodoku 
Echo Drops 
Poison Dagger 
Poison Knife 
Mokuto 
Poison Baselard 
Minnow 
Blinding Potion 


Soirvi-Ron 


Recruit 


Initiate ea 


Poison Kukri 
Minnow 
Blind Dagger 
Busuto 
Poison Cesti 
Blind Knife 
Artificial Lens 


Novice 


Prism Powder 
Jusatsu 
Bronze Bullet 
Poison Claws 
Inferno Sword 
Living Key 
Firesand 
Potion 


The world of Vanadiel also offers a 
Weavers’ Guild. This is where a charac- 
ter can learn how to turn easy-to-find 
items (like grass thread, silk thread and 
Saruta Cotton) into articles of cloth- 
ing. If your character is specializing in 


the Martial or Magical Arts (careers 


that don't allow the use of heavier 


armor), then Weaving becomes a help- 


ful craft to know. Furthermore, the 


SUB SKILL 


CLOTHCRAFT 


RANK EXAM ITEMS 
RANK TEM 
Amateur Cope 
Recruit Cotton Cape 
Initiote Heko Obi 
Novice Feather Collar 


basic ingredients are cheap and usually easy to acquire from battles with goblin 


weavers, crawlers, and mandragora. Moko grass, the basic source of grass cloth and 


thread, is also easily harvested in the nearby fields of Sarutabaruta. 


SUB SKILL 2 


CRYSTAL 
Lightning 
Water 
Water 
Lightning 
Water 
Water 
Dark 
Water 


Yellow Globe (2) 
Animal Glue 
Beeswax (2) 

Cobalt Jelly (4) 
Animal Glue 

Mercury 
Elshimo Frog 

Sage 

Animal Glue 

Animal Glue 

Animal Glue 

Animal Glue 

Brass Ingot 


Crying Mustard 


Kazham Peppers 


Olive Oil 
Cotton Thread 
Chamomile 
Animal Glue 

Copper Ingot 
Animal Glue 
Animal Glue 
Animal Glue 
Animal Glue 
Glass Fiber (2) 
Animal Glue 
Ahriman Lens 
Black Ink 
Bronze Ingot 
Animal Glue 

Slime Oil 

Slime Oil 
Bomb Ash (1) 
Sage 


INGREDIENTS 


Silencing Potion 
Spatha 


Brass Dagger 


Silencing Potion | Brass Baghnakhs 


Poison Dust - 
Lugworm Shell Bug 
Honey Distilled Water 
Poison Potion Dagger 
Poison Potion Knife 
Silencing Potion | Shinobi-Gatona 
Poison Potion Baselard 
Gloss Fiber - 
Poison Flour Sleepshroom : 
Bomb Ash Bast Parchment Bird Egg 
Beeswax (2) : 
Gloss Fiber (4) . 
Ahriman Tears Distilled Water 
Poison Potion Kukti 
Gloss Fiber : 
Blinding Potion | Bronze Dagger 
Poison Potion Shinobi-Gatono 
Poison Potion Lizard Cesti 
Blinding Potion Bronze Knife 
Poison Potion Baghnakhs 
Gloss Fiber (2) - 
Beastman Blood | Bast Parchment 
Firesand : 
Poison Potion Claws 
Firesand Two-Handed Sword 
Beeswax Malboro Vine : 
Sulfur : 
Lizard Tail Distilled Water 


The Weavers’ Guild in Windurst Woods. 


CLOTHCRAFT RECIPES 


Chocobo Fletchings 
Grass Thread 
Grass Cloth 


Amateur 


Cotton Thread 
Hachimaki 
Cotton Cloth 
Tekko 
Cuffs 
Dart 
Mittens 
Kyahan 
Slops 
Cotton Headgear 


Cotton Gaiters 
Tunic 
Cotton Cope 
Kenpogi 
Cotton Brais 
Linen Thread 
Cotton Doublet 
Cotton Headband 


Cotton Hachimaki 
Linen Cloth 
Cotton Tekko 
Yagudo Fletchings 
Linen Cuffs 
Red Cap 
Cotton Kyahan 


Cotton Sitabaki 
Heko Obi 
Linen Robe 
Hose 
Cotton Dogi 
Gambison 
Kaginawa 
Fly Lure 

Novice Linen Mittens 
Soil Hachimaki 
Linen Slacks 
Soil Tekko 
Cloak 
Soil Kyahan 
Shinobi-Tabi 
Wool Thread 
Hawkeye 
Soil Sitabaki 
Wool Cloth 
Feather Collar 
Soil Gi 
Flax Headband 
Wool Hat 


QTY. 
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SUB SKILL 1 


Woodworking 


GoldSmithing 


Woodworking 


GoldSmithing 


GoldSmithing 


SUB SKILL 2 


CRYSTAL 


lightning 
Earth 
Earth 
Earth 


Eorth 
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Chocobo Fhe (2) 


Moko Grass (2) 
Grass Thread (3) 
Gross Thread 
Grass Thread 
Cotton Thread 
Grass Thread 
Grass Thread 
Grass Thread 


Saruta Cotton (2) 
Grass Cloth (2) 
Cotton Thread (3) 
Lovan Lumber 
Flint Stone (2) 
Chocobo Fihr. (2) 
Cotton Thread 
Grass Cloth (3) 
Cotton Thread 
Cotton Thread 
Cotton Thread 
Cotton Thread 
Grass Thread 
Gross Thread 
Cotton Cloth (3) 
Cotton Thread 
Cotton Thread 
Grass Thread 
Cotton Thread 
Flax Flower (2) 
Cotton Thread 
Cotton Cloth 


Cotton Cloth (2) | 


Linen Thread (3) 
Lovan Lumber 
Yogudo Feather (2) 
Sardonyx (2) 
Linen Thread 
Linen Thread 
linen Thread 
Linen Thread 
Linen Thread 
Gross Thread 
Grass Thread 
Cotton Thread 
Linen Thread 
Grass Thread 
Brass Scales 
Bronze Ingot 
Chocobo Fihr. 
Linen Thread 
Linen Cloth (2) 
Linen Thread 
Lovan Lumber 
Linen Thread 
Cotton Thread 
Grass Thread 
Sheep Wool (2) 
Silver Ingot 
Grass Thread 
Wool Thread (3) 
Wool Cloth 
Grass Thread 
Linen Cloth 
Brass Sheet 


INGREDIENTS 


Gross Cloth (2) 
Grass Cloth (2) 
Grass Cloth (3) 
Grass Cloth (2) 
Grass Cloth (2) 


Gross Cloth (4) 


Grass Thread 
Cotton Thread 
Bat Fang 
Grass Cloth 
Sheep Leather 
Grass Cloth 
Cotton Cloth (2) 
Cotton Cloth (3) 
Cotton Cloth (2) 
Grass Cloth (2) 
Grass Cloth (2) 
Sheep Leather 
Grass Cloth (3) 
Cotton Cloth (2) 
Gross Cloth (3) 
Cotton Cloth (2) 


Cotton Cloth (4) 


Grass Thread 


Linen Thread 
Linen Cloth (2) 
Cotton Cloth (3) 
Linen Cloth (2) 

Cotton Cloth 
Linen Cloth (3) 
Cotton Cloth (2) 
Cotton Cloth (2) 
Cotton Cloth (2) 
Linen Cloth (2) 
Cotton Cloth (3) 

Linen Thread 

Grass Thread 

Bat Fang 


Cotton Cloth 


Linen Cloth (3) 
Grass Thread 
Cotton Cloth (3) 
Linen Cloth (3) 
Cotton Cloth (2) 


Yogudo Feather (2) 
Linen Cloth (2) 


Bird Feather (7) 
Linen Cloth (3) 
Carbon Fiber 
Linen Thread 


Saruta Cotton (2) 


Sheep Leather 


goo, 19 2.1 


Saruta Cotton (3) 


Grass Cloth (2) 
Grass Cloth 
Animal Glue 
Cotton Cloth 


Cotton Cloth (2) 
Soruta Cotton (2) 
Cotton Cloth 
Cotton Cloth (2) 


Cotton Cloth (2) 


Sheep Leather 


Saruta Cotton (3) 


Cotton Cloth (2) 


Cotton Cloth 
Chocobo Fthr. 


Saruta Cotton (2) 
Linen Cloth (2) 
Dhalmel Leather 
Linen Cloth 


Linen Cloth (2) 
Dhalmel Leather 


Linen Cloth (4) 


Manticore Hair 
Animal Glue 


Linen Cloth 
Linen Cloth (2) 
Linen Cloth (2) 
Saruta Cotton 


Animal Glue 
Wool Cloth 


Linen Cloth 


Cotton Cloth 


Saruta Cotton 


Linen Cloth 


Saruta Cotton (2) 


~Soruta Cotton 
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The Tanners’ Guild in located in South LEATHERCRAFT 


San d'Oria. This craft involves the tan- 


ning of animal pelts and the construc- RANK EXAM ITEMS 


tion of leather goods. The Tanners' 


Gitaut 


suild is primarily responsible for the SSS ESS 
Se Se she ial Amateur Rabbit Mantle 
manufacturing of leather-based armor, 

regardless of the animal source. Since Recruit Lizard Cesti 


leathercraft also requires the use of Initiate Dhalme! Mantle 
some plant-based fabrics, consider Novice Magic Belt 
combining this craft with basic lessons 
at the Weavers’ Guild to keep your 


character's inventory of supplies full. 


LEATHERCRAFT RECIPES 


ITEM INGREDIENTS 
Amateur Sheep Leather Sheepskin {Windurst Tea Leaves} Distilled Water 
Cesti Ash Lumber | Sheep Leather (2) 
Sheep Wool i Sheepskin (2) - 
Leather Bandana - Sheep Leather - 
Leather Highboots - Bronze Scales | Sheep Leather (3) 
Robbit Mantle - Rabbit Hide (5) } Gross Thread 
Leather Gloves - Grass Cloth Sheep Leather (2) - 
Leather Trousers - Grass Cloth Grass Cloth | Sheep Leather (2) 
Leather Vest : Sheep Leather (3) Lizard Skin - 


Recruit Solea . Sheep Leather (2) - 
Lizard Belt : Iron Chain Lizord Skin 
Leather Belt . Iron Chain Sheep Leather 
lizard Mantle : Grass Thread Lizard Skin 
Lizard Helmet - Sheep Leather Lizard Skin (2) 
Lizard Gloves - Lizard Skin Leather Gloves 
Lizard Cesti - Lizard Skin Cesti 
Lizard Trousers Lizard Skin (2) | Leather Trousers - 
Lizord Ledelsens Brass Sheet Lizard Skin Leather Highboots 
Lizard Jerkin Sheep Leather | Lizard Skin (3) 


Dhalmel Leather Windurst Tea Leaves | Dhalmel Hide Distilled Water 


Leather Ring Dhalmel Leather 
Studded Bandana Iron Chain Leather Bandana 
Warrior's Belt Iron Chain Dhalmel Leather - 
Studded Gloves Iron Chain Dhalmel Leather | Leather Gloves 
Dhalmel Mantle Wool Thread Dhalmel Hide - 
Studded Boots Iron Chain Dhalmel Leather } Leather Highboots 
Sandals Dhalmel Leather | Sheep Leather - 
Studded Trousers Iron Chain Dhalmel Leather | Leather Trousers 


Novice Parchment Sheep Leather Rolanberry - . 
Studded Vest Iron Chain Dhalmel Leather Ram Leather Leather Vest 
Wolf Mantle Wolf Hide Wool Thread . . 
Shoes Cotton Cloth Dhalmel Leather | Dhalmel Leather 
Ram Leather indurst Tea Leaves Ram Skin Distilled Water 
Magic Belt Mercury Toad Oil Ram Leather 
Leather Gorget Ram Leather Grass Thread - 
Cuir Bandana Ram Leather Beeswax Leather Bandana 
Wolf Gorget Cotton Thread Wolf Hide - 
Cuir Gloves Ram Leather (2) Beeswax Leather Gloves 


| Catemuns Guild 


The Culinarians’ Guild is located in 


Windurst. Food is often an overlooked 


COOKING RANK EXAM ITEMS 


class of items in the game, Eating food 


in FINAL FANTASY XI may enhance — Be 

your character's stats and even boost Amateur Salmon Sub 

his or her elemental resistance. This Recruit Pea Soup 

makes meals in Vana'diel a desirable Initiate Vegetable Gruel 

commodity, Once your fellow gamers = = - = = 
Novice Meat Mithkabob 


realize how much food items can boost 
their stats, they'll be breaking down the 
doors of your bazaar to buy the meals 


you cook! 


QTY. SUB SKILL 1 SUB SKILL 2 
Roasted Corn Millioncorn 
Carrot Broth San d’Orian Carrot (4) 
Hard-boiled Egg Lizard Egg 
Pebble Soup Flint Stone (3) 
Grilled Hare Dried Marjoram 
Hard-boiled Egg Distilled Water 
Herbal Broth Frost Turnip (2) 
Salmon Sub Crying Mustard 
Smoked Salmon 
Boiled Crayfish Rock Salt 
Pet Food Alpha Horo Flour 
Orange Juice Saruta Orange (4) 


Distilled Water 
Distilled Water 
Hare Meat 
Bird Egg 
Beaugreens (2) 
Apple Vinegar 
Mithran Tomato 
Crayfish 
Hare Meat 


Hare Meat (2) 


Millioncorn 


Carrion Broth Gelatin 
Honey Beehive Chip (4) 
Tortilla San d’Orian Flour 

Bug Broth Lugworm (2) 
Roast Mushroom Rock Salt 
Roast Mutton Mhaura Garlic 
Pea Soup Blue Peas (3) 
Roast Carp Rock Salt 
Pet Food Beta Horo Flour 
Apple Juice Faerie Apple (4) 
Selbina Butter Rock Salt 
Initiate Roast Pipira - Rock Salt 
Baked Popoto Selbina Butter 
Baked Apple Selbina Butter 
Goblin Chocolate Kukuru Bean (3) 
Cobalt Jellyfish 
Puls Rye Flour 
Vegetable Soup Boy Leaves 
Wild Onion 
Meat Jerky Dried Marjoram 
Vegetable Gruel San d’Orion Flour 
Rarab Toil 
Boiled Crab Bay Leaves 
Meat Broth - Gelatin 
Smoked Salmon Woodworking Walnut Log 
Dhalmel Steak : Black Pepper 
Pet Food Gamma Horo Flour 
Pineapple Juice Kazham Pineapple (2) 


Shell Bug (2) 
Sleepshroom (2) 
Dried Marjoram 
Dried Marjoram 

Moat Carp 
Giant Sheep Meat 


Selbina Milk 
Pipira 
Popoto 
Maple Sugar 
Wijnruit 
Sunflower Seeds 
Horo Flour 
Rock Salt 
Eggplant 
Rock Salt 
Chamomile 
Distilled Water 
Rock Salt 
Hore Meat 
Rock Salt 
Olive Oil 
Dhalmel Meat 


Black Bread 


Distilled Water 
Distilled Water 


Rotten Meat 


Olive Oil 


Giont Sheep Meat 
Wild Onion 


Distilled Water 


Cinnamon 
Honey 


Honey 
Lo Theine Cabbage 
San d'Orian Carrot 
Giant Sheep Meat 
Beaugreens 


Lond Crab Meat 
Dhalmel Meat 
Cheval Salmon 
Dhalmel Meat 
Distilled Water 


Lo Theine Cabbage 


Bird Egg 
Rock Salt 


Distilled Water 


Bird Egg 


Fuerie Apple 
Selbina Milk 


Distilled Water 
Frost Turnip 
Distilled Water 
Frost Turnip 
Distilled Water 
Giant Sheep Meat 


Bird Egg 
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QTY. 


SUB SKILL 1 


Rice Ball 
Roost Trout 
Acorn Cookie 


Bubble Chocolate 
Meat Mithkabob 
Jock-o'-Lontern 
Pet Food Delta 
Melon Juice 
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SUB SKILL 2 


CRYSTAL 


INGREDIENTS 
Pamtam Kelp Rock Salt 


Torutaru Rice Distilled Water 


Rock Salt} Shining Trout . . 
Son d’Orion Flour | Selbina Butter Crawler Egg Honey 
Acorn (4) : : 


Selbina Butter 
Rock Salt 


‘Mhoura Garlic 
Rye Flour 
Rock Salt 
Distilled Water 
Mithran Tomato 
Kukuru Bean (4) 


Nebimonite 
Distilled Water 
Distilled Water 
Scream Fungus 


Coral Fungus 


e| Son d’Orion 
Carrot Pamama 


Cockatrice Meat 


Bird Eg 


Once you begin to invest time into learning a Crafting skill, it’s key to find easier ways of obtaining the materials needed for item synthesis. Depending upon the Guild(s) to 


which you belong, there are several options other than the Guild Shop or the auction house. 


If Smithing or Goldsmithing is your choice, then it’s possible to mine your own ore and gems from the mines and mountains found throughout Vana‘diel using a pickaxe. 


Excavating in Tahrongi Canyon and the Maze of Shahkrami nets Boneworkers the bony remains of many fallen monsters. If the Craft Guild calls for botanicals and plants, 


try your hand at Gardening. In addition, many types of grasses and flowers can be obtained through harvesting with a sickle. Check out the plains around West Sarutabaruta 


and Giddeus with a sickle in hand to find moko grass, saruta cotton, and other necessities. Carpenters may want to invest in a hatchet and explore forested regions for trees, 


To begin harvesting your own material, you must purchase or make the right equip- 


ment for the job. The following table indicates where to buy each item or how to 
make it, If you plan to join the Blacksmiths’ and Carpenters’ guilds, you'll be pleased 
to know that the recipes for all three items fall under the Amateur rank. Once prop- 


erly equipped, it's time to start looking for harvesting spots. 


Harvesting is a time consuming process. Harvesting spots are randomly located in 
specific areas (see the Harvesting, Logging, and Mining tables at the end of this sec- 
tion) and only last for about four harvesting attempts. The easiest way to find one 
of these harvesting spots is to run around the area in a disciplined manner, moving 
the mouse cursor over possible locations. So, for harvesting grasses, move the mouse 
cursor over the patches of long grass in West Sarutabaruta and Giddeus and watch 
for the cursor to change into the targeting icon. After finding a harvesting point, tar- 
get it and use the proper item (a sickle in the case of harvesting grass). To make 


things even easier use the following macro: 


/ TARGETNPC 
/item "Item Name" <t> 


When Mining, look at mountain and cave walls for mining spots and scan tree 


trunks for logging spots when out logging. Excavation points are usually located near 


the bones that mark the graves of prehistoric animals. Just don't excavate after dark 


when the ghosts come out! It takes time to find harvesting locations, but the results 


are usually worthwhile. 
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HARVESTING TOOLS 


PURCHASE LOCATION(S) 


Ostalie (South San d’Oria E-9); 
Nurna (Port Bastok E-7); 
Boytz (Bastok Mines H-7); 
Upih Khachia (Windurst Waters H-9); 
Champoloieu (Upper Jeuno H-6) 


Ostolie (South Son d’Oria E:9); 
Pikini-Makini (Mhaura 6-9) 
Upih Khachia (Windurst Waters H-9) 


RECIPE INFORMATION 


Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot, Ash Lumber, 
Gross Cloth 


Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot x2, Maple Lumber 
Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot, Maple Lumber 


KNOWING THE RIGHT SPOTS 


The following tables indicate where to go for certain items. It's a good idea to make 
sure that you can handle all of the monsters that live in these areas before attempt- 
ing to wander around looking for har- 
vesting points. Also, make sure you've 
emptied your character's inventory of 
excess goods to make room to trans- 


port any findings. 


In West Sarutabaruta, look for 
Harvesting points in the long grass. 


Aalandra 


In the Zeruhn Mines, look for Mining points on the rock walls. 


The large, sun-bleached bones are the 
perfect spot to look for Excavation 
points in Tahrongi Canyon. Look only in 
the day time! 


Logging points are located on trees in 
forested areas like the Jugner Forest, 


naturally. 
The following tables indicate whether or not an item is found in a certain area and, 
if so, whether it’s easy or difficult to find. When harvesting materials, keep in mind 
two. things: success isn't always guaranteed and there's a chance that your tool may 
break in the process. Bring along several of the instrument you're planning on using 


just in case! 


HARVESTING USING A SICKLE 
WEST SARUTABARUTA 


GIDDEUS 
Moko Grass 

Windurstian Tea Leaves 

Saruta Cotton 

Gysahl Greens 

Flax Flower 

Wijnruit 

Crawler Cocoon 


EAST GHELSBA 
RONFAURE OUTPOST 


JUGNER 
FOREST 


BUBURIMU 
PLATEAU 


EAST GHELSBA 
RONFAURE OUTPOST 


JUGNER 
FOREST 


BUBURIMU 
PLATEAU 


Hoard 


Walnut Log 


5 


Echo Root 
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Mahogany Log 


EXCAVATING FOR BONE ITEMS USING A PICKAXE 


ITEM TAHRONGI CANYON MAZE OF SHAHKRAMI 
ie Mam Ey 
Bot Fong Easy 
Bone Chip Brae mae Easy 
Chicken Bone 

Giant Femur Easy 
Scorpion Claw Res ee Hard 
Scorpion Shell See wer Hard 
Turtle Shel See Peer : 
Colored Stones* ee Hard 
Petrified Log Spelt Ss Bae Hard 


MINING FOR ORE USING A PICKAXE 


ZERUHN PALBOROUGH  GUSGEN 
MINES MINES MINES 


YUGHOTT 
GROTTO 


Pebble 
Copper Ore 
Tin Ore 


EY 
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Iron Ore 

Silver Ore 
Darksteel 
Mythril Ore 
Platinum 

Gold Ore 
Colored Stones* 
Flint Stone 


Colored Stones come in eight colors. The color you find depends upon the day of the 
#9 week. These stones con be turned into valuable gems through by learning the craft 


y Goldsmithing. 
COLORED STONES 

DAY OF STONE COLOR 
THE WEEK 
Firesday Red Stone 
Iceday Translucent Stone 
Windsday Green Stone 
Eorthsday Yellow Stone 
Lightningday Purple Stone 
Watersday Blue Stone 
Lightsday White Stone 
Darksday Black Stone 
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Last, but certainly not least, there is the Fishing Guild. The Fishing Guild is different from other guilds in that you don’t have to synthesize items to advance through the guild's 


ranks. Instead, your character's rank is determined largely by his or her fishing acumen. To become proficient in this guide, it's important to determine the best combination 


of fishing rods and bait for the particular area in which you're fishing and for the type of fish you want to catch , You must also learn how the time of day, the phases of the 


moon, and the tides all affect how the fish bite, Lastly, you must also dispose of the monsters you may catch instead of a fish! 


The Fishing Guild in Port Windurst. 


The main office of the Fishing Guild is located in Windurst in the Port area. There 


are plenty of experienced fishermen at the docks to learn from. The guild shop is 
pretty good also, as it offers plenty of fishing rods, bait, and lures. If you're not close 
to Windurst at the Start of the game, you can always buy or make a rod and purchase 
bait at an item shop. However, you wont get the level of tutelage that you get from 


the men and women at the guild headquarters. 


FISHING GUILD /SHOP LOCATIONS 
LOCATION STORE HOURS 


Windurst Port =—SSC*Y 8300-1800 


DAY OFF 
Lightningday 


3:00-18:00 
1:00-23:00 


Selbina-Mhaura Boat Lightningday 


With a fishing rod and some bait in your possession, equip the rod in the ranged 
weapon slot and the bait (whether it’s live or a lure) in the ammo slot. Go to the near- 
est river, lake, or ocean and type /fish, (Creating a macro is a good idea if you plan 
on fishing quite a bit.) Then cast the line and sit patiently for a bite. If something 
catches your line, press the Enter button to reel in your catch, In the beginning, it's 
likely that your line or rod may break, or the catch may get away. Many times, you 
won't catch anything at all! However, patience ts the key. 

character's 


After building up your 


FISHING RANK EXAM ITEMS 
RANK FISH REQUIRED 


Fishing level, you can take Rank exams 


yust like in the other crafting guilds, 


Instead of building something, the Amateur Moat Carp 
suildmaster will make you hunt down : 

‘i i ey Recruit Cheval Salmon 
and catch a specific fish to advance to 

the next rank. Refer to the following Initiate Giant Catfish 
table for the list of exam fish: Novice Gugru Tuna 


Tris the Trade 


There are a lor of variables that determine a successful fishing expedition. As is the 
case in real life, take into consideration the time of day, weather, and the phases of 
the moon before venturing out to fish. For example, did you know that fish are more 
likely to bite when you fish early in the morning or at dusk? The following provides 


the rundown on ways to make your fishing trip more successful, 


FAVORABLE CONDITIONS 
FOR FISHING 


@ The best times to fish are at dawn (5:00-6:00) and dusk (17:00- 
18:00). The night is the next best time. 


M@ Fish are easiest to catch during the new moon and the full moon 


lunar phases—around the times of high and low tides. 


a Fish seem to bite more when the surface of the water Is rippled 
instead of smooth) by the wind, or during cloudy and rainy 


weather. 


In addition to environmental conditions, you need to match your rod and bait to 
your fishing spot and the type of fish you want to catch. Remember: Some rods are 
specifically geared to catching smaller fish and will break if you catch something 
large and heavy. Also, you must learn which types of bait and lures draw a particu- 
lar kind of fish. If you're fishing for bottom dwellers, try the Sabiki Rig. The Sinking 
Minnow lure also attracts bottom dwellers, but usually larger and more powerful 
ones. Stay away from this type of lure if your goal is smaller fish! At times, the mem- 


bers of the fishing guild will help you match your equipment with the type of fish 


you want. 


———— 


FISHING RODS 
ROD 


Bamboo Fish. Rod 


Carbon Fishing Rod 


Clothespole 


Fastwater Fish. Rod 


Glass Fiber Fishing Rod 


Mithran Fish Pole 


S.H. (single hook) 
Fishing Pole 


Torutaru Fish Rod 


Willow Fish. Rod 


Yew Fishing Rod 


Lu Shang’s Fishing Rod 


SIZE OF FISH 
Small Fish 


Small Fish 


Big Fish 


Small Fish 


Small Fish 


Big Fish 


Big Fish 


Small Fish 


Small Fish 


Small Fish 


DESCRIPTION 
This rod will help raise your skill level 


while you are in the lower skill levels. 


Use this when you are going after 
small fish. 


While ifs range of usefulness does not 
differ from the Glass Fiber Rod, this rod 
is more efficient. Use this in places 
where you can see the fish with 

your eyes. 

This is a good rod for a good price. 
However, you cannot use this to catch 
smaller items and fish. 


This is a reinforced bamboo rod 
ultimately designed for fast-water 
fishing. However its usefulness is no 
different than the Bamboo Rod. 

If you want a rod that will give you 
steady catches, this is it. This rod 
doesn't break when you catch large 
items or rusty subligar. 

This is a glamorous rod that is tough 
and doesn’t break when you catch 
rusted items. It boasts the most 
powerful stats of all the rods you 

con buy. 

This rod is good for catching 

fish of the Moat Corp variety. 

This traditional Tarutaru rod is good for 
catching small fish. It is not powerful 
enough to handle anything powerful. 
However, it is good to use since 

it can be repaired. 

This is a lightweight rod that is not 
really suitable for leveling your skill up 
because it is easily broken. 

This is a short but practical fishing rod. 
All in all, o better choice than the 
Willow Fishing Rod 


This rod surpasses all of the rods you 
can buy in its abilities. It is indispensable 
if you want to go after some of those 
legendary fish! 
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BAIT 

NAME TYPE . ¥ 
as 
ie : 
= 
Meatball. F live Bot = 
Pealed Shrimp 


Peeled Crayfish 


Shell Bug Live Bait 
Sie of Blut 


= 


Sliced Sardine 
Lure 


Trout Ball 

ee 
Frog Lure : 

Minnow r 


4 25 


Shrimp Lure 


Sinking Minnow ee lure 


Worm Lure 


DESCRIPTION 


Used specifically to catch Shall Shell. 
Be sure to use with a Large-type rod. 
Most members of the Carp family are 
drawn fo this bait. 


This boit is beloved freshwater fish like 
members of the Carp family. It is also 
effective in catching Sandfish. 

Used for catching Zafmlug Bass and is also 
effective for catching saltwater fish like Quus. 
This attracts meat loving fish, both fresh 
water and saltwater varieties. Be sure to 
use a large-type rod when fishing in the 
ocean since this bait attracts large fish. 
Recommended for larger fish like the 
Bhethel Marlin. 

This bait is geared towards freshwater 
fish and recommended for catching 
Black Eel and Monke-Onke. 
Targeted towards the capture of Tiger 
Cod and Nosteau Herring. 

This small bug is sought after by Red 
Terrapin and Tricolored Carp. 
Recommended for catching Bhefhel Marlin. 
Bait used to catch those gigantic fresh 
water fish of legend. You'll need to be a 
very high ranked fisherman to catch 
those treasures. In the mean fime you 
can also use this bait to catch Bass. 
This bait attracts large fish that only 
master fishermen can catch easily. Avoid 
using this will oll but the strongest 

fishing rods! 

“Used for catching Gold Lobsters. 

However, this does attract larger fish 

that live in the same area! 

This con be used to catch medium to 
large freshwater fish once you've 
reached the Initiate rank. 

This is good for fishing in the rivers and 
streams for Cheval Salmon and 

Shining Trout. 

This fake frog is good for catching Red 
Terrapin, Giont Catfish and the like. 

This lure attracts large fish in both fresh 
and saltwater. Be sure to use the appro 
priate fishing rod! 

Three hooks allow you to catch up to 
three fish at once. This lure can be used 
to catch the freshwater Icefish once you 
are at the Recruit rank level. 

Good for catching all types of fish in the 
Ocean. Use for Monke-Onke in 
freshwater. 

This attracts many of the same fish that 
the Minnow lure does because of the 
resemblance. Recommended for bottom 
feeding fish like catfish, 

Good for fishes in the Bass family and 
Greedies. Also recommended for Black Eel. 
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_/ rime Fishing Locations 
th 
In the world of Vana‘diel, there are plenty of freshwater streams, rivers, and ponds 
for fishing. If you're up for a slightly more exciting expedition, head to the seaside 
and attempt some saltwater fishing. When you are really ready for a challenge, try 
fishing off the Mhaura-Selbina ferry. However, when you fish in the wild (as 
opposed to fishing in a city), there is always the possibility that you may catch a 
monster instead of a fish. If you catch a monster you must fight it, so only fish in 
areas where you can solo the monsters that dwell underwater. Fish and monsters 
arent the only thing that you may catch while fishing. On occasion, you may snag a 
piece of rusted equipment! Be careful, as the weight of a sodden, rust-covered item 


may cause your rod to snap! 


FRESHWATER FISHING LOCATIONS (RIVERS, 
STREAMS, PONDS, LAKES) 


LOCATION FISH 
Bastok Markets Black Eel, Dark Bass, Giant Catfish, Gold Corp, Tricolored Corp 


Bastok Mines Copper Frog, Crayfish 
Beaucedine Glacier | Icefish 
Black Eel, Copper Frog, Crayfish, Giant Catfish, Red Terrapin 


Dangruf Wadi 


Davoi Crayfish, Dark Bass, Giant Catfish, Gold Corp, Moat Carp, Red Terrapin, 
Tricolored Carp 

Est Ronfaure Cheval Salmon, Croyfish, Gold Carp, Shining Trout, Tricolored Carp 

Eost Sorutabaruta Crayfish, Dark Bass, Giant Catfish, Moat Carp, Monke-Onke, Pipira 

Fort Ghelsha Cheval Salmon, Crayfish, Gold Corp, Shining Trout, Tricolored Carp 

Ghelsba Outpost Cheval Salmon, Crayfish, Giant Catfish, Gold Corp, Red Terrapin, 
Shining Trout, Tricolored Carp 

Giddeus Crayfish, Dark Bass, Giont Catfish, Monke-Onke, Red Terrapin, 


Tricolored Carp 

Black Eel, Copper Frog, Crayfish, Gold Carp, Tricolored Carp 
Cheval Salmon, Crayfish, Crystal Bass, Dark Bass, Giant Catfish, Gold Carp, 
Red Terrapin, Shining Trout, Tricolored Carp 

Crayfish, Dark Bass, Giant Catfish, Moat Carp, Red Terrapin 
Black Eel, Copper Frog, Crayfish, Gold Carp, Tricolored Carp 
Crayfish, Gold Carp, Moat Corp, Tricolored Carp 
Black Eel, Copper Frog, Crayfish, Tricolored Carp 
Copper Frog, Crayfish, Giant Catfish, Red Terrapin 
Crayfish, Giant Catfish, Gold Carp, Moat Carp, Tricolored Carp 
Crayfish, Dark Bass, Giant Catfish, Moat Carp, Red Terrapin 
Crayfish, Giont Catfish, Moat Carp, Red Terrapin 
Crayfish, Dark Bass, Giant Catfish, Moat Carp 
Crayfish, Gold Carp, Moat Carp, Pipira 
Crayfish, Gold Carp, Moat Carp, Pipira 
Crayfish, Gold Corp, Moat Carp, Pipira 

Black Eel, Copper Frog, Crayfish, Giant Catfish, Moat Corp, Tricolored Corp 


Gusgen Mines 
Jugner Forest 


Lo Theine Plateau 
North Gustaberg 
North Sandoria 
Palborough Mines 
Pashhow Marshlands 
Port San d’ Oria 
Rolanberry Fields 
West Ronfaure 
West Sarutabaruta 
Windurst Walls 
Windurst Waters 
Windurst Woods 
Zehrun Mines 


SALTWATER FISHING LOCATIONS (OCEAN) 

LOCATION FISH 

Batallia Downs Bastore Sardine, Bluetail, Cobalt Jelly, Nosteau Herring, Tiger Cod, 
Yellow Globe 
Bluetail, Pantam Kelp, Shall Shell, Yellow Globe 


Bastore Sardine, Bladefish, Bluetail, Gold Lobster, Pantam Kelp, 
Ogre Eel, Quus 


Buburimu Pennisula 
Enst Sorutabaruta 


Lower Jeuno Bastore Sardine, Colbalt Jelly, Nosteau Herring, Tiger Cod, Yellow Globe 

Mharua-Selbina Ship Bastore Sardine, Bhefhel Marlin, Bluetoil, Gugru Tuna, Nebimonite, 
Noble Lady, Quus 

Mhaura Bastore Sardine, Pantam Kelp, Yellow Globe 

Port Bastok Bastore Sardine, Cobalt Jelly, Quus, Zafmlug Bass 

Port Jeuno Bastore Sardine, Colbalt Jelly, Nosteau Herring, Tiger Cod, Yellow Globe 

Port Windurst Bastore Sardine, Pantam Kelp, Quus 

Qufim Island Bluetail, Nosteau Herring, Tiger Cod, Yellow Globe 

Sauromugue Champaign | Bluetail, Tiger Cod, Yellow Globe 

Selbina Bastore Sardine, Cobalt Jelly, Fat Greedie, Greedie, Quus, Zafmlug Bass 

South Gustaberg Bastore Sardine, Bladefish, Cobalt Jelly, Gold Lobster, Ogre Eel, 


Quus, Zofmlug Bass 
Bastore Sardine, Cobalt Jelly, Greedie, Quus, Shall Shell, Zafmlug Bass 


Bastore Sardine, Bladefish, Bluetail, Gold Lobster, Pantam Kelp, 
Ogre Eel, Quus 


Valkurm Dunes 
West Sarutabaruta 


rhenenblics BQ Sto k 


Bastok is an industrial giant in the first years of its rise ta glory. Powered by steam, Galka muscles, 
and Hume ambition, it seems that nothing will get in the way of this city's ascension. Outside of 
the stone buildings of the Bastok Market and town center 1s a land almost devoid of green, thriv- 
ing life. Instead, dry and cracked landscape dominates this region, where only the wise and the 


strong survive. Rock lizards, quadavs, goblins, and worse things stalk the mountains day and night. 


Bastokers seek peace through expansion and safety through power. 


| BASTOK MARKETS ..... 158 
| AFlosh in the Pan 

Stamp Hunt 

| Brygid, the Stylist 

| Buckets of Gold 

The Elvaan Goldsmith 

|| Father Figure “- See 
The Bare Bones 


< di . 
METALWORKS ........ 160 | i San a’Oria 


The Gustaberg Tour 
Smoke on the Mountain 
Stordust 

Mean Machine 


BASTOK MINES ...... 162 
Groceries 
Drachenfall 
Fallen Comrades 
Vengeful Wrath 
Hearts of Mythril 


PORT BASTOK ..... .. 164 

The Wisdom of Elders 
Bite the Dust 
A Lady's Heart 
Forever to Hold 
Till Death Do Us Part 
Welcome to Bastok 

| The Quadav’s Curse 
Past Perfect 


| BASTOK MISSIONS .....166 | 
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Between Port Bastok and the southern 
mines, there is the hub of humanity 
and mercantilism that ts the Bastok 
Markets. This is one of the busiest 
places in the city, and in the entire 
world of Vanadiel, Adventurers can 
find stores to the south, near the West 
Gate. An auction house lists less avail- 
able goods, and it isn't a long trip to 
the Residential Area for those who 
need to drop something off. 
Goldsmiths from across the land come 
here to see one of the most experienced 
guilds of their craft, There isn't any- 
thing wrong with the night life either, 
as Humes and Galka blow off steam in 
the Firewater Circle. 
MAP EGEND = 
O Arown 
© Aguillina 
© Brygid 
© Degenhard 

Salimah 

Malene 
@ Nbu Lotteh 
© Michea 
O foss 
@ Metalworks 
@ Residential Area 


A FLASH IN THE PAN 


Aguillina 1s having problems starting 


her stove, and she needs + flint stones 
to light it. Flint stones can be obtained 
from the tunnel worms and stone eaters 
just outside the Bastok city gates. When 
you give the flint stones to Aquillina, 


she rewards you with 100 gil. 
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STAMP HUNT 
ITEM(S) NEEDED: Stomps from vorious people 


REWARD: Leather Gorget 
REPEATABLE: No 


Arawn is looking for participants in his 
stamp hunt. If you are interested, he 
gives you a stamp sheet so you can play, 
The people who will give you stamps 
are as follows: Pavel (West Gate of 
Bastok Markets), Latifah (Drawbridge 
of Port Bastok), Ehrhard (Warehouse 
of Port Bastok), Deadly Spider (near 
Bastok Mines Depot), Elayne (near the 
Altar of the 
Metalworks), Romualdo (Cannonary 
Metalworks), and Tall 


Mountain (near the Alchemists’ Guild 


Goddess of the 
of the 
at the Mines). When you have all the 


stamps, return to Arawn for your prize, 


a Leather Gorget 


BUCKETS OF GOLD 


CLIENT: Foss 
REQUIREMENTS: None 
ITEM(S) NEEDED: Fishing Rod, 5 Rusty Buckets 


REWARD: 300 gil 
REPEATABLE: Yes 


Foss wants to know if you have fished 
before, If you answer yes, he has a spe- 
cial task for you. He wants 5 rusty 
buckets, and he is willing to give you 
300 gil for them. Fishing near area H- 
IL of Zeruhn Mines (with lugworms) 
will get you the buckets and then the 


money. 


Michea wants to give a present to her 
close friend Dalzakk, who has been like 
a father to her. She asks you to get her 
a silver ingot to help with this. You can 
buy a silver ingot at the auction house, 
or synthesize one using I fire crystal 
and 4 silver ores. When Michea 
receives her ingot, she gives you 2200 


gil for your help. 


BRYGID, THE STYLIST 
REQUIREMENTS: None 
ITEM(S) NEEDED: Robe, Bronze Subligar 


Brygid is a fashion visionary, a girl who 
breaks all common clothing rules. She 
is not content to be a mere fashion 
plate herself, though, and she orders 
other people to freely express her 
vision. If you dress according to her 
orders, in a Robe and Bronze Subligar, 
she rewards you with the perfect com- 
pliment to your wardrobe: a pair of 
Gloves. You can buy a Robe from 
Boytz’s Knicknacks. You can buy the 
Subligar from Brunhilde the Armorer. 
Or, you can obtain it by looting 
goblins or quadays, or get it as a reward 
for the Quaday's Curse quest. You can 
also order these items from the auction 


house. 


THE ELVAAN GOLDSMITH 


CLIENT: Michea REWARD: 180 gil 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: Copper Ingot 


Michea would like you to get her a 
Copper Ingot. You can buy one at the 
auction house or craft one through 
synthesis. The latter requires I fire 
crystal and 4 copper ores, which are 
dropped by tunnel worms and stone 
eaters, When Michea has her ingot, she 


rewards you with 180 gil. 


THE BARE BONES 


CLIENT: Degenhard 
REQUIREMENTS: None 
ITEM(S) NEEDED: | Bone Chip 


REWARD: Map of Dangruf Wadi 
REPEATABLE: No 


An elderly Hume named Degenhard is 
known for his robust health, He tells 
you that if you want to know the secret 
of his physique, you must bring him 
the item that keeps him so vigorous. 
This item is a bone chip, which you 
can get by killing skeleton-type mon- 
sters like enchanted bones in 
Gustaberg. If you give Degenhard the 
chip, he reveals his secret and gives you 


a map of the Dangruf Wadi. 
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Apart from the Blacksmith’s Guild of 
Bastok, the Metalworks are a place for 
elite tradesmen and foreign officials. 
The Consulates of Windurst, Jeuno, 
and San d'Oria are here. There are also 
refineries, forges, and all manner of 
industrial contraptions. Never quiet, 
the spirit of Bastok is surely born of 


bellows and ovens, steam and fire. 
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Near Cid's lab is a woman named 
Izabele, who needs volunteers interest- 
ed ina tour, The tour group must con- 
sist of a full party of six people with 
little knowledge of the area. The party 
journeys to North Gustaberg and 
meets there with Hunting Bear (in area 
F-8). Because they've helped with the 
design of the tour, the participants are 


rewarded with 500 gil. 


SMOKE ON THE 
CLIENT: Hungry Wolf REWARD: 300 gi 
REQUIREMENTS: None REPEATABLE: Yes 


ITEM(S) NEEDED: Giant Sheep Meat, 
Galkan Sausage 


True to his name, Hungry Wolf has a 
burning appetite for Galkan Sausage, 
but they don't serve that delicacy at the 
Craftmen’s Eatery, Offa (area F-10 of 
Bastok Markets) knows how to make 
it) You kill a giant sheep, take its meat, 
and go toa fire made by goblins (area 
K-9 in South Gustaberg). You must 
leave the meat there for a day, tending 
it constantly without leaving the fire. 
Hungry Wolf rewards you 300 gil for 


making the sausage. 
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STARDUST 


CLIENT: Boldric REWARD: 400 gi 
REQUIREMENTS: None REPEATABLE: Yes 
ITEM(S) NEEDED: Volkurm Sunsand 


Baldric needs some Valkurm Sunsand 
for his experiments, but the sand can 
be gathered only during sandstorms. 
Journey to area H-9 of the Valkurm 
Dunes. There is a boat where you can 
find such sand. Baldric gives you 400 
gil for your help, and asks that you give 
him all the Valkurm Sunsand that you 


find in the future. 
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MEAN MACHINE =, | a 


CLIENT: Unlucky Rot REWARD: Scroll of Warp 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: | Slime Oil 


The machine that Unlucky Rat is 
working on is broken, and he needs 
some sort of lubricant to repair it, The 
only thing that he can think of using is 
some sort ot greasy monster parts. In 
Beadeaux (area G-7), there is a monster 
called an Ooze that secretes slime oil. 
If you give a vial of slime oil to 
Unlucky Rat, he gives you a Scroll of 


Warp in exchange. 
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At the southern tip of Bastok is the 
entrance to the Bastok Mines. In years 
past, this area of town was hardly 
developed, serving only as a place for 
miners to house their families while 
they toiled in the earth below, But as 
time and prosperity expand the borders 
of the city, even this quarter has grown 
in prominence. It has stores for those 
seeking armor or various odds and 
ends. There is an auction house, a 
chocobo stable, and even an inn for 
anyone looking to put their feet up. 
Because of the strange materials that 
are brought out of the mines from 
time to time, an Alchemist’s Guild has 


also formed here. 
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South Gustaberg 


Tami asks you to deliver a reminder to 
her husband, Zelman, in the Zeruhn 
Mines (area I-6). Read the note and 
then talk to Zelman. He complains 
about his wife, and asks you to buy 
some meat jerky and give it to Tami. 
She gives you 10 gil for delivering the 


message. 


DRACHENFALL 

(CLIENT: Black Mud 

REQUIREMENTS: None REWARD: 2000 gi 

ITEM(S) NEEDED: Bross Canteen, Drochenfall REPEATABLE: No 
Water 


Black Mud needs some water from 
Drachenfall, but he ts at a loss as to 
how to obrain it. If you agree to help 
him, he gives you a brass canteen to fill 
up. You must travel to the bottom of 
the falls through Dangruf Wadi to area 
F-7 of North Gustaberg. When Black 
Mud gets the water, he gives you 
2000 gil for it, 


FALLEN COMRADES 


CLIENT: Powke 
ITEM(S) NEEDED: Silver Nome Tog 


REWARD: 550 gil 
REPEATABLE: Yes 


Pavvke lost most of his friends in an 
explosion in the Palborough Mines 
Each one of them wore a silver name 
tag, and these small items were scat- 
tered in the blast. He will give you 550 
gil for every tag that you find for him. 
The silver name tags have been picked 
Quadavy around the 


Palborough Mines 


up by the 


HEARTS OF MYTHRIL 


CLIENT; Elki 
REQUIREMENTS: None 
ITEM(S) NEEDED: Bouquet for the pioneers 


Elki wants to honor the memory of his 


reat-grandfather, Omran, by having a 


"7 


bouquet placed upon his tomb at 
Zegham Hill. He gives you the bou- 
quet to accomplish this task, and you 
must travel to the top of the hill. You 
can climb the slopes of the following 
areas: Ist floor (ground) to 2nd floor, 
1-8; 2nd floor to 3rd floor, J-8; and 
3rd floor to top, J-7. When you place 
the bouquet on the tomb, 10 names 
appear on the stone. When you return 


to Bastok, Elki gives yOu a sitabaki tn 


gratitude, 


| | 


VENGEFUL WRATH 


LENT: Goraow 
REQUIREMENTS: None 
ITEM(S) NEEDED: Quaday Helm 


REWARD: 900 gil 
REPEATABLE: Yes 


Goraow has revenge in his heart, and 


the only 9 thar can satisfy it is 


you 


token of 5 


r success at 


gives you a small bounty 
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Occasionally, newcomers have trouble 
finding their way around Port Bastok, 
which is located in the northern part 
of town. The stone staircases that 
dominate the area are yery haphazard. 
In the west are warehouses (for the 
nearby Air Travel Agency), the 
Steaming Sheep Restaurant, and 
Galvin's Travel Gear. On the other side 
of the area is the North Gate, heading 


out into North Gustaberg. 
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THE WISDOM OF ELDERS 
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Cleaning a house is a long, dirty, tiring 
job. Especially when you have to clean 
out your own chimney, as Benita has to 
do. Unfortunately, she isn't quite sure 
how to accomplish such a thing. The 
old woman outside of Benita’s house, 
Tete, is full of sage advice. She informs 
you that the easiest way is to use bomb 
ash, which is dropped by bombs, bal- 
loons, and grenades. If you give Benita 
the ash, she gives you something to 


help you out: a traveler's hat. 


BITE THE DUST 


are \ 


REWARD: 350 gil 
REPEATABLE: Yos 


Yazan is a merchant who travels from 
Selbina to Bastok to sell his wares, 
Because of the sand bats between the 
two Cities, it ts too dangerous for him 
to return to Selbina/and so he is stuck 
in Bastok. Exterminating the sand bats 
near the Valkurm Dunes would really 
help him out. He pays 350 gil for every 
fang you bring to him as proof of their 
death. 


A LADY’S HEART 


aH. iS “J wt 


Valah Molkot has been keeping up 
with all the gardeners in the city, hop- 
ing that someone will grow a red 
flower, If you successfully grow an 
Amaryllis (or purchase one for her 
from the M&P Market in Jeuno), she 
tells you how to exit from your Mog 


House to any area of Bastok you wish. 


TILL DEATH DO US PART 
WIENT: Romilda 


REWARD: 2,000 gi 
REPEATABLE: Wo 


Complete the Forever to 


FOREVER TO HOLD 


Qiji has a specific present in mind for 
his wife, Romilda: a brass hairpin. He 
just doesn't know where to get one. 
brass hairpins can be bought from the 
auction house or synthesized using 
brass ingots and wind crystals. When 
you give the hairpin to Qiji, he asks 
you to deliver it to his wife. She thanks 
you for the hairpin, but then asks why 
Qiji never gives her anything. If you 
talk to Quji after the delivery, he gives 
you 300 gil for your trouble. If you 
talk to Romilda after your payment, 
she explains that she was just teasing 
her husband and that she really appre- 


ciates the gift. 


WELCOME TO BASTOK 


pire oa ee 


ITEM(S) NEEDED: Shel Shield 
REWARD: Spatha 
REPEATABLE: No 


Because Qiji was kind enough to give 


Romilda a present, she wants to return 
the favor, She wants to give him a pair 
of cotton gloves, but she doesn't know 
where to get them, You can get them 
from the auction house or from a shop 
in Port Windurst. When you give 
Romilda the gloves, she gives you 
2,000 gil. 


Corann {is too shy to Zo outside of his 
house, which upsets his father, Ronan, 
and 1s looking for someway to hide 
himself, When you give Corann a qua- 
day backplate (dropped by quadavys . 
he happily uses IC and gives you a 


bronze subligar in return. 


Powhatan is waiting for a visitor named 
Evrain to arrive by airship, and he 
needs someone to go pick him up. 
Evrain will be looking for someone 
with a shell shield to greet him. When 
you go to the Air Travel Agency at the 
Arrivals gate and talk to Bartholomeo, 
Evrain arrives, He explains thar he can 
make it to the bar on his own. Talk to 
Powhatan again at the bar. He gives 
you a Spatha for taking the time to 


meet him. 


Evi used to be a San d’Orian knight, 
but he ran away during a mission, I le 


buried his musston orders near a wind- 


you find the Mission Orders (area G- 
8), Evi will give you a suit of scale 


mail. 


mill in the Konschtat Highlands. If 
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Bastok needs you! Our city isn’t going to grow without trained hands and sturdy backs 
to carry our nation’s pride. Are you one of Bastok’s finest, or are you just another adven- 
turer who lets the wind blow them wherever it wishes? Take the world into your grasp. 
Vona’diel is ours if we are brave enough to shoulder that responsibility. And |’ll tell you the 
| truth: If we don’t, someone else sure will. 
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RANK ONE: MISSION ONE— 
"THE ZERUHN REPORT” 


The guards at the gatehouse are look- 
ing for adventurers to aid the fine peo- 
ple ot Bastok. When you agree to 
accept the first mission, you are told to 
meet Makarim in the Zeruhn Mines 


area H-1 1 


pass on 


She simply wants you to 
a report to Naji at the 


President's Office. Meet Naji there and 


give him the report to complete your 


first mission. 


RANK ONE: MISSION TWO— 
”A GEOLOGICAL SURVEY” 


Your contact for this mission is Cid, a well-known person in FINAL FANTASY cir- 
cles and the chief engineer of the Metalworks. Cid is concerned about some of the 
environmental effects taking place in Bastok, and he gives you a tester to gather some 


data for him. He wants you to travel 


into the Dangruf Wadi and see if the 
tester turns red. When you step on the 
geyser in area 1-8, the tester changes 
Bastok to 


color. Return to Cid in 


report the results. 


RANK ONE: MISSION THREE— 
"FETICHISM” 


[here is a major problem at the Palborough Mines. It has been invaded by the 
Quaday, a race of aggressive and antagonistic Beastmen. Your task is to drive out the 
Quaday by killing a number of them, As proof of your deed, you must bring back 
some Quadav doll parts: a Quadav head, arms, body, and legs. Quite obyiously, these 
are dropped by quadavs. If you have 
no pangs of conscience about mislead- 
ing the guards, you may choose to buy 
the parts from the auction house if 
they are available. When you give the 
trophies to the guards, you receive 
Rank 2 and a bonus of 1,000 gil. 


RANK TWO: MISSION ONE— 


"THE CRYSTAL LINE” 


Cid was pleased with your earlier per- 
formance, and the next mission you do 
for him involves investigating some 
strange phenomena, Cid wants a faded 
erystal, and your task is to obtain one 


for him. 


After talking to Cid, go to a Telepoint, 
at the Crag of Dem and “trade” a 
regular elemental crystal with the tele- 
point, When you give the faded crystal 
back to Cid, he studies it and asks you 
to give a small report to either Ayame 


or Naji. 


Naji is at the President's Office, but he 
doesn’t understand the report because 
itis very complex and full of scientific 
jargon, He asks you to give it to Ayame 
at the Metalworks, 


Ayame thanks you for the report, 
However, she asks why you didn’t just 
give it Naji, The mission is considered 
to be complete no matter what you 


answer, 


RANK TWO: MISSION TWO— 


"WADING BEASTS” 


Your contact for the next mission 15 
Alois, who can be found in the 
Metalworks by the President's Office, 


Alois wants you to get a lizard egg 


from the steam lizards in the Dangruf 


Wadi, When you give Alois the egg, 


the mission 1s complete. 


RANK TWO: MISSION THREE— 
"THE EMISSARY” 


This is a yery sensitive diplomatic 
mission, and you are told to report 
directly to President Karst, Naji guides 
you to the President, who wants you to 
go to the Bastok consulates in the 
neighboring cities of San d’Oria 
and Windurst and work with the con- 
suls there. You are given a letter to the 
consuls to signify your new status. 
Which city you go to first is up to you, 
based on the answers you give in the 


mission overview. 
If you go to Windurst first 


The Consulate of Bastok is at Port 
Windurst, and the consul is named 
Melek. It appears that the government 
of Windurst approached the Bastok 
representatives to do a favor for them. 
They want someone to go to Giddeus 
and give a magic weapon to the Yagudo 
Beastmen. Melek has agreed to do the 
fayor, and you are the person to do it, 
but there is more to it than thar. Bastok 
is very interested in magic weapons. 
Instead of giving the weapon to the 
Yagudo, you are to bring it back to the 
consulate, where it will be exchanged for a non-magical one. In the course of this, 
you are also told thar the Yagudo take supplies from the Tarutaru as peace offerings 


and give them to the other Beastmen, like the Ores and Quadav. 


Go to Heaven's Tower, where a Tarutart: named Kupipi gives you the weapon. At the 
consulate, the real weapon is exchanged for the fake one. Then travel to Giddeus and 
attempt to give Uu Zhoumo, the Yagudo spokesmen, the fake weapon. (Don't go to 


Giddeus with the real weapon; the Yagudo won't react to it.) 


Uu Zhoumo recognizes that what you're offering isn't a magical artifact in any way. 
He orders you to bring him Eyy Mon the Ironbreaker's weapon: an aspir knife. When 
you obtain the knife for Uu Zhoumo, he accepts it and you can return to Windurst. 
Melek tells you that the magical weapon was sent back to Bastok, and that you 


should continue on to San d’Oria. 


At San d’Oria, you meet with Helaku at the consulate in the northern part of the 
city. He wants you to talk with Halver, who can be found at the Chateau d'Oraguille. 
Halvy cr has some Investigative work he wants you to do in the Yughott Grotto, In 


addition, he says that you should inform your consul of what you find there. 


Travel to area J-8 of Fort Ghelsba and then to area J-6 of the Yughort Grotto. At 
this point, you see a Burning Circle in the ground before you. When you enter the 
circle, you see two people, Vauderame and Rochefogne, in a tense conversation with 
Spotter. Spotter eventually summons a Dread Dragon, and you come to Vauderame 


and Rochefogne's aid. 


When the dragon and Spotter are defeated, you will receive an item called the 
“Kindred Crest.” After 


last words, a chilling announcement that the Shadow Lord is coming back to life. 


ards, a female Hume named Lion enters, and Spotter says his 


Lion then asks you to go to the embassy and report what has happened to the 
Bastokan Consul, Helaku, in San d’Oria. Once you report the events that have tran- 
spired, she asks you to report back to Bastok, and talk to Naji, the Mythril 


Musketeer, who originally gave you your mission orders. 
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Tf you go to San d’Oria first: 

The Consulate of Bastok is in Northern San d’Ona, Talk to Baraka and you will 
meet Lion, who tells you of her suspicions of the Orcs. Then talk to the consul, 
Helaku, who tells you about the nature of San d’Oria and some of the problems that 
they have had, particularly regarding the Orcs, He then sends you on a side mission 


to Halver, who can be found in the Chateau d’Oraguille. 


When you talk to Halver, he asks you to defeat Warchief Vatgic at the Ghelsba 
Outpost (near area H-7). After you defeat the Warchief, return to Helaku in San 


d'Onia, who congratulates you on your success and sends you on to Windurst. 


Report to Melek at the Bastok Consulate in Port Windurst. Melek sends you to meet 
with some of the members of the Tarutaru government at Heaven's Tower. There, 
you talk with Kupipi, who tells you about some of the issues involving the Yagudo 
and some strange things happening in Giddeus. She also gives you a key to help you 


in your investigation of these matters. At this point, you are free to head to Giddeus, 


In Giddeus, you must fight through the hostile Yagudo to area G-12, where you find 
a Burning Circle upon the ground, When you walk through the circle, you find your- 
self in the middle of a confrontation between Semih Lafihna and Searcher. Searcher 
then summons a dragon, which you must do battle with. After the dragon is defeat- 
ed, Lion enters and Searcher tells you that the Shadow Lord is going to be revived 


and another war is going to begin. 


Return to Windurst and tell Melek all that you haye learned. You can now go back 


to Bastok with the knowledge that war is about to break out yet again. 


Back in the Metalworks, give your information to Naji to receive Rank 3, an 


Adventuret’s Certificate, and 3,000 gil. 


wp 


RANK THREE: MISSION ONE— 
“THE FOUR MUSKETEERS” 


ep 


Once again, you must proceed to the 
Metalworks for the details of your 
missions. Your contact is Iron Eater, 
who is at the President's Office. If you 
ask for the mission specifics immedi- 
ately, you enter the conference room 


with Ayame, Naji, and Iron Eater. 


Volker explains the mission to the 
group. There have been some problems 
with the Quadav in the Beadeaux area, 
and they must be dealt with by the 
people gathered here. The party will 
gather at the entrance to Beadeaux, go 
inside, and then kill 20 copper qua- 
davs. The entrance is located in area 
L-I1 of the Pashhow Marshlands. 


If you then go to Beadeaux, the 
Quadav killing begins when Ayame 
says that the mission has started. You 
can see if you have defeated enough 
quadavs by leaving the area. When you 
have killed enough of them, the mis- 
sion is completed and you can move on 


to the next. 


RANK THREE: MISSION TWO— 
"TO THE FORSAKEN MINES” 


Dayvad, in area K-6 of the Bastok 
Mines, is looking for someone to get 
him a chunk of a rare material called 


Glocolite. You have accepted this task. 


If you leave a piece of meat near a cer- 
tain area of the Gusgen Mines, a 
strange monster will appear. This 
monster has the Glocolite. To do this, 
you can obtain the monster's favorite 
food, Hare Meat, by killing Hoarder 
Hares in Dangruf Wadi or Pit Hares in 


Palborough Mines. 


After you have the meat, proceed to 
Gusgen in the Konschtat Highlands. In 


area J-7, you see a pond with a strange, 


questionable mark near it, Leave the 
meat on the mark, and a fish named Blind Moby appears. That's your target. Blind 
Moby leaves behind the rare rock item, and you can compete the mission by giving 


it back to the gatehouse guards. 


RANK THREE: MISSION THREE—’JEUNO” 


Betause you petformed so well in your first major diplomatic mussion, you are sum- 
moned by Lucius to work with the Embassy of Bastok, You are once again given a 


Letter of Introduction to explain your purpose. 


The Embassy of Bastok is located in Ru'Lude Gardens, When you arrive, you speak 
with Goggehn, who tells you that the ambassador has not returned from a trip to 


Delkfutt's Tower. You must find the ambassador there. 


At the tower, go to the 10th floor and 
kill either Mimas or Porphyrion to get 
the key that you need to move around 
the more sensitive areas of the tower. 
Use the key to activate the elevator, and 
then move down the long spiral stair- 


case to the basement. 


There, you see a Cerment Door. Go 
through the door and into a room with 
three paths, each leading to another 
Cerment Door. When you open the 
correct door, you find Altair, the 
ambassador to Jeuno, crumpled behind 
it. When he wakes up, he says that he 
was attacked from behind. He then 


tells you to meet back with him at the 


Consulate. 


When you return to Jeuno, talk to Altair, he raises you to Rank 4 and gives you 
5,000 gil. He also makes you a member of his Consulate staff, and the next 
missions that you do for him involve working in Jeuno. (See the “Jeuno Missions’ 


section. ) 
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Northern San d’Oria ts the political, 
spiritual, and military center of the old 
city. Beyond the Parade Ground, where 
the knights march during important 
events, there is the Cathedral, the 
Chateau d'Oraguille to the north, and 
important stores to the west. The 
Phoenix Perch Inn ts here, supplied by 
several distant merchants and known 
for its delicacies, Further along the 
west side are guilds for the local car- 
penters and blacksmiths, and the Royal 


Armoury is there as well. 


PAP LEGEND 
O Miageau @ Abeaule 

© Abioleget © Varmorcote 

© Evesque © Maloquedil 

© Pagisalis @® Davperiat 

© Secodiand @ Ailbeche 

© Aurege @® Kuu Mohzolhi 


© Home Point 


FEAR OF THE DARK 


CLIENT: Secodiand 
REQUIREMENTS: None 
ITEM(S) NEEDED: 2 Bat Wings 


Secodiand asks you to retrieve 2 Bat 


Wings for him, and he will pay you 
200 gil for every pair that he gets. Bat 
Wings can be taken from any type of 
bat, and Secodiand wants as many pairs 


as you are willing to get for him. 
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EXIT THE GAMBLER 


“CLIENT: Aurege & Guilberdrier "REWARD: Map of King RonperresTomb =Ss—t=“‘i‘*~*S Je 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: 5 gi 


Aurege and Guilbercier have signifi- 
cant problems with a gambler named 
Varchet. If you talk with Varchet after 
a conversation with Aurege and his 
friend, Varchet will offer to gamble 
with you. The opening bid is 5 gil. 
After you win against Varchet, talk 
with Aurege again to obtain a Map of 


King Ranperre’s Tomb, 


THE SETTING SUN 


“GLENT: Vamorcote REWARD: 10,000 gil 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: Engraved Key 


Vamorcote asks you to bring him the 
Engraved Key, located on a small island 
in Batallia Downs, You can get the key 
by killing Ahtu there. When you give 
the key to Vamorcote, he gives you 


10,000 gil for your hard work, 


TRADER IN THE FOREST 


CLIENT: Abeaule REWARD: Robe, the ability to buy Batagreens 

REQUIREMENTS: None REPEATABLE: No 

ITEM(S) NEEDED: Supplies Ordey, 
1 Clump of Batagreens 


Abeaule asks you to go to West 
Ronfaure and give Phairet an order for 
supplies. When you give the Supplies 
Order to Phairet, he gives you a chimp 
of batagreens to fulfill Abeaule’s 
request. After this, you can buy all the 
batagreens you need from Phairet for 
50 gil. Abeaule is quite happy with the 
vegetables that you provide for him and 


gives you a robe in return, 
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THE MEDICINE WOMAN 


WARDING VAMPIRES 


CLIENT: Abeaule 1 Zinc Ore, 1 Insect Wing, 1 Malboro Vine, CLIENT: Maloquedil 
REQUIREMENTS: Complete Trader in the Forest Cold Medicine REQUIREMENTS: None 

quest REWARD: 2,100 gil ITEM(S) NEEDED: 2 Bulbs of Shaman Garlic 
ITEM(S) NEEDED: Old Amaura’s Prescription, REPEATABLE: No 


GROWING FLOWERS 


CENT oo Mahal 
REQUIREMENTS: None 
ITEM(S) NEEDED: Marguerite 


If you give Kuu Mohzolhi a flower, she 
will thank you. However, there is a par- 
ticular flower, the Marguerite, that she 
likes above all others. She will tell you 
a secret if you get one for her. You can 
grow this flower in your Moghouse 
using a flowerpot, or you can buy one 
at the M&P Market in Jeuno. The 
secret that Kuu tells you is how to go 
from your Moghouse to any area of 


San d’Oria that you wish. 


Abeaule asks you to meet with Amaura 
to get medicine for one of his cus- 
tomers. Amaura can be found in area 
G-6 of Southern San d'Oria, 


There is a slight problem: Amaura can't 
make the medicine because she doesn't 
have all of the ingredients. You offer to 
get them for her, and she gives you the 
list of components (Old Amaura’s 
Prescription). You must gather I zinc 
ore (dropped by worms, such as 
carrion worms), I insect wing 
(dropped by bees, such as water wasps), 
and 1 malboro vine ( dropped by 


malboros at the Pashhow Marshlands). 


When you give these items to Amaura, 
she makes the Cold Medicine. After 
you deliver this to Abeaule, he thanks 
you and pays you 2,100 gil for your 


efforts. 


REWARD: Noghouse Ext Upgrade 
REPEATABLE: No 


REWARD: 900 ai 
REPEATABLE: No 


Maloquedil has a deathly fear of yam- 
pires, and he needs the only proven 
method of repelling them: bulbs of 
shaman garlic. He will pay you 900 gil 
for a set of 2 bulbs of shaman garlic, 
which can be found on the corpses of 
oreish cursemakers in Davoi, Jugner 
Forest, and Yughott Grotto. With these 
in his possession, he will no longer fear 


those wily undead. 


WATERS OF THE CHEVAL 


CLIENT: Miageau 
REQUIREMENTS: None 
ITEM(S) NEEDED: 10 gil, 1 Blessed Waterskin, 

Cheval River Water 


Miageau wants some water from the Cheval River. This water must be brought back 


to the Cathedral in a Blessed Waterskin. Nouveil, who is near Miageau, happens to 


have a supply of such waterskins and will give you one when you donate 10 gil. Go 


to East Ronfaure, around area H-5, and fill the waterskin from the river. When 


Miageau gets the water, he gives you a wing pendant. 


BLACKMAIL 


CLIENT: Dauperiat 
REQUIREMENTS: Must be Rank 3 or higher 
ITEM(S) NEEDED: Castle Floorplans 


Dauperiat first asks you deliver a letter 
to Halver. When you do so, Halyer has 
4 strong reaction to it, but he asks you 
not to speak of it again. When you talk 
to Dauperiat again, he tells you that he 


sent the Castle Floorplans to Halver. 


He then asks if you want to do a sec- 
ond job for him. If you answer yes, he 
tells you that he also sold the Castle 
Floorplans to the Orcs, and he wants 
you to get them back for him, These 
floorplans can be found on the bodies 
of orcish serjeants in Ghelsba and 
Batallia Downs. Dauperiat will pay you 


900 gil for the plans, And because the 


THE VICASQUE’S SERMON 

GUENT: Abioleget = 

REQUIREMENTS: Complete the Waters of the 
Cheval quest 


ITEM(S) NEEDED: Blue Pes (70 gil) 
REWARD: Bross Ring 
REPEATABLE: No 


If you talk to Abioleget after complet- 
ing The Waters of the Cheval quest, 
you become part of a group of people 
willing to do tasks for the Church. 
Arnau launches into a brief sermon 
regarding the Path to Heaven, and then 
mentions a person (Andelain) in a 
tower to the southeast of East 
Ronfaure (area J-11). The whole group 
Is then asked to bring blue peas to 


Andelain. 


The monk at the entrance to the 
Cathedral offers blue peas to those 
willing to make the journey. All that is 
required is a small donation of 70 gil 
to the Church. Andelain thanks you for 
the gift. When you return to Abioleget, 
he gives you a brass ring as a sign of 


your devotion. 


REWARD: 900 gil 
REPEATABLE: Yos 


Ores have copied them, you can con- 


tinue to sell them back to Dauperiat. 


FATHER AND SON 


REQUIREMENTS: None 
ITEM(S) NEEDED: None 


REWARD: Willow Fishing Rod 
REPEATABLE: No 


Near Chateau d’Oraguille, a small 
Elvaan child named Ailbeche is crying, 
When you question him, you discover 
that the boy has lost his father, 
Exoroche. Being the kind person that 
you are, you search for his father and 
find that he is at Helbort’s Blades in 
Southern San d’Oria. 


Exoroche asks you to tell his son to 
stay where his is, and you dutifully 
report this back to Ailbeche. After you 
have finished talking to the boy, 
Exoroche arrives and berates his son 
for failing to live up toa father's expec- 


tations. 


When you talk to the father again, he 
gives you a Willow Fishing Rod, which 
actually belongs to Ailbeche. Use the 
fishing rod as long as you like, bur give 
it back to the kid when you are done as 
a sympathetic gesture. Ailbeche cer- 


tainly deserves the small kindness. 
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Southern San d’Oria is a place for the 
teeming masses, East of Victory Square 
is the gate to East Ronfaure, the Lion 
Springs Tavern, and stores for weapons 
and armor. To the west are trade goods, 
the Tanner's Guild, and various smaller 


“4 
stores. I hrough the western gate Is the 


‘a Guild 


oe 
~~ Tuurnil 


way to Ghelsba Outpost and many bat- 


tles against the Ores that inhabit 


Ronfaure. Note the chocobo stables 


1 Y 4 
and auction house in the south as well. as Sundaes 


© Parvipon 
© Maugie 
© humila 
© Balasiel 


© Hanoo Punao @® Raimbroy 


O Home Point 


THE MERCHANT'S BIDDING 


REWARD: 120 gil 
REPEATABLE: Yos 


Parvipon is a tanner who needs a great 
many rabbit hides. If you give him a set 
of 3 rabbit hides, he will give you [20 
gil for the lot of them. Rabbit hides 
can be skinned from the wild rabbits 


infesting the region around the city, 


these hides and is willing to pay for 


every set you can provide. 


Parvipon requires a steady supply of 


a fed 
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STARTING A FLAME 


REWARD: 100 gil 
REPEATABLE: Yes 


CLIENT: Legato 
REQUIREMENTS: None 
ITEM(S) NEEDED: 4 Flint Stones 


Legata needs some flint stones and will 

pay you 100 gil for four of them. Flint 

stones can be found in the stomachs of 

carrion worms. When you give Legata 

4 flint stones, you get the promised 
: F 


reward in return, 


GRIMY SIGNPOSTS 


GRAVE CONCERNS 


“CUENT: Maugie 
REQUIREMENTS: None 
ITEM(S) NEEDED: None 


THE SWEETEST THINGS 


CLIENT: Raimbroy 
REQUIREMENTS: None 
ITEM(S) NEEDED: 5 Pots of Honey 


A SENTRY’S PERIL 


CLIENT: Glenne 
REQUIREMENTS: None 
ITEM(S) NEEDED: Ointment, Ointment Case 


REWARD: 1,500 gil 
REPEATABLE: No 


Maugie has had a lot of trouble keep- 


ing some of the signposts clean in 


Jugner Forest, and she asks if you can 
help with this problem. There are four 
signposts in all; [) Area E-11 (north- 
east extreme, bordering area E-10); 2 


Area H-7 


(southwest); and 4) Area J-5 (south- 


Area G-8 (west extreme); 3) 


east). After you have cleaned the sign- 
posts, Maugie rewards you with 1,500 


gil. 


REWARD: 400 gil 
REPEATABLE: Yes 


Raimbroy, who owns Raimbroy’s 
Grocery, has a slight supply problem. 
He has to fill an order for one barrel of 
mulsum, but he has neither the mul- 
sum nor the ingredients to make it. If 
you get him 5 pots of honey, he will 
pay you 400 gil. Honey pots are 
dropped by bees, such as the huge 
wasps found in the La Theine Plateau, 
In order to keep the store fully stocked, 
Raimbroy will pay for every S pots you 


give him. 


REWARD: Bronze Subligar 
REPEATABLE: No 


Glenne can be found walking around 
Southern San d’Oria. She is upset 
because her husband, Aaveleon, left for 
West Ronfaure without his medicine. 
She asks if you could give Aaveleon his 


ointment for her. 


He can be found by the signpost along 
the path to Ghelsba Outpost (in area 
G-7). After you give the ointment to 
Aaveleon, he asks if you could return 
the ointment case to his wife. When 
you do so, Glenne gives you a bronze 


subligar for taking the time to help her. 


CLIENT: Andecia 

REQUIREMENTS: None 

ITEM(S) NEEDED: Well Wates, Tomb Guard's 
Waterskin 


TIGER’S TEETH 


CLIENT: Toumila 
REQUIREMENTS: None 
ITEM(S) NEEDED: 3 Black Tiger Fangs 


REWARD: 560 gil 
REPEATABLE: No 


When you first meet Andecia, she asks 
if you know anything about King 
Ranperre’s Tomb. If you answer yes, 
she has a request to make of you. She 
wants Co give you some well water to 
take to the Tombstone, and bring back 
the Tomb Guard's Waterskin you get. 
The Tombstone is near area H-10 and 
is guarded by undead monsters. If you 
“trade” the well water to the 
Tombstone, you receive the Tomb 
Guard's Waterskin in return. Bring the 
waterskin back to Andecia to get your 


reward of 560 gil. 


REWARD: 2,100 gil 
REPEATABLE: Yes 


A SQUIRE'S TEST 


CLIENT: Bolasiel 
REQUIREMENTS: Lovel 10 or higher 
ITEM(S) NEEDED: Revival Root 


Taumila, the owner of Taumila’s 
Sundries, needs black tiger fangs from 
the fierce and dangerous forest tigers 
She will pay 2,100 gil for three of 
them. Forest tigers can be found in 


Jugner Forest and Batallia Downs. 


REWARD: Spatho 
REPEATABLE: No 


When you first talk to Balasiel, he rec- 


irit and asks if 


ognizes your fighting 
you want to get some training. If you 
answer yes, he sends you to an area 
where he knows a challenge awaits. You 
are to go to King Ranperre’s Tomb and 
bring back a revival root as proof that 
you have been there. This item can 
taken from Spook, who is floating 
around the King’s Tombstone. (See the 
Grave Concerns quest for a good quest 


to do at the same time. 


When you give the root to Balasiel, he 
gives you a Spatha as a sign of your 
accomplishments. He asks you to come 


back when you are even stronger. 
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The Air Docks and warehouses of San 
d'Oria are beyond the northern points 
of the main city. Other than an auction 
house and a magic store, there isn't 
much for commoners to find in this 
commercial district, Air Dock workers 
usually spend their time at the Rusty 
Anchor Pub, which has a reputation for 


attracting strange folk. 


MAP LEGEND 
@ Fontoumant 
O Joulet 

© Callijaux 

O Regine 

© Antreneau 
© Gulemont 

@ Miene 

© Vonvebariont 


O Home Point 


THICK SHELLS 


CLIENT: Younebariont 
REQUIREMENTS: None 
ITEM(S) NEEDED: 5 Beetle Shells 


When you find Vounebariont on the 
second floor of the auction house, he’s 
running out of the materials he needs 
to make medicines. He asks you to get 
him 5 beetle shells, which you can 
obtain from the squishy bits left 
behind from stag beetles in Jugner 
Forest. Vounebariont will pay 750 gil 


for every five shells you give him. 
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— Regine’s Magicmart 


Cerezo Room B 
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REWARD: 750 gil 
REPEATABLE: Yes 


RIVALRY /COMPETITION 


“CLIENT: Galjoux (Rivalry) /Soulet (Competition) 
REQUIREMENTS: fone 
ITEM(S) NEEDED: Fishing Rod 


Gallijaux and Joulet are having a con- 
test to see who can catch the most fish, 
and they both want you to help them, 
You can only help one of them, 
though. The other one tells you that 
they don't want to be disturbed after 
you accept the quest. Your fishing 
“partner” will pay you 100 gil for every 
Moat Carp. If you give 10,000 fish to 
either Gallijaux or Joulet, you will 
receive Lu Shang's Fishing Rod and a 


Testamonial. 


CLIENT: Fontoumant 

REQUIREMENTS: None 

ITEM(S) NEEDED: Mogic Shop Parcel, Auction 
House Parcel, Tavern Parcel 


the cargo rooms of the port, and he 
needs help making some deliveries 
around the city. If you agree to help 
him, he gives you three packages. The 
first package, the Magic Shop Parcel, 
goes to Regine at Regine’s Magicmart. 
The second package, the Auction 
House Parcel, is for Apstaule at the 
northern auction house, The final 
package, the Tavern Parcel, is to be 
delivered to Thierride at the Rusty 
Achor Pub. When you have delivered 
all the packages, Fontoumant gives you 


a Lauan Shield for helping him. 


Fontoumant can be found in one of 


~ REWARD: 100 gil for every 1 Moat Corp, 
Lu Shang’s Fishing Rod, testomonial 
REPEATABLE: Yes 


THE BRUGAIRE CONSORTIUM 


REWARD: Lavan Shield 
REPEATABLE: No 
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Newcomers to San d’Onia aren't likely 
to receive a warm reception at the cas- 
tle, but there are Important tasks to be 
found here for those of higher promi- 
nence, Although wealth and good for- 
tune appear to grace the halls of the 
Chateau, there are many quiet misfor- 
tunes that have worn on the ruling 


family for some time. 


HER MAJESTY’S GARDEN 


CLIENT: Chalvotot 


~ REWARD: Mop ofthe Northlands 
REPEATABLE: No 


REQUIREMENTS: Must be Rank 2 or higher 
ITEM(S) NEEDED: | Derfland Humus 


Chalvotot, the gardener of Chateau 
d'Oraguille, needs a chunk of Derfland 
Humus to improve the plants in the 
Palace Gardens. You can obtain 
Derfland Humus by killing the doom 
scorpions in Derfland. When you give 
Chalvotot the humus, he begins speak- 
ing about the death of the queen, but 
he is interrupted by the arrival of some 
other people and doesn't continue. He 
does, however, slip you a map of the 


Northlands. 


THE RUMOR 


“CUENT: Novalmauge 
REQUIREMENTS: Must be Rank 2 or higher 
ITEM(S) NEEDED: | Beasiman Blood 


Novalmauge can actually be found in 
the Bostaunieux Oubliette, the San 
d'Orian prison, To get there, take the 
staircase to the bottom and search the 
Oubliette for the guard, Novalmauge. 
He needs some Beastman Blood for 
unknown reasons. You can find some in 
the gullets of threed leeches in the 
Pashhow Marshlands. After you bring 
Novalmauge back the blood and 
answer a question regarding him being 
a vampire, he simply tells you that he is 
il and looking for a cure. He then 
hands you a Scroll of Drain for your 


assistance, 
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Did you ever feel that something was missing in your life? There are forces in the world 
that we feel powerless to change, and sometimes that leads people into despondence. 
But there are answers. Indeed, even when we ore alone, hurt, or confused, there is 
something within each of us that pulls us through. That feeling is hope. 


San d’Oria wants you to be that sense of hope for our city. The Orcs encroach on our lands, 
other notions compete for territory that should be ours, ond the spirits of evil are all cround 
us. But your strength of will can change that, ond it begins today. Take up your blade and 


} strength against a legion of evils. 


RANK ONE: MISSION ONE— 


"SMASH THE ORCISH 
SCOUTS” 


San d’Oria is a city with a lot of his- 
tory and presuige, but of late Iv has 
been facing a great many problems 
from within and without. The Elvaan 
and Humes of the city have become 
very uneasy with each other, especially 
regarding the roles played by the 
Charch and the monarchy. In addition, 
the forces of the Beastmen, the Ores, 
have taken advantage of the internal 
stresses to launch a number of attacks 


against the peaceful inhabitants. 


Your first mission centers around pro- 
tecting the city as a whole from the 
Orcs, You are sent out by the guards at 
the gatehouse to defeat a number of 
Orcs and bring back an orcish axe as 
proof, This axe is the favored weapon 
ot orcish fodders, and you can pick it 
up after they are killed. When you have 
the axe, return to the city and give it to 


the guard to complete the mussion,. 


staff, don your armor and robes. Become o knight of Son d’Oria and join us as one point of } 


RANK ONE: MISSION TWO—’BAT HUNT” 


The Tomb of King Ranperre has been defaced by an unknown monster, and the 
guards charge you with finding out who or what has been doing it. The King’s Tomb 
can be found in area I-10 of East Ronfaure. When you check the Tombstone, 
Vauderame tells you to kill bats (specifically ding bats) around the tomb and then 
return to the guards with the Orcish 
Scale Mail that you find. The guards 
ask you not to tell anyone about what 
you saw at the tomb, but they thank 


you for finishing your task. 


RANK ONE: MISSION THREE— 


"SAVE THE 
CHILDREN” 


Ores have been kidnapping a number 
of children In the area. Among the 
missing children ia monk apprentice 


named Tedimout. When you go to the 


Cathedral and ask the priest Arnau 
about the boy, you learn that the chil- 
dren are taken to pens in the Ghelsba 
Outpost area. From this point, you 
have enough information to begin 


searching the Ghelsba Outpost section, 


In area G-10 of the outpost, you find 
where the children might be, Check the 
Hide Door, and you can enter the 
building. When you open it, you must 
fight three orcs. Defeat them to get the 
key you need to release the children. 
When you try the door again, the chil- 
dren are freed and you can return to the 


city with them. 


Back in the city, you receive Rank 2 and 
1,000 gil. The priests thank you for 
your services, and Tedimout is grateful 


for the rescue. 


mo , - 


RANK TWO: MISSION ONE— 
"THE RESCUE DRILL” 


One of the soldiers training at La Theine Plateau has gone missing, and your job is 
to help find him. As you travel across the plateau, follow the ravine to the east until 
you see several soldiers. They tell you 
that the missing soldier's name is 
Ruillont. They believe that he is some- 
where in the area, and one of the sol- 
diers points out a cave that Ruillont 


might have gone into. 


When you go into Ordelle’s Caves, you 
find Ruillont in the first lange passage. 
The monsters in the cave are very 
tough, and Ruillont believes that he is 
fully capable of defeating them. 
Ruillont doesn't want your aid in any 
way: The only help he wants is for you 
to get him his sword, which he left out- 
side! When you go back and tell the 
other soldiers abour this, one of them 
(it is random) produces Ruillont’s 


Sword. 


Ruillont thanks you for his sword and 
tells you to let the leader of the group 
know that he will be fine. The leader, 
Vicorpasse, then gives you a Rescue 
Training Certificate to give to the 
guards at the gate. When you do so, 


your Mmussion is complete, 


RANK TWO: MISSION TWO— 
"THE DAVOI REPORT” 


You are now asked to go to Davyoi to retrieve the Davoi Scouting Report from some 


of the soldiers there. The entrance to Davoi is in area G-12 of the Jugner Forest. 


Immediately after you enter Davoi, you see a soldier behind a tree. His name is 
Zantaviat, and he tells you that the report is all ready to go except for one small prob- 
lem: It's missing a page- You can find the MUSsIng page near a small lagoon tn area 


J-8. An exclamation mark gives away its location. 


When you talk to Zantaviat again, he 
gives you the rest of the report and 
asks you to give it to Pieuje, who can 
be found in the Cathedral, When you 
return to the city, simply give the 
Dayoi Scouting Report to Pieuje to 


finish the mission, 


RANK TWO: MISSION THREE— 
"JOURNEY ABROAD” 


This is a very sensitive diplomatic mis- 
sion for Halver, who can be found in the 
Chateau d’Oraguille. He tells you that 
the Beastmen have been growing in 
numbers, and he wants you to gather 
some information from the various San 
d’Orian Embassies in the neighboring 
cities of Bastok and Windurst. Both 
regions have Beastmen in them, and he 
wants to know how Bastok and 
Windurst are faring with the Quaday 
and Yagudo, respectively. He then gives 
you a Letter of Introduction to explain 


to the ambassadors why you have come. 


If you go to Bastok first 

In Bastok, the San d’Orian Embassy can 
be found ar the Metalworks. You meet 
with Savae and Riault, your contacts at 
the Embassy there, They tell you that 
Bastok has been having a great many 
problems with the Quaday, who have 
even invaded the Palborough Mines near 
the city, They want a favor from you to 
improve diplomatic relations with the 
Bastok people: Get some mythril sand 
from the mines. First, though, they ask you to speak with Pius at the President's Office, 


who sends you to Grohm to get more information about the mines. 


Grohm, who ts at the Craftmen's Eatery, knows the process of getting Mythril Sand m 
more detail. He complains that the Humes always send the Galka to do all the heavy 
jobs, so he is very familiar with the mining equipment. Here's what you have to do: Get 
some Mine Gravel from the Mythril Seam, in area I-8 of the third floor of the mines. 
Put the gravel in the upper part of the processing machine, in area I-7 of the third 
floor. Then retrieve the fully refined Mythril Sand from the lower portion of the 


machine, on the second floor of the mines. 


As you leave the Eatery, you are stopped by a female Hume named Lion. She explains 
that the mines were a Quadav cemetery that was violated by the inhabitants of Bastok, 
which is why they are such a point of contention between the races. You also receive a 
pickaxe. You will probably need more than one pickaxe to obtain the gravel, so take a 


few with you. You can buy them from Boytz’s Knicknacks in Bastok Mines. 


At this point, simply follow Grohm's directions. Use the pickaxe to mine the Mythril 
Gravel, place it in the Refiner lid, pull the Refiner lever, and go to the second floor to 
pull the second Refiner lever there. With the sand in your possession, return to the city 
and complete your side mission. When you give the sand to Savae, she thanks you for 


your help, and you can move on to Windurst. 


The San d'Orian Embassy ts in Windurst Woods. Forine and Mourices explain that 
the Yagudo have also been Causing trouble m the city, but that a peace treaty was signed 
between Windurst and the Beastmen. This does not mean that there has been no 


aggressive activity by the Yagudo, however. 
oS fia = 


You are then asked to meet with some members of the Tarutaru government at 
Heaven's Tower. There, you talk with Kupipi, who tells you about some of the issues 
involving the Yagudo and some strange things happening in Giddeus. She also gives you 
a key to help you in your investigation of these matters. At this point, you are free to 


head to Giddeus. 


In Giddeus, you must fight through the hostile Yagudo to area G-12, which has a 
Burning Circle upon the ground. When you walk through the circle, you find yourself 
in the middle of a confrontation between Semih Lafihma and Searcher. Searcher sum- 
mons a dragon, which you must battle against. After the dragon is defeated, Lion enters 
and tells you that the Shadow Lord is going to be revived and another war is going to 


begin. 
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Return to Windurst and tell Mourice all that you have learned. You can now go back 


to Bastok with the knowledge that war is about to break out yet again, 


If you go to Windserst first 

The Consulate diplomats, Mourice and Forine, tell you that the people of Windurst 
and the Beastmen have signed a peace treaty. This agreement involves the delivery of 
certain supplies, including food and weapons, from the Windurst government to the 
Yagudo, Because the Yagudo also give these things to their other Beastmen allies, espe- 


cially the Ores, Mourice is upset about this state of affairs. 


Currently, the Tarutaru want to give a magic shield to the Yagudo, and they are look- 
ing for someone to do this for them. This entails traveling to Giddeus, which is a fair- 
ly dangerous place for a little Tarutaru. Mourice wants you to deliver the shield, but he 


also asks you to bring him back two shields of the same type given to the Yagudo, 


Go to Heaven's Tower, where Kupipi gives you the magic shield to deliver. You must 
then travel to area F-7 of Giddeus and give the magic shield to Un Zhoumo the 
Yagudo, who accepts the offering and curtly dismisses you, Obtain the shields that you 
must give to Mourice by killing Zhau Buxu the Silent. When you give Mourice the 


shields, you are free to travel on to Bastok. 


The San d’'Oria Embassy in Bastok can be found at the Metalworks. The diplomats 
there, Savae and Riault, tell you about some of the problems that Bastok has been hav- 
ing with the Quaday. They also want you to do a small favor to further the relations 
with the people there. You must to go the President's Office and talk to Pius of the 
Department of Industry, After you speak with Pius, he sends you to Grohm at the 


Craftmen's Eatery for more details. 


Grohm tells you that the Quadav have been acting very strangely lacely, They are 
becoming more organized as a force, and that does not bode well for Bastok. In addi- 
tion, there is a second odd thing: In a certain area inside the Palborough Mines (area 
H-10 of the third floor ) there isa magic arcle. If you step inside the circle, you dis- 


appear, 


You must travel to the mines to investigate the Burning Circle. When you do so, you 
witness an event that takes place between Ayame, Seeker, and the Dark Dragon. You 
come to the aid of Ayame, and Lion enters. There are some references made to the war 


beginning again, and the people separate. 


Return to Bastok with all you have learned. When you speak again with Sayae and 


Riaule, you are told to report back to San d’Ona with the information. 


Back at San d’Oria, you meet again with Halver, who is visibly shaken about all thar 
you haye learned. However, he thanks you for all your hard work. You receive Rank 3 


and 3,000 gil for your efforts on behalf of the city. 


ooo, 


RANK THREE: MISSION ONE— 
"INFILTRATE DAVOT” 


After accepting this mission, you meet with Prince Trion at the castle (his room is in 
area H-7). You are asked to travel to Davoi, meet with a soldier there named 
Quemaricond, and return with the report he gives you regarding Orcish forces in the 


area. 


Quemaricond can be found in area H-7 
of Davyoi, and he seems to be slightly 
lost. However, he does give you the 
report. Return to Prince Trion with it. 
After thar, talk to the guards ar the gate- 


house to complete the mission, 


RANK THREE: MISSION TWO— 


"THE CRYSTAL 
SPRING” 


You are asked to fish a Crystal Bass 
from the Crystwater Spring in Jugner 
Forest. The spring is located in area J-9 
of the forest, and you need a fairly high 
level of fishing skill in order to catch 
one. If you don't wish to build up your 
fishing skill level, you can try to buy a 


Crystal Bass from the auction house. 


When you have the b: 


guard at the gatehouse. He then sends 


give it to the 


you to the Chateau d'Oraguille to talk 


to Curills 


' Mecru. There may or m 


not have been something stolen from 
the castle. Some of the confusion is 
cleared up when you talk to the garden- 
er, Chalvatot. The Queen's diary could 
have been taken by two strange Elvaan, 
one of which was wearing blue armor. 
However, there is nothing you can do 
about the situation, and your mission is 


considered to be finished. 


RANK THREE: MISSION THREE— 
“APPOINTMENT TO JEUNO” 


Once again, you are being called upon 
to perform as a diplomatic representa- 
tive of San d’Oria. You first talk to 
Halver and then meet with the King, 
who explains that you will be sent to the 
Embassy in Bastock. You are given a 
Letter of Introduction by the king as 


well. 


The San d’Orian Embassy ts located in 
the Ru’Lude Gardens area of Jeuno. 
Nelcabrit, who also works in the 
Embassy, tells you that the ambassador 
went to Delkfuct Tower but hasn't come 
back yet. This causes some concern 
because she is needed at Jeuno, You must 
journey to the tower and find the 


ambassador. 


At the tower, go to the 10th floor and kill Porphyrion to get the key, Use the key to 
activate the elevator, and then move down the long spiral staircase to the basement. 
There, you see a Cerment Door. Go through the door and into a room with three 
paths, each leading to another Cerment Door. When you open the correct door, you 
find the ambassador, Jima. She was attacked from behind and knocked out, She cant 


identify the attacker. Jima then asks you to meet with her larer at the Embassy. 


When you talk to Jima later, she raises you to Rank 4, You are given 5,000 gil and 
made a member of the Embassy. The missions of your new rank are listed in the 


“Jeuno Missions” section. 
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| boughs of a splendid and ancient tree, the people of Windurst live, trade, and celebrate in har- 
mony with the land. The threats of the Yagudo and Goblins are felt only in the surrounding region 
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of Sarurabaruta, and these evils have been kept at bay for some time. 
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section of the city. This quarter has a 
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lucrative quests that support characters r . : Windu sat 
during their early adventures. The ; Lr 
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Federal Magic Reserve has powerful 


spells for players to purchase that aren't 
available in many of the smaller magic 
stores throughout the land. The 
Culinarian's Guild is also a point of 


interest for chefs. 
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IN A PICKLE 


Chamama has broken a stone that she Moreno-Toeno is searching for teach- 


uses in the making of her signature ing materials to make his job more 
dish, Rarab Tail Pickles. The stone has 


to be smooth and weigh a particular 


interesting, and he asks you to get them 
for him. I le wants a two-leaf man- 


amount, and she hasn't been able to dragora bud, dropped by both tiny 


=A find one like it. mandragoras and mandragoras in 
as Sarutabaruta, and a bird feather, 
S. Smooth stones are dropped by dropped by : carrion ii m 
S crawlers, which are found in most Sarutabaruta. T he reward isnt very 
= regions outside of Windurst city. You much, 250 gil, but this a wonderful 


can carry only one stone at a time, and quest because you can do it at very low 
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levels and it's a reliable source of 


Chamama is very picky. You may need 
to make several trips before you find income. 


the one that she wants. 
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When Chamama is satisfied, she gives 


you a bone hairpin asa reward. She 


| 


also pays you 200 gil for each addi- 
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tional smooth stone you bring her. 


SAY IT WITH FLOWERS 


~ REWARD: Iron Sword, 150 gil for incorrect flow- 
ers (400 gil peppiadiaad 


Moari-Kaaori is depressed, and the only thing that will cheer him up is a rare, ele- 
gant, mystic flower from the Rhinostery. At the Rhinostery, Ohbiru-Dohbiru sug- 
gests a flower for the client based on the description you give. If you don't describe 
the flower correctly, Ohbiru-Dohbiru gives you the wrong one (at a price of 150 
gil). Moari-Kaaori will accept the flower (and give you 100 gil), but it doesn't make 


him happy, and later he will ask for a different flower. 


When you give the correct description of the flower, Ohbiru-Dohbiru recalls that it 
was used in some experiment and is not available at the Rhinostery. However, 
Kenapa-Keppa knows where it grows: Tahrongi Canyon. Go to Tahrongi Canyon, 
near a circle of rock formations in the northwest, and examine the Tahrongt Cactus. 


When you give the cactus to Moari-Kaaon, he gives you an iron sword. 


ACTING IN GOOD FAITH 


Gantineux asks you to investigate some magical processes that he is working on. He 
wants you to check around the Eldieme Necropolis for a brazier with a flame. The 
brazier can be found in area D-5 of the Necropolis. ¢ hecking the flame reveals that 
the magic is not functioning. When you tell Gantineux this, he sends you to Eperdur 
in North San d’Oria for a reward. Eperdur apologizes and gives you a Scroll of 


Teleport-Mea. 


HOIST THE JELLY, ROGER 


In order to get a Super Soup Pot for Naruru in North Jeuno, Maysoon must have some royal 
jelly. Royal jelly is dropped by Awl Goggie at the crawler’s nest, but you must perform a series 


of Steps to lure the monster out. 


Put a rolanberry in one of the first crawler nests map I, in nest J-9 or F-8), A worker crawler 
tries to retrieve it. When you kill it, it drops a Rolanberry 881. Place this Rolanberry 881 in 


a different nest in a separate area (map 2, in nest G-7 or H-7). 


After that, a drone crawler appears. This monster drops another berry, a Rolanberry 874. Put 
this in yet another nest in another area (map 3, in nest D-7). This time, a matron crawler 
appears, She gives up a Rolanberry 864 when you kill her. Return to the second area and put 


itin the nest at E-7, 


Awd Goggie finally appears and meets its just fate at your hands. Take the royal jelly 


that it drops back to Maysoon for your reward. 


A POSE BY ANY OTHER NAME 


Angelica has an idea for a painting, but she needs some help. If you accept her 
request, she asks you fo model for her wearing a specific set of clothes (WAR/PLD: 
bronze harness, MNK: robe, THF: leather vest, WHM/BHM/RDM: tunic). There 
is a time limit for this quest, because an artist can be inspired for only so long, If you 


model for her within the time limit, you receive a signed painting titled “Ancient 


Ble »« rd.” 


A CRISIS IN THE MAKING 


REWARD: 400 gi 
REPEATABLE: No 


Ranpi-Monpi mixed something he shouldn't have with the food offering given to the 
Yagudo in exchange for continued peace with the Beastmen. He asks you to go to 
Giddeus and retrieve this food bag. The item is in a warehouse storage room in the 
underground cave system of Giddeus, on the Altar of Offerings. Returning it to 


Ranpi-Monpi gets you 400 gil. 


WONDERING MINSTREL 


The Timbre Timbers restaurant is 
known for its food and music. Jatan- 
Paratan plays the music at the eatery. 
When you talk to him during the day, he 
wants to know if you like the music. 
After some gentle discourse, he asks for 
a return visit. Coming back a second 
time leads to a second conversation. 


Again, he asks for your ap sroval. 
s PP 


The employees of the restaurant have noticed that Jatan-Paratan has changed his behav- 
ior since the visit of a Hume from Jeuno. This minstrel, a man named Ruslan (who can 
be found in Lower Jeuno), wants Jatan-Paratan to yisit Jeuno and play at the Merry 
F 
Minstrel Meadhouse and asks you to give his friend some rosewood lumber. You can 
, 5 
buy Rosewood Lumber at the auction house or the Carpenter's Guild in North San 
d’'Ona. When Jatan-Paratan gets the Rosewood, he Says that he has decided to look for 


his own music, but he give: 


‘ou a Faene Piccolo for helping him. 
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All manner of good things await the Mithra Groves m 


citizens of Windurst in this quarter of 


town, For travelers, the oft-used east- 


Dhalen 
Farin 


ern gates are here, and just beneath 


Vashai's 
Residence 


a 


those are the city’s chocobo stables. In 


the center of the south, there is an auc- 
tion house and a crafting area for 


Weavers and Boneworkers, And to pol- 


ish things off, there are many repeat- 


Consulate is — Manustery 


able quests in Windurst Woods that 


Fame Ae r of San d'Oria | A B! Leviathan's 
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One of the chocobo is sick, and its The chocobo is still sick because it 
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handler, Kuoh Rhel, can’t leave its side. 
Perhaps you could see if the medicine 


is ready from the pharmacist. 


At the pharmacy, Tapoh Lihzeh the 
healer says that the medicine is ready 
except for one small ingredient: papaka 
grass. This can be found inside the 
stomachs of wild dhalmels in lahrongi 
Canyon. When Tapoh has the grass, 
she finishes the medicine. You give the 
medicine to Kuoh, and Kuoh gives you 


1,500 gil for your trouble. 


won't take the medicine you worked so 
hard co get. If a special stew is pre- 
pared for the chocobo, it will be treat- 
ed (with a treat)! Ranpi-Monpi, at the 
Culinarians’ Guild, can make the stew 
if you provide him with 3 woozysh- 
rooms, which are dropped when you 
kill Funguars in Jugner Forest. When 
the stew is done, you give it to Kuoh, 
and the chocobo finally takes the 


medicine, 


PAYING LIP SERVICE 


“CLIENT: Tapoh tihzeh 


REWARD: 150 gil for Beehive Chips, 200 gi for 
Remi Shells 
REPEATABLE: Yes 


Tapoh Lihzeh is the apothecary for 


the ingredients needed to make her 
wares. She will pay you to collect some 
of the materials she needs: 3 beehive 
chips, dropped by giant bees in 
Sarutabaruta, or 2 remi shells, dropped 


by river crabs, also in Sarurabaruta. 


Nor only do you get paid, but you help 
Ber I 


to supply the citizens of the city. 


CREEPY CRAWLIES 


ITEM(S) NEEDED: 3 Crawler Calculi or 3 Spools 
of Silk Thread 


There are some problems at the 


Dhalmel Farm. [lu Bonjaa, the care- 
taker, is complaining that Crawlers 
have been eating her animals’ favorite 
food, papaka grass. She wants the 
crawlers exterminated, If you give her 
3 crawler calculi or 3 spools of silk 
Thread as proof of their demise, she 
rewards you with 600 gil. This ts a lot 
of money for monsters that you can 


kill fairly early on. 


THE AMAZIN’ SCORPIO 


CLIENT: Soni-Muni 
REQUIREMENTS: None 
ITEM(S) NEEDED: Scorpion Stinger 


Soni-Munt has been entertaining his 


friend, Gottah, with some stories of 
her adventures to try and rekindle 
Gottah’s need for adventuring. Perhaps 
if Soni-Muni had the mght prop, 
Gottah's adventurous Spirit would be 


rene we d . 


The item Soni-Muni needs js a scorpi- 
on stinger, which you can obtain by 
fighting the maze scorpions in the 
Maze of Shakhrami. When you give 
the stinger to Sont-Muni, you get 
1,500 gil and Gottah’s passion for 


adventuring is rekindled. 


Windurst, but she is running our of 


MIHGO’S AMIGO 


Near Nanaa Mthgo's house, there are 
several people who are talking about 
her (she has quite a reputation). These 
people, Khomi Tibariah, Mbheca 
Khetashipah, Kototo, Bopa Greso, and 
Cha Lebagata, tell you that if you want 
to win some favor from Nanaa Mihgo. 


you should give her a present. 


After talking with Nanaa to find out 
what would make her happy, Cha 
Lebagatagives you a small hint. The 
answer, of course, is Yagudo bead 
necklaces, which are dropped by 
Yagudo. After giving four of these 
necklaces to Nanaa, she will reward 


you with 200 gil. 
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— Zonpa-Zippae, 
( - Manor. [ 
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Up in the northeast side of town are 
many dignitaries and people of aca- 
demic importance to Windurst. 
Zonpa-Zippa, Yoran-Oran, and other 
famous residents have their manors in 
this opulent quarter. Although there 
isn't much to buy or sell here outside of 
the auction house on the south side, 
there are special quests to be found 


here. 
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THE POSTMAN ALWAYS K.0;S TWICE 


The mail for Windurst has been slight- 
ly erratic. Monsters have disrupted the 
flow by attacking the mail carriers on 
their way to the city, Ambrosius will 
reward you for every postcard or letter 
that you retrieve for him. The Muddy 
Bar Tab and Torn Epistle are dropped 
by Savannah Rarabs (Sarutabaruta), 
and the Odd Postcard and Damp 
Envelope are found on Canyon Rarabs 
Tahrongi Canyon). You can only carry 


one of each letter, 


MADRAGORA-MAD 


Yoran-Oran has been trying to make a 
model of the ecosystem of the region, 
but there is some data missing. The 
influences of some of the monsters, 
particularly the wily mandragora, have 
not been taken into account. He asks 
you to bring him anything that relates 
to that particular monster, and when 
you do, he will reward you for your 
effort, Because Yoran-Oran's experi- 
ments are a work in progress, he wants 
@ continuous supply of Mandragora 


parts and is willing to pay for them. 


CURSES, FOILED AGAIN! 


Shantotto feels as though she is con- 
stantly being spied upon, but she can- 
not discern who the culprit is. She 
wants to do a spell to reveal the 
Peeping Tom. However, she is missing 
the proper ingredients for the spell. If 
you gather I bomb ash (from balloons 
in the Horutoto Ruins, or grenades in 
Tahrongi Canyon) and 2 bone chips 


(from any undead monsters such as 


*SHILID 


magicked bones in East Sarutabaruta 
or from the Boneworker's Guild), she 


can finish the spell. When you give her 
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these items, she gives you a brass rod, 


FLOWER CHILD 


ITEM(S) NEEDED: Lilac 


If you give Ojha a flower, she is happy 
for the gift, but she would really like to 
have a lilac, Lilacs can be grown in the 
Moghouse using a flowerpot, or you 
can purchase them from the M&P 
Market in Upper Jeuno. When Ojha 
has her flower, she tells you how to go 
from the Moghouse to whichever area 


of the city you wish. 
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For the common folk, the heart of 
Windurst is in the port quarter of 
town. To the west, at Shiva’s Gate, is 
the exit into Western Sarutabaruta. 
Within this area are shops for weapons, 
armor, and spells. The Air Travel 


Agency for Windurst is here, and so 1s 


the Tailor's Guild. Anyone in search of 


a quiet afternoon can hang their legs 
off the southern piers and fish to their 
heart's content! About the most dis- 
turbing thing in Port Windurst is a 
bunch of imaginative kids who keep 
running around talking about a brigade 


of some sort, 
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Some of the children of Windurst have 
formed a small group dedicated to 
peace, freedom, and the Windurst way 
of life, If you would like to join it, you 
must pass a small test, The self- 
appointed leader, Keohlo-Lakolo, 
demands thar you bring a tail to the 
next meeting. You can get rarab tails by 
killing bumblebees in Sarurabaruta, so 


it is pretty easy to obtain one. 


This is a nice quest because it ts simple, 
can be done at low skill levels, and 
gives you a cute accessory that can be 


very helpful to mages. 


A Mithra robber has been sneaking 
around the haunted house in Windurst 
the House of the Hero). Because the 
Star Onion Brigade are a force for 
good, they want to protect their fair 
city, OF course, they are only little chil- 
dren, so instead of brute force, Kohlo- 
Lakolo has decided that they need to 
make a clever trap to. catch the Cat 


Burglar. 


If you bring back 4 wild onions, 
important ingredients for this trap, 
Kohlo-Lakolo will give you a Scroll of 
Blaze Spikes. Wild onions can be 
found on the bodies of Goblins in 


Sarutabaruta, especially in the Ruins, 


ALL AT SEA 


Paytah was by the docks when a gust of 
wind blew off his favorite cap. You can 
fish it out of the water using a fishing 
rod, but when you give it to Paytah, he 
starts (0 Cry because it was ripped. 
Baren-Moren, who sells hats in 
Windurst Waters, can repair the cap, 
but he needs 4 dhamel hides to do so, 
Dhamel hides can be harvested from 
wild dhamels at Tahrongi Canyon, 
When Baren-Moren has the materials, 
he repairs the hat (now a sailor's cap) 
and uses the leftover hides to make you 


a dhamel mantle. 


Paytah is so happy with his new head- 
piece that he gives you a leather ring in 


return. 


According to Kuroido-Moido, Ajido- 
Marujido noticed that his old broken 
wand had been exchanged with a new 
one, and he is now depressed that his 
old wand has been lost. Kuroido- 
Moido wants to do his friend a favor 
and return the wand, and he wants you 


, 
to help him. 


MAKING AMENDS 


At the Orastery, Hakkuru-Rinkuru has 
a problem. He broke Ajido-Marujido's 
wand, and he needs to fix it by gluing 
it together. If you bring him a block of 
animal glue, he gives you 1,500 gil. The 
animal glue Is dropped by Goblins in 
Tahrongi Canyon and maze makers in 
the Maze of Shakhrami, or you can 


craft it. 


WONDER WANDS 


CLIENT: Hokkuru-Rinkuru ITEM(S) NEEDED: | Mythril Rod, 1 Ook Staff, 1 
REQUIREMENTS: Complete the “Making Rose Wand 
nee REWARD: 4,800 gil, New Moon Armlet 


The various magicians of the Orastery have been arguing over which wands they 
should buy next year, and Hakkuru-Rinkuru is in charge of the budget. Each leader 
has his own idea about what should be purchased: Goltata wants an oak staff, Yaman 
wants a mythril rod, and Ohruru wants a Rose Wand. Hakkuru-Rinkuru asks you to 


get one of each wand and bring them back so he can select one. 


The wands can be obtained from shops 
or through the auction house. When 


you bring back the wands, you recetve 


*SH1LID 


The wand is to be incinerated at Garlaige Citadel's crematory, At Garlaige Citadel, 
the crematory hatch has been locked, The Garlaige Key can be found on the Fallen 
Evacuee. Use it to open the hatch, and talk to Mashira to get the wand. Back at the 


Orastery, give Kuroido-Moido the broken wand to get 6,000 gil. 


4,800 gil and a New Moon Armlet. 
Unfortunately, one of the wands 
breaks in the course of the budget dis- 


cussion. 
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Eager to join the ranks of loyal Mithra ond Torutaru in the defense of Windurst? Do you 

believe in wisdom over power, in nature's beauty over c belching landscape of waste 

and industrial neglect? Come today ond be part of something important. Talk to the 
head guard at any city gatehouse and sign up for the adventure of a lifetime! 


RANK ONE: MISSION ONE— 
"THE HORUTOTO RUINS EXPERIMENT” 


At the gates to the city is a guard who issues missions for Windurst. When you talk 


to the guard, it becomes obvious that a helper is needed at the Orastery. 


Hakkuru- 


Rinkuru. He says that the minister, 


Ac the Orastery, talk to 


Ajido-Maruyido, needs any help that 
can be provided. He is in the most 
eastern tower of Horuroro Ruins. You 
then must travel to the cower and find 
Ajido. 


Go through the Cracked Wall in area 
H-9 and then to area 1-9. You must 
also check the Magic Gizmo there, 
When you find Ajido, he is engaged in 
an argument with his sister Apururu. 
The magical experiment that Ajido has 
been working on is finished, but there 
is a broken Magic Orb that he has to 
get back to the Orastery, Your job is to 
search all six of the Magical Ancient 
Gizmos in the dungeon, find the bro- 
ken orb, and then take it back to 
Hakkuru-Rinkuru at the Orastery. The 
gizmo that holds the broken orb is ran- 
dom each time, but this is an easy task 
to accomplish, and it completes the 


mussion. 


RANK ONE: MISSION TWO—’THE HEART OF 
THE MATTER” 


The next mission that you have the option of accepting is to go to the Manustery 
and talk to Apururu. There, she explains the mission in detail: You must go to a dif- 
ferent part of Horutoto Ruins, place 6 dark orbs in the Ancient Magical Gizmos so 
that they can absorb some magical power, and bring her back the charged orbs. The 
orbs are then used as hearts in the cre- 
ation of the Cardians. She also tells 
you thar before you enter the Ruins, 
you should talk to Pore-Ohre at the 
entrance to the Ruins for more infor- 


mation about the process. 


Travel to the tower in the southeast 
section of East Sarutabaruta and talk 
to Pore-Ohre. He explains that when 
the uncharged orbs are placed in the 
gizmos, you must use some type of 
magical contraption to power them. 
The switch to start the process is 
behind a locked door, but he gives you 


the key to it. 


Go into the Ruins. There are four 


Ancient Magical Gizmos in the cor- 
ners of the room, and two that are 
hidden behind Cracked Walls. When 
the orbs are safely placed inside of the 
gizmos, go through another door to 
the east behind a Cracked Wall. Press 
the switch there to charge the orbs. Go 
back to each of the gizmos and retrieve 


your now-charged orbs. 


When you return to the surface of the Ruins, you find Pore-Ohre in the midst of a 
confrontation with three Cardians, all Aces. They are trying to compel him to give 
up the orbs. Even though you make clear your intention is to protect Pore-Ohre and 
the orbs, he tells you to give them to the Cardians. When they leave, Pore-Ohre 
explains thar the Aces are the most powerful of all the Cardians, and you would have 


lost the battle. 


When Apururu is informed of what transpired, she says that the Cardian Aces 
escaped in the war and have now gone rogue, stealing Cardian hearts to power them- 
selves. Apururu also says that although you didn’t return with the orbs, she appreci- 
ates your help. The mission is now complete, and you can accept mission Three when 


you desire, 


RANK ONE: MISSION THREE— 
"THE PRICE OF PEACE” 


One of the conditions for peace between Windurst and the Beastmen of the region 
is that the Tarutaru must give supplies to the Yagudo. After you accept your next mis- 
sion at the gatehouse, go to the second 
level of the Rhinostery and talk with 
Ohbiru-Dohbiru. He gives you a brief 
overview of your task: You must take 
the offerings, travel to Giddeus, and 
leave the offerings for the Yagudo 
Beastmen. 

The offerings are given to you by 
Leepe-Hoppe, who tells you to give 
them to the Yagudo standing next to 
the altars. The gifts ensure that the 


Yagudo do not attack the city, Anyone 


venturing into their territory is at risk, 
though, and they probably will attack 
you. The two Yagudo that you must 
talk to are Laa Mozi in area H-7 and 
Ghoo Pakya in area G-7. 


When you deliver the supplies and return to the Rhinostery, there is a short cutscene 
involving a discussion between Leppe-Hoppe and Ajido-Marujido. When Ajido 
hotices your interest, the conversation ends, Leepe thanks you for your assistance and 
tells you to go back to the gatehouse. There, you receive Rank 2 and 1,000 gil for all 
your efforts on behalf of the city. You are also asked to help in the conquests. This 


will further the prestige of Windurst and get you more missions. 


SEER cae 


RANK TWO: MISSION ONE—’LOST FOR WORDS” 


When you accept the mission, you are sent to the Optistery, the library of Windurst. 
Tosuka-Porika wants you to find a very important book called the Book of the 
Gods, which has been lost since the wars. He believes the book to be in the posses- 


sion of the Cat Burglar, Nanaa Mihgo, and he wants you to get it back for him. 


Nanaa Mihgo will give you the book 
only if you do her a small favor. She 
wants a Lapis Coral from the Maze of 
Shakhrami, and she gives you a Lapis 


Monocle to help you find it for her. 


In the Maze, you must use the mono- 
cle to examine some of the rocks on 
the north side, between blocks H-4 
and H-5. When you have the Lapis 
Coral, return to Nanaa ar her home in 
Windurst Woods. Nanaa then gives 
you a key to her hideout, which is in 
Ruins 


Mahogany Door (area G- 


the Horutoto behind a 


When you go to her hideout, Nanaa 
and two of her friends, Bopa and Cha, 
begin to threaten you, In the midst of 
this tense situation, three Ace Cardians 
intrude into the hideout. They want 
the lifeforee of their leader, and they 
think Nanaa knows where it is. She 
tells them it is at the “House of the 
Hero,” and the Cardians decide that 
they will kill Nanaa, her friends, and 


you because you all know their secret. 


Just before the Cardians make their move, Ajido-Maruyido appears and drives them 
away. He then gets the key to the “House of the Hero” from Nanaa and leaves, and 


you decide to follow suit. 


When you follow Ajido to the “House of the Hero,” the Book of the Gods is then 


retrieved, but the Text seems to have disappeared. 


Ajido then tells you to go back to the Optistery, where you inform Tosuka about 
what has occurred. Tosuka isn't sure whether the book has lost its powers, and he is 
also concerned about Ajido’s motivation, Because this matter is so sensitive to 


Windurst, he asks you not to speak of the events you've witnessed or what you may 


have heard. 


RANK TWO: MISSION TWO—’A TESTING TIME” 


This mission is requested by Moreno- 
Toeno at the Aurastery. He wants you 
to gather some information about the 
monsters of Tahrongi Canyon. The 
information will be magically stored in 
the charmed doll he gives you. The 
charm only lasts 24 hours {Vanadiel 
time), so you have to keep an eye on 
the time, factoring in how long it takes 
you to travel to Tahrongi and back. You 
haye to battle with a number of mon- 
sters in the area and return with the 


doll to the Aurastery. 


About an hour before the time limit 
expires, Moreno accepts the doll back 
from you. If the time limit has expired, 
or if you haven't battled enough mon- 
sters, you fail the mission. If you succeed, Moreno is pleased with all the data you 


have acquired for him. He ts definitely willing to work with you again if you wish it. 


Because of this, you can do this Mission a second time. The plan 1s very similar, 
except that Moreno asks you to go to Buburimu Peninsula, and the charm lasts for 


two days. 
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RANK TWO: MISSION THREE— 
"THE THREE KINGDOMS” 


The gate guard now sends you to Heavens Tower to ask about the mission. Your con- 
tact is Kupipi. You must go to the Windurst Consulates in the neighboring cities of 
San d’Oria and Bastok, and ask the Windurst representatives to report on the state 
of diplomatic affairs, You also receive a Letter of Introduction from Heavens Tower 
to explain your purpose to the Windurst ambassadors, It is your choice which city to 
go to first, but the people that you talk to are the same. The requests they make of 


you, however, are somewhat different. 


If yor go to San d’Oria first; 

The Windurst Consulate is in Northern San d’Oria, Kasaroro, the consul, talks 
abour the nature of San d'Oria and some of the problems that they have had in the 
city. She wants to foster some good diplomatic relations with the people here, and 
she would like your help, However, because this ts not Windurst, she relinquishes the 
right to send you on a side mission to Halver, who can be found in the Chateau 


d'Oraguille. 


The Windurst Consulate in Bastok is located at the Metalworks. The consul, Patt-Pott, 


talks to you about Bastok, and he wants you to do a small favor to further relations 


Ww ith the people there. He wants you to talk to Pius, of the D } 


the President's Office. 


artment of Industry at 


After you speak with Ptus, he sends you to Grohm at the C raftmen’s Eatery for more 
details. Grohm tells you that the Beastmen around Bastok, the Quadavs, have been act- 
ing very strangely lately. They are becoming more organized as a force, and that does 
not bode well for Bastok. In addition, there is second odd thing: In a certain area inside 
the Palborough Mines (area H-10 on the third floor), there is a magic circle. If you 
step inside the circle, you disappear. You must travel to the mines to investigate the 


Burning Circle. 


When you do so, you witness an event between Ayame, Seeker, and the Dark Dragon. 
You come to the aid of Ayame, and another person enters, a female Hume named Lion, 


There are some references made to the war beginning again, and the people separate. 


Return to Bastok with all you have learned, When you speak again with the Part-Pott, 


you are told to report back to Windurst with the information. 


If you go to Bastok first: 
You are asked by Patt-Pott to talk to Pius at the President's Office. Your task ts to gath- 
er some Mythril Sand from the Palborough Mines. Grohm, who is at the Craftmen's 


send 


Eatery, knows the process in more detail. He complains thar the Humes alway 
the Galka to do all the heavy jobs, so he is very familiar with the mining equipment, 
Here's what you have to: Get some mythril gravel from the Mythril Seam in area 1-8 
on the third floor of the mines. Put the gravel in the upper part of the processing 


machine, Ir 


ea I-7 on the third floor, Then retrieve the fully refined mythril sand from 


the lower portion of the machine on the second floor of the munes. 


A 


that the mines were the holy land of the Quadavy that was violated by the inhabitants 


you leave the Eatery, you are stopped by a female Hume named Lion. She explains 
of Bastok, and that ts why they are such a point of contention between the races, She 


gives you three pickaxes. You can buy them from Boytz’s Knicknacks at Bastok Mines. 


At this point, simply follow Grohm's directions. Use the pickaxe to mine the Mythril 


Gravel, place it in the Refiner lid, pull the Refiner lever, and go to the second floor to 


pull the second Refiner lever there. With the sand in your possession, return to the city 
and complete your side mission. Patt-Pott thanks you for your help, and you can move 


on to San d'Oria. 


At San d’Ona, you meet with Kasaroro at the Consulate in the northern part of the 


city. She wants you to talk with Halver, who can be found art the Chateau d’Oraguille, 
Halver has some investigative work he wants you to do in the Yughott Grotto, In addi- 


tion, he says that you should inform your ambassador of what you find there. 


Travel to area J-8 of Fort Ghelsba and then to area |-6 of the Yughortt Grotto. Ar this 
point, you see a Burning Circle in the ground before you. When you enter the circle, 
you see three people, Spotter, Vauderame, and Rochefogne, in a tense conversation. 


Spotter eventually summons a Dread Dragon, and you come to Vauderame's aid. 


When the dragon is defeated, Lion enters and Spotter says his last words, a chilling 
announcement that the Shadow Lord is coming back to life, You will then receive some- 
thing to take back to Kasaroro when you return to San d'Oria. After you pass this item 


on, you are free to return to Windurst, 


At Heaven's Tower, Kupipi receives your 
report. You are given 3,000 gil, the Key 
Certificate, and 


Item: Adventurer’s 


you're raised to Rank 3, 


RANK THREE: MISSION ONE— 
"TO EACH HIS OWN RIGHT” 


You receive the details of this mission when you agree to go to Heavens Tower and 
meet with Semih Lafihna. Kupipi gives you a key so that you can access the second 
and third floors of the tower and talk with Semih, You have to speak to Rhy Epocan, 
at the highest area of the tower, in order for Semih and Ajido to enter, After Ajido 


leaves, Semih asks you to follow Ajido and report back to her on what he does. 


Downstairs, Kupip1 says that Ajido left a while ago and that she doesn't know where 
he was gome,. Perhaps the others at the Orastery know where he was headed. This 
hunch is correct: Hakkuru-Rinkuru and Kuroido-Moido tell you that Ajido was 


going to Castle Oztroja, in area L-8 of the Meriphataud Mountains. 


Inside the castle, you have to go to area 


I-8 and pull the handles next to the 
door. When you do so, you are treated 
to some exposition by Ajido. To exit, 
you have to check the circle-shaped 
stone within the room, When you 
return to Windurst, talk to Rhy to 


transfer your report back to Semih. 


RANK THREE: MISSION TWO— 
“WRITTEN IN THE STARS” 


You are once again sent back to Heavens Tower. This time you have to contact 
Zubaba, who is on the second floor of the tower. Zubaba informs you that the Star 
Sybil has foreseen a terrible future, and the person largely responsible for it is Ajido. 
Your mission is to go to the central tower of Horuroto Ruins and check if the tal- 


she gives you a 


isman that seals Castle Zvahl is still in its proper place. To aid ye 


Charm of Light. 


Kinono, who is also on the second floor of the tower, can give you some additional 


information. First, you get directions. The only way to access the central tower of 


Horutoto Ruins is to go to the east tower, which ts in area J-7 of East Sarutabaruta. 
Second, three mages (a white mage, a red mage, and a black mage) are needed if your 


mission 1s to be successful. 


Go to area G-9 of the east tower of Horutoto Ruins, through the Cracked Wall, : 
then into the caves to area F-10. Walk through the Magic Gate of the Horutoto and 
then through the Cracked Wall in area D-10. In area H-9, you see three magic 
squares. The three mages must stand there to open the Sealed Portal. When the por- 
tal is open, you want to go to the Gate of Light, which is in area G-7. Checking the 


Gate of i ight Starts the event you were sent to witness. 


To return to Windurst, you can go 
through the Toraimarai Canal to 
Windurst Walls, or you can use the 
teleportation circle in the room with 
the three magic squares. When you 
return to Windurst, talk to Zubaba to 


complete the mission. 
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RANK THREE: MISSION THREE— 
“A NEW JOURNEY” 


After you accept the mission, the guard tells you to report to Heavens Tower and see 
the Star Sibyl in the Vestal Chamber. You are asked to work for the Windurst Embassy, 


which can be found in the Ru'Lude Gardens area of Jeuno. 


At the Windurst 


for the ambassador, but he cannot be found. Pakh asks you to go to Delkfutt's Tower 


tmbass' 


, talk to Pakh Jaralfih. There are a number of people looking 


to search for Heimji-Keimji. 


When you are in the tower, go to the 10th floor and kill either Mimas or Porphyrion 
to obtain the key you need to complete the mission, Use the key on the elevator, and 


} 
tu 


nen go down the enormous spiral Stair- 
case. At the bottom of the staircase is a 
Cerment Door, Past this door are three 
paths, each of which leads to another 
Cerment Door. Unlock the door in area 
L-7 to reveal the missing ambassador, 
who wakes up and tells you To leave the 


tower, 


When you return to the Embassy, Pakh 
tells you to go to the Ambassador's 
office. There, Heimji-Keimj names you 
a member of the Embassy, and you 
receive Rank 4, You are also given 5,000 
gil as part of your new status. All of the 
subsequent missions for Rank 4 are list- 


ed in the “Jeuno Missions” section, as 


you represent Windurst in its diplomar- 


ic relations. 


It is amazing that Jeuno has survived as well as it has. Surroune 
monsters, this grand city is 4 ce of many compromises. A minimal pe eps most of the 
organized monsters from coming at Jeuno in force. For now, though, travele ainly have to be 


wary on the roac 


To the north is Qufim, famous for its prime hunting grounds. Within the city are many important 


with quests that take people throughout the world. Trainers here teach people some of the rarest and most excit- 


ing professions in the world. 


Money and power define the area of 
Ru'Lude Gardens. This is a place of 


financial and diplomatic meetings 


between the various powers that reside 
in Jeuno, Ambassadors from foreign 
cities are constantly positioning and 
squabbling for a higher place of 
importance in trade relations, After all, 
the number of airships in Jeuno’s fleet 
is limited, and everyone wants to be 


part of the action, 
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UPPER JEUNO 


ocobo Stables 


Anyone dusting themselves off from 


the scenic/ frantic ride through Batallia 
Downs will find themselves in the —— Viette’s Finest 
northwest section of Upper Jeuno. Marble Bridyc j ; 4 We ipons 

Weapons, armor, and chocobo are here Eatery 
for adventurers to peruse, South of the 
Temple of the Goddess, there are roads 
to Ru’'Lude Gardens, the diplomatic 
quarter of the city, and Lower Jeuno, 
where the folks of Rolanberry enter. 


There are also more stores and an 


4 oT; . | 
auction house. infirmary S| ’ 


Monberaux 


Temple of 


the Goddess — aN 
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Lower jeuno / \ 


Residential 


MAP LEGEND 
© Brutus 


O Home Point 


CHOCOBO’S WOUNDS 


CUENT: Brutus ~ REWARD: Chocobo License (ability to ride chocobo) 
REQUIREMENTS: Must be level 20 or higher REPEATABLE: No 
ITEM(S) NEEDED: 4 clumps of Gausebit Wildgrass 


When you talk to Brutus at the chocobo stable, he recognizes your appreciation of the 


S3ILID 


large birds. He even asks if you would like to ride one of them. If you answer yes, he 
quizzes you on chocobo handling, asking if you have ever left a chocobo on its own. 


Being a chocobo fancier and knowing that they need constant attention from their care- 
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takers, you answer no, Brutus then feels secure in your abilities. If you can tame the 


chocobo near Osker, you can ride it. 


Osker confides to you thar the chocobo was treated very badly by its previous handler, 


and that some gausebit wildgrass might heal its wounds. Gausebit wildgrass can be 
obtained from wadi hares in Dangruf Wadi. When you have the grass, the task of win- 


ning the chocobo's trust begins. 
It takes six days (Vana‘diel time) of patience and food offerings for the chocobo to come around to you. The first day, you offer the chocobo the gausebit wildgrass, It recognizes the 
food (you can tell by the squealing), bur it doesn't trust you enough to take it. The second day, the chocobo still refuses to take the grass, but it is beginning to accept you. On the 


third day, it finally takes some grass from your hand. 


At this time, the former owner tries to claim the chocobo, but it doesn’t want to be near him. This bothers the chocobo, and although it eats from your hand on the fourth day, it is 


still not well. | 


The fifth day sees great improvement in the animal; it eats happily, When you feed the chocobo on the sixth day, it’s tame enough for you to ride it, You receive a Chocobo License 
from Brutus. 


Some things you should know about chocobo riding: 1) They're rented (the fee is variable). 2) They have a finite level of endurance, and when they get tired, they will drop you and 


return home. 


Nonetheless, chocobo travel is a wonderful way to go through large areas, and who hasn't wanted to ride one of these fabulous (and cute) animals? 199 
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It feels a tad safer here than it does out 
in Rolanberry. To the northeast are the 
paths toward Upper Jeuno and Port 
Jeuno, making this a major hub for erty 
wandering. The Lower Auction House 
is here, as are chocobo stables, many 
stores, and the Chamber of Commerce 


and Industry. 


MAP LEGEND 


O Zouko 

O Chululu 
© Dietmund 
© Mertaire 
© Paonta-Putta 


@ Norv 
O Home Point 


THE WONDER MAGIC. SET 


CLIENT: Panta-Putto 
REQUIREMENTS: None 
ITEM(S) NEEDED: Wonder Magic Set 


LOWER JBUNO- 


i Residential 
Area 


loly Owen's Square 


Chamber of ; 
est 4 
Az) 


Neos pire nn 


Commerce and [ndustry__ Port Jeuno 


Lawer Auction House Neptune's 


Merry Minstrel 


Othon’s Garments 


Waag-Deeg's Magic Shop 


roms by Kshama 


Choc 


obo Smbles 


COOR’S PRIDE 


REWARD: Mythril Earring CUENT: Noruru ITEM(S) NEEDED: Super Soup Pot 
REPEATABLE: No REQUIREMENTS: Complete the Wonder REWARD: Mythril Ring, 3,000 gil 
Magic Set quest REPEATABLE: No 


At the Merchant's House, you start a Naruru cant find her Super Soup Pot, 


conversation with Panta-Putta. As you and she asks you to bring her back a 


do, a Cardian who has been working as new one from the Culinarians’ Guild in 


a domestic for the family enters the 
building. After a small argument 
regarding chores and familial responsi- 
bilities, Panta-Putta asks you to bring 
him a Wonder Magic Set. This can be 
obtained from Karl in Port Jeuno (see 
the Child's Play quest). You receive a 


mythril earring in return. 


Windurst. The person to talk to there 
is Maysoon, who will give you one in 
exc lange for some Royal Jelly {see the 
“Hoist the Jelly, Roger” quest). When 
you return Co Jeuno and give the pan to 
Naruru, she helps you by giving you 
3,000 gil and the matching accessory 


tor your earring: a mythril ring. 


Port Jeuno 


7 


Those coming from the east come into 


Jeuno via its port area. The Air Travel 
Agency is here, sporting the greatest 
fleet known in the world of Vana‘diel: 
Jeuno’s Air Ships. There are chocobo 
stables here, as with most areas in 
town, but there isn’t much else for peo- 
ple to worry about, Heading south, the 
great circles will take people into 
Lower Jeuno, But anyone who walks 
north will exit to Qufim Island, one of 
| the premier hunting spots in the realm. 
If you watch people come in from the 
ships, you will see instantly that Jeuno 
is indeed a mixing spot for the great 


cities, 
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@ Karl 


© Home Point 


CHILD’S PLAY 


REQUIREMENTS: None 
ITEM(S) NEEDED: White Rock 


Karl tells you that if you want a won- 


der magic set, you will have to give him 
something in return, I te wants a white 
tock. They can be bought from the 
Goldsmiths’ Guild in Bastok. If you 
are very lucky, you may be able to buy 
them through the auction house, When 
you give Karl the cluster, he completes 
the bargain by giving you a new wonder 


Magic set, 
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Jeuno Missions 


Jeuno is where many things converge. For the three rival nations of Vana‘diel, Jeuno 
is a place where trade and diplomacy causes their people to mingle. The Fourth Rank 
Missions bring characters from each realm here to accomplish similar goals in the 


environment of the free duchy. 


Upon reaching Rank Four, you are told to report to the ambassador of your city. 
When you do so, the ambassador requests that you meet with the Duke of Jeuno, 


Kam'lanaut, for a special task of great importance. 


At the Duke's Grand Palace, Kam’lanaut tells you what you must do: Get him three 
types of Magicite. They can be found in Beadeaux, Castle Oztroja, and Davoi. In 
exchange, he will give you an Airship Pass, which will allow you to nde the atrships 
as a means of fast travel. He then tells you to talk to Aldo for some more informa- 


tion, and he gives you a Letter of Introduction to speak with him. 


MAGICITE (BEADEAUX) 


When youspeak to Aldo at the 
Tenshodo, it becomes very clear that it 
will not be easy to obtain the Magicite 
you need. Your discussion is interrupt- 
ed when Verena, Aldo's sister, comes 
into the room to comment on the 
strangeness of the people at the Duke's 
Palace. In any case, Aldo gives you a 
Silver Bell to t 


elp you in your search. 


Another person at the Tenshodo 
Sattal-Mansal, says that two more key 
iterns are needed to get into the depths 


of Beadeaux. However, 


them to you in exchange for a quadav 


¢ can only 


charm and a quaday augury shell. The 
quaday charm is dropped by the 
De’Vyu Headhunter, and the quadav 


augury shell can be taken from Go'Bhu 


Osa! iF OAN 


Gascon. 


After you get what you need from 
Sattal-Mansal, go to Beadeaux, From 
the entrance of Beadeaux, go to the 
tunnel in area H-7. Exit after a curve in 
the tunnel to enter the Qulun Dome. 
The Magicite can be found in area F- 
8. When you pick it up, you receive a 


vision of the past, in which a woman named Cornelia dies to protect Raogrimm. 


With these images still in your mind, you may proceed to your next objective: 


Gathering the Magicite from Castle Oztroja. 


So 


MAGICITE (CASTLE OZTROJA) 


Muckvix, whowcan be found in the 
Goblins’ Shop in Lower Jeuno, knows 
enough about Castle Oztroja to inform 
you that you need a Yagudo Torch to 
find your way around. Yagudo Torches 
are made from the trees of 
Sauromugue Champaign, but Fickblix 
might have one for you to use. When 
you ask around to Paya-Sabya, you 
happen upon an event between Fickblix 
and Verena. If you talk to Muckvix 
again after you see this, you get a 


Yagudo Torch from him. 


Castle Oztroja is located in area L-8 of 
the Meriphataud Mountains. On the 


second floor of the castle, on the path 


to the Altar Room, you see Fickblix’s 


last moments. You must hurry to retrieve the Magicite before anything else happens. 


When you pick up the Magicite from area G-8 of the Altar Room, once again you 
are subjected to a vision of the past. This time, it shows you some of the conflict 


between the Yagudo and the Tarutaru, Leave the castle to retrieve the last piece of 


Magicite 


——_. 


MAGICITE (DAVOT) 


Batidin has aneitem called the Crest of Davoi that is needed to obtain the Magicite, 
but he will only exchange it for Coeurl Meat. This can be bought from the auction 
house, or you can get it by killing Cocurls in the Meriphataud Mountains. When you 
give him the meat, he tells you what he wanted It for. The explanation 1s not particue 


larly pretty. Then he gives you the Crest of Davyoi to complete your task, 


In Dayoi, go to area G-7 to access the room where the Magicite is located. The cave 
is sealed by a transparent wall, but you can pass through it with the Crest of Davol. 
Once again, you are witness to an event, This event ends when Lion appears. She finds 
something, and then the Shadow of Darkness speaks. At this point, it seems best to 


leave, and you return to Jeuno with the Magicite pieces. 


At the Duke's Palace, Kam'lanaut takes the Magicite from you. Suddenly, you find out 
that the governors of San d’Oria, Windurst, and Bastok were all attacked! The Duke 
tells you to return to your Consulate, and you are given the Airship Pass you were 
promised, When you talk to the ambassador at the Consulate, you are given Rank 5 


and told to return to your city. You are also given 10,000 gil for your service. 


All that is left is to go back to your 
hometown with great foreboding. You 
know that darkness ts about to descend 
upon the world once again, but you 
have a renewed determination to stop 


the forces of evil. 


wt Mbhaura 


Goblins line the roads of Buburimu, making the Way to Mhaura a dangerous one. But what of this small town? Somewhat 


sheltered by the geography of its peninsula, Mhaura is a town of few trades. Blacksmiths, goldsmiths, and sailors make 
up most of the town’s population, and is a rough place as a result. Unlike Windurst to the south, there tsn't much time 
for nature, song, and dance in Mhaura. Defend the walls, hope for good weather, and rejoice every time a ship safely makes 


It to port. os thar Is the way of things. 
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he Port Town of Mhaura 


Inside town, there is a measure of civilization and safety. Traders can load up on 
antiques and crafted goods, and passage to Selbina is inexpensive for anyone who can 


make it to this outpost of free folk. 


THE OLD LADY 

CLIENT: Vero 

REQUIREMENTS: Must be level 18 or higher 

ITEM(S) NEEDED: | Wid Robit Tal, 1 cup of 
Dhamel Salivo, ond 1 Bloody Robe F ae 


Vera has a secret she wants to tell you, 


REWARD: Ability to set support jobs 
REPEATABLE: No 


but she needs a bit of coaxing before 
she will reveal it. Because the secret 
really is worth knowing, play along and 
get her everything that she wants from 


the monsters in Buburimu Peninsula. 


Her first hint requires a wild rabbit tail 
from mighty rarabs. However, once you 
give her the tail, she daims that she has 
forgotten what she wanted to tell you! 
Dhamel saliva (from bull dhamels) ts a 
sure cure for a lapse of memory. After 
you get it for her, she remembers what 
support jobs are and how helpful they 
can be for an adventurer. If you want a 
support job, you have to get her some 
bloody robes from the undead bogys. 
When you do, Vera tells you all abour 
support jobs, and teaches you how to 


use them. 


WAY OF THE COOK 


ITEM(S) NEEDED: | piece of Dhalmel Mest and 
1 Beehive Chip in 3 doys 

REWARD: |,500 of 

REPEATABLE: No 


Rycharde has another dish he wants to 
prepare, and he needs the ingredients 
for it. He asks you to get hin dhamel 
meat and a beehive chip, and you have 
3 days ( Vana‘diel time) to complete the 
task. Dhamels provide the dhamel 
meat (bull dhamels in Buburimu 
Peninsula and wild dhamels in 
Tahrongi Canyon). The easiest way to 
get beehive chips is to take them from 


the killer bees in Tahrongi Canyon 


RYCHARDE THE CHEF 


J 


7 You begin this quest by asking Numi 

. Adaligo at the Governor's House if 
there are tasks you can do to help the 
, b people of the city. She says that Take at 
" the Sailors’ Stay might have a job. 
Take doesn't have anything at the 


moment, but it seems like the chef, 


ORLANDO'S ANTIQUES 


Rycharde, might haye something. As it 
turns out, he wants 2 pieces of Dhamel 
Meat. This can be obtained from 
Dhamels, like the Bull Dhamels in 
Buburimu Peninsula or the Wild 
Dhamels in Tahrongi Canyon. The chef 
pays you 1,500 gil for your contribu- 


tion to the cookpot. 


REWARD: Variable amounts of money 


CLIENT: Oriando 
REPEATABLE: Yes 


REQUIREMENTS: Ability to ride chocobo 
FES HEE i Sos ee 


Orlando specializes in finding value in 
old or imteresting things. He is not the 
only one; Goblins often bury their 
treasures or trophies, Orlando is will- 
ing to pay you if you dig up anything 
that seems intriguing, even if it appears 
to be rubbish ar first. However, because 


Orlando runs a business and has to 


worry about supplying his customers, 
he will only accept the materials as a 


set of eaght items. 


You can trade any of the items in the following table with Orlando, These items can 
be obtained by having your chocobo dig for them (use the /dig command). You must 
give the chocobo gysahl greens to convince it to dig for you. Some of the materials 


ate also dropped by monsters or can be purchased from the auction house, 


ITEM (EIGHT OF EACH) REWARD (IN GIL) 
Fish Bones 100 
chicken Bones 120 
Goblin Dice 120 
Rotten Meat 150 
Goblin Cups 200 


Town of 


Selbina 


On the coast between San d’Oria and Bastok is the town of Selbina. Distanced from the politics of the other nations, 


Selbina does its best to eke out a living among the beasts of Valkurm Dunes, Its people are more often tied to the sea, the 
lifeblood of Selbina. Trade between the east and west is done via land, sea, and air, but the cheapest and most available 


means of transport for the masses is the nayal route between Selbina and Mhaura. 
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It only takes a moment to pass through the north gates of Selbina and into the relative safety of the small town. For people raised in the larger cities of Vanadiel, the town is 


a small place with very few people. It doesn't have the bustle of Bastok or the auspicious Majesty of San d’Ona. After a few munutes of wandering, you will have seen the entire 


place. The Sea Travel Agency in the southeast will be the most likely stop for most travels you pass through often. 


ELDER MEMORIES 


CLIENT: Isacio 

REQUIREMENTS: Must be level 18 or higher 

ITEM(S) NEEDED: | Domselfly Worm, 1 
Magicked Skull, and 1 Crab Apron 


REWARD: Able to set support jobs 
REPEATABLE: No 


Isacio knows all about support jobs. 
But in order for him to tell you about 
them, he has to be convinced to give up 
the information. He asks you to bring 
him three items from the monsters in 
the Valkurm Dunes: a damselfly worm, 
a magicked skull, and a crab apron. 
Damselfly worms can be obtained by, 
oddly enough, killing damselflies. 
Magicked skulls are found on ghouls. 


Crab aprons are carried by snippers. 
i Ty Spy 


When you give Isacio these three items, 
he tells you all about support jobs and 
how you can use them. By the end of 
his explanation, you will be able to use 


them. 


UNDER THE SEA 


When you talk to a lady named Yaya, 
you overhear Jimaida and Oleg talking 
about how Oswald lost something dear 
to him. When you find Oswald at 
Shepard's Muster, he tells you he lost a 
ring somewhere near the docks of 
Selbina. If you find it, you should 


bring it back to him. 


After talking to Oswald, talk to 
Jimaida, who will tell you chat Zaldon 
knows something. At the Fishermen's 
Guild, Zaldon tells you that a greedie, 
a type of fish, may have eaten the ring. 
If you bring him a greedie, he'll even 
gut the fish for you and see if there is 
a ring inside, The greedie that has the 
ring is not an ordinary fish. It's called a 
Fat Greedie, and can be fished right in 
Selbina. 


If you catch the fish and give if to 
Zaldon, he gives you a ring to take back 
to Oswald, who rewards you with an 


amber earring. 


DONATE TO RECYCLING 


CLIENT: Romeo 
REQUIREMENTS: None 
ITEM(S) NEEDED: 5 pieces of Onion -gear 


REWARD: Waste Basket (furnishing) 
REPEATABLE: No 


Romeo (on the roof of the 
Fishermen's Guild wants you to get 
him five pieces of the same type of 
onion-gear. He accepts the following: 
Onion Daggers, Onion Knives, Onion 
Swords, Onion Rods, and Onion 
Staves, These can only be obtained by 
trading with other players, so the auc- 
tron house is a must for completing 


this quest. 


INSIDE THE BELLY 


CLIENT: Zaldon 

REQUIREMENTS: Fishing Skill level 3 or higher 
(Initiate and higher) 

ITEM(S) NEEDED: Fishing Rod, Fish 


REWARD: Variable amount of money 
REPEATABLE: Yes 


This is a very simple proposition. 
Zaldon is willing to give you money 
when you catch certain fish, and the 
amount is variable depending on which 
fish you give him. The fish he will pay 
for depends on your fishing level. The 
harder the fish are to catch, the more 


money that you get 


The following table illustrates which 


fish are profitable, what level you must 


be, and how much money you receive 


per fish. 


AMOUNT OF GIL 
130 
Dark Bass 35 130 
Ogre Eel 35 130 


Silver Shark 6 800 
Emperor Fish 7 1,400 
Titanicus 8+ 2,000 


This section of the guide contains maps and bestiary information for the many areas 
of the world. They are divided into greater regions to make it easier for people to 
navigate around Vana diel, 


LEGEND FOR THE MINI-BESTIARIES 


COLUMN MEANING 
NAME Name of monster 
Name in Red:Notorious Monster (NM) 
Nome in Blue:Can be caught by fishing 
LEVEL Monster's level (range) 
BEHAVIOR (Al) A = Aggro 
L = Link 
DETECTION Sight: Monster chooses targets by sight 
Sound: Monster chooses targets by sound 
HP: Monster is drawn to enemies when their HP is below 75% 
: Monster is drawn to enemies who use Magic 
SCENT The monster can identify and pursue a target by smell. You can use 


the Deodorant item or WHM Deodorize spell to counter this ability. 


APPEARANCE (APP) Determines at what time of the day or during what weather 
conditions certain monsters appear. 
(nothing): Appears all of the time. 
N: Appears at night (17:00-7:00) 
W: Appearance depends upon the weather. 
A = Auroras / Stellar Glare H = Hot Spells / Heat Waves S = Dust Storms / Sand Storms 
C= Clouds / Fog 1 = Snow / Blizzards T = Thunder / Thunderstorms 
D = Gloom / Darkness R = Rain / Squalls W =Winds / Gales 


JOB Monster's Job (if applicable). 

WAR = Warrior PLD = Paladin RNG = Ranger 
MINK = Monk BST = Beast Master DRG = Dragoon 
WHM = White Mage SAM = Samurai NIN = Ninja 

BLM = Black Mage DRK = Dark Knight SMN = Summoner 
RDM = Red Mage BRD = Bord 

THF = Thief 


Gustaberg 


The mountains around Bastok conceal the resources of many ages. In a rise 
to power, the Humes and the Galka have been strip-mining the e region of 
Gustaberg for years now, feeding the forges of the Metalworks. These min- 
ing operations around Gustaberg fuel 


this process ry “3 Visitors are 


stunned by the bleak landscape sur- 
rounding Bastok, as rocks, canyons, 
and hills blanket the area. It’s amazing 
that any life grows here at all, but the 
Hume determination is legendary and 
the Galka won't back down from a 
challenge either. 


AREAS 
North Gustabert 


North Gustaberg possesses more features of interest in its terrain. The Zeikt Creek 
splits the area and prevents fast travel north toward Konschtat. Those who manage 
to safely avoid the Goblins and 
Quaday in the area should see the 
Drachenfall, because it's one of the 
more appealing sites in the area. 
When Bastok controls the land, as it 
often will, the Outpost in the south- 
west offers haven to young travelers in 
need of signet, a home point, or a 
quick exchange of goods. It’s not a 
long trip to South Gustaberg from 
here; just head west and due south to 
reach it without going through Bastok 
itself. 


MINI-BESTIARY, NORTH GUSTABERG 
NAME FAMILY — LEVEL BEH (Al) DETECTION SCENT APP JOB 


chee ee 


Huge Hornet 
Tunnel Worm 
Ding Bat 
River Crab 
Maneaiing Hornet | Bee | 25 | | sit | y | | 
Stoner | Worm | 25 | | Sound | | 
a 
Walking Soping | Soping | 2-6 | | Sod | |__| 

fees [we [35 | ow | [0] 

Amber Quadov | Quodov | 38 | At | Sond | |__| 8 
Amethyst Quodav | Quodov | 38 | Ast | Sound | |_| WHM 
Rock Uiord | tid | 38 | t | Sond | | | 

Young Quadav | Quadov | 38 | Ast_| Sound | |_| WAR 
Goblin Fisher | Goblin | 46 | Ast | Sit | |_| WAR 
Goblin Thug | Goblin | 48 | Ast | sig | | | THF 
Goblin Weaver | Gobin |] 48 | Avt_| sit [| |_| ROM 
todo [Word [58] 0 | Soma | 
Enchanted Bones | Skeleton | 58 | A | Sound+HP | |__| WAR 
Enchanted Bones | Skeleton |_58 | A Sound | | N_| BUM 
Goblin Digge 0 ES 
Ornery Sheep SEER 
Shrapnel 

Stinging Sophie 
Sand Pugi 

Goblin Gambler 
Goblin Leecher 
Goblin Mugger 


| Gobin | 21-23 | At | sight || a 
J Gobin_ | 2-23 | at [sight | [| wi 
L Goblin] 21-23 [Ast | sit | || 
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Nestled against the Bhefhel Gulf is the area of South Gustaberg. East of Vomp Hill 


is the Morhen ca which sailors of both sea and air use as a navigation | 


a ‘Sf roam in great numbers, Although con- 
stantly hunted, the Quadays stalk and 


make war in many areas outside the city 


Nhe bens 


oe NASTOR 
“ . 


walls. The Fumaroles in the west hide 


seek Saplings and the various Worms 


for easy and productive opportunities. 


MINI-BESTIARY, SOUTH GUSTABERG 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
He Hort | Bee_| 1 | | Sight _| | 
Tunnel Worm 

Ding Bats 

Stone Eater 

Maneating Hornet 

Vulture 

Walking Sapling 

Goblin Fisher 

Fledermaus 

Amber Quoday | Quodoy | 3-8 | Ax | Sond | |_| BUM 


Amethyst Quadov_| Quadov | 38 | As_| Sound [|_| wi 


Young Quadav | Quoday | 38 | At | Sod | |_| WAR 
Goblin thug __| Goblin | 38 | ast | Sig | |_| THF 
Goblin Weaver__| Goblin | 38 | Au | sight | | | ROM 
Rock tind | tod | 38 | tL [| Sond | | 
Enchanted Bones | Skeleton | 4-8 | A | Soundstp | |W | WAR 
Enchanted Bones | Skeleton |_ 4-8 | A | Sounds | |__| BU 
land rob | rob_| 56 | | Scund | 

Black Wott | Hound | 58 | A_| Sounds | |W | 
Goblin Digger 

Omery Sheep | Sheep | 58 | t | Sit | y | | 
Shrapnel | Bomb [8:10 | A | Sight+Magic | |W | 
Bubbly Berio | Crob | 9:10 | A | Sond | | 
Leaping Lizy | tizord J ior | tL | Sod | | 


Bastok Mines leads into this dungeon. There aren't many powerful monsters here, 
and the more experienced miners don't fear the monsters wandering about the dark- 
ness. Only the Giant Amoeba mon- 
sters are aggressive enough to attack 
without provocation. Bats are useful 
to hunt for their wings, which fetch an 
adequate price because of repeatable 


quests. 


point. There is more danger to the | 


west, where the Goblins and Quadavs | 


the entrance into Dangruf Wadi. | 
Hunters in South Gustaberg should | 


_ FAMILY LEVEL _BEH (Al) DETECTION. SCENT APP JOB 


In comparison, the Fumaroles of South Gustaberg seem safe compared to Dangruf 
Wadi. This outdoor series of canyons and passages is broken by several open spaces 
with Goblins and other aggressive monsters. What doesn't attack on its own is like- 
ly to Link instead, so solo adventurers should avoid Dangruf. The Goblins that 
reside deeper in the dungeon are very powerful; it's mote prudent to fight them with 
an experienced group. Although this area's hot springs and geysers are pretty, the 


Leeches that can devour entire Tarutaru wanderers will discourage casual bathers. 


_ MINI-BESTIARY, DANGRUF WADI 


NAME FAMILY 


LEVEL BEH (Al) DETECTION SCENT APP JOB 


sonefate | Wom [35 || Sound [OT 
Gobin Fisher | Gobin_ | 58 | mek | sig [| a 


Goblin Thug 


Goblin Weover__| Gobin | 58 | Av | Sigh [|_| ROW 
Rock ind | tid | 58 || Sond | | 
HoarderHore__| Robb | 68 | Lt _ | sight | y | 
Sickgin [ teech | 79 | ot | smd | y | | 
Wot ob | cco ‘| 79 | | Som |] 
Giant Grob] Worm [9-12 | A [sod [| 
Wodi ore | obit [ig [tT sigh Ty | 
Goblin Ambusher |} Goblin | 12-16 | AtL | Sigh | | | RNG 
Goblin Bucher | Goblin | 12-16 | At | Sig | | | WAR 
Goblin Tinkerer | Goblin | 12-16 | Ast | Sight | | | ORK 
Wotileech | leech | 157 [it | Som [y | | 
Sippe [cob | 1620] iL] sod TT] 
Stem lizwd | ord | 16-20 | t | somd [|_| 
Gobi Gombler_| Gobin [21-28 | At [sigh [|_| au 
Goblin ether | Gobin_| 21-23 | At_| sig [|_| WH 
Gobin Mugger__ | Gobin | 21-23 | Avt_| sig [|__| HF 


Geyser tied | ino | 28.30 [Ast | Sond | | 


4 
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The Palborough Mines of North 
Gustaberg are far more dangerous than 
those inside Bastok. More important 
materials are gathered here, but the 
mines are under Quadav control. 
Quadavs, Cave Funguars, and even 
some frightening Scorpions inhabit 
this area. Adventurers of differing lev- 
els can search here, because there are 
several tiers of opponents. There are 
three different sets of Quadavs, each 
more imposing than the last. There are 
also several Notorious Monsters in 
these mines, for those who are lucky 
enough to spot them. All of the 
Notorious Monsters are Quadavs, so 


expect them to be quite dangerous. 


MINI-BESTIARY, PALBOROUGH MINES 
FAMILY LEVEL BEH (Al) DETECTION SCENT APP 


ea Ma 


Pit Hore 

Amber Quadav 
Amethyst Quaday 
Young Quaday 
Cove Funguar 
Copper Beetle 
Rabid Rat 


Onyx Quaday 
Veteran Quaday 
Mine Scorpion 
Scimitar Scorpion 
Brass Quaday 


| Bootle | 92 | it | so | y || 
tate fa fT se tt 


JOB 
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Ronfaure 


The forests of Ronfaure have long been the home of the Elvaan and mony natural monsters. 
Orcs and Goblins have been upsetting the balance of the area for the past generation, and now 
there is danger in the trees of Ronfaure. Still, the 

wind whispering through the forest reminds the 

Elvaan of hope and stability. The trees grew to 

great heights before the Orcs came, and they will 

exist long after the Orcs have been have been 

rid from the Kingdom of San d’ Oria. 


Ronjaur 


Young soldiers of San d’Oria often visit West Ronfaure to prove themselves. It is said 
that an Elyaan becomes an adult by bringing home the axe of an invader and prov- 


ing himself as part of the community, 


Don't fear the tiny monsters in this 
area, such as the Rabbits, Bats, and 
Worms, The Ores in the northwest 
are some of the most fearsome 
threats, as are the Goblins to the 
south. Scarab Beetles are lucrative for 
hunting. Sheep are important for 
quests, but attack them only when 
they're alone (Wild Sheep link to pro- 


tect each other from predators). 


MINI-BESTIARY, WEST RONFAURE 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Tunnel Worm Wom | 1 || Sound | 
wid Robbi_ | obbt_| | | Sght_] 
Cavion Worm | Worm |] 1-5 [| Sound | 


DingBos__ | tot_| ts || Sound _ | 


Wa? ee 
(Eee: 1B 
(aes BERS 
faa BS 
Forest Hore | Robbit | 1-5 | | Sit | Y | 
Forest Funguar | Funguor | 36 | t | Sond | |_| 
Mouse Bot | Bot_(| 36 | | Sond | | 
River (rob | cob] 36 | | Sod | | 
Scarab Beetle | Beetle | 36 | L | som | y | | 
OrishFodder__ | Or | 38 | Ast | Sit | ¥ | 
Orch Grappler] Ore | 38 | AcL_| Sit | Y | 
Goblin Thug _| Goblin | 48 | A | Sit | | | 
Goblin Weaver__| Goblin | 48 | AL | Sight | |_| 


Orcsh Mesmazer | Oe | 48 | ae | sigh | y | 
Enhaned Bones | Skeleon | 58] A | SoundsnP | |_| 
Encared Bones | Skeleton | 58 | A__| Sounds? | |W _| 


Gobin Digger__| Gobin | 58 | al | sign | |_| 
Gobin Fsher__| Gobin | 58 | Axl | si | | | 
Toned Hound | Hound | 58 | A | Sounds | | 


Wild Sheep | sheep | 58 [| t_| sig | y | 
Joggdy-tored ck] Robb | 910 [| sg | y | 
Bomb [Bomb ] 810 | A [sightsWogi] | We 


East Ronfaure ts inhabited by many of the same monsters found to the west, how- 
ever, the geography of the area is of greater interest. There are more hills and streams 
in the east, making it more exciting for 
ranged hunters, In the southern end of 


te teen 


BAN DORIA 


the area is King Ranperre's Tomb (west 
of the Cheval River). This is both a 
place of spiritual importance and good 
hunting; it’s also a fairly quick route to 


certain parts of Jugner Forest. 


MINI-BESTIARY, EAST RONFAURE 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP 


Tel Worm a eT 
Wid Robb | Robb | 1 [| | st 


Carrion Worm 
Ding Bats 
Forest Hare 


Pugil 

Forest Funguar 
Mouse Bat 
Scarab Beetle 
Goblin Fisher 
Goblin Thug 
Orcish Fodder 
Orcish Grappler 


Goblin Weaver 
Goblin Digger | Goblin | 58 | At | Sig | | 
Tainted Hound | Hound | 5-8 | A | Sounds? | | N | 
Wild Sheep __| Sheep | 58 | 1 | Sig | Y | | 
Bomb | Bomb | 8-10 | A | Sight+Magic | | WC | 
BigmouthBily | Worm | 910 |_| Sond | |_| 


DUNGEONS 


Ranperre s 


s Tomb 


Though infested with various monsters, there is a sense of quiet majesty that suill 


remains in the tomb of King Ranperre. Be very cautious of the Bats inside as com- 
pared to those in Ronfaure, Many of the Bats link (Mouse, Wind, Grave, Plague, and 
Tomb Bats), and a few are even aggressive. The Goblins and Undead make it even 


more dangerous to venture into the Tomb without a group of allies and a few extra 


levels of experience, 


As with many dungeons, there are sev- 


eral areas that have enemies of differ- 


ent levels, A party with levels in the 


early Teens will have an easier time im 


tougher areas as opposed to traveling 


alone, 


MINI-BESTIARY, KING RANPERRE’S TOMB 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Carion Worm | Worn] 2-5 | | Somd_| | 

Ding Bots Bot_ 25 | | Sond | TN | 
Mouse Bat | ita_| 36 {it J sod | ot 
fnchonted Bones | Skeleton | 4-8 | A | Sounds? | | N | WAR 
Enchanted Bones | Skeleton | 4-8 | A | Sounds? | | N_| BLM 
Goblin Thug oe BEE a i 
Goblin Weaver | Gobin | 48 | Ae_| sight | | | ROM 
Stone ater | Worm | 57 | A | Sond | | 
Wind Bos] Bot_| 91 | t_ | Sod | | 
Grave Bot |] Bot_| 11-13 | Ask | Sond | | 
Spook | Ghost | 113 | A | Soundsne | | N 
Goblin Butcher | Goblin | 12-16 | Att | Sight | | | WAR 
Goblin Tinkerer | Goblin | 1216 | Ast | Sight | | —_—‘| ORK 
RockEor | Worm | 1416 | A | Sound | | 
Pague Bs pte | it tse ft 
Nachzehrer [Skeleton | 15-18 | A__| Sound+HP | | WAR 
Nachashrer___| Skeleton | 1518 | A__| Sound | || BLM 
> AO REE OU A 
Goblin Gruel__| sine | 18:20 | A | Sound [ y | 
Crypt Ghost | Ghost_| 20-21 | A | SoundetP [| 
Goblin Gambler | Goblin | 21-23 | Ae | Sight | | | BLM 
Goblin Leecher | Goblin | 21-23 | AvL_| Sight | |_| WH 
Goblin Mugger_ | Goblin [21-23] AvL_ | Sight Jf] th 


Ghelsba Out 


Ghelsba Outpost has been under Ore control for a long time, and it doesn't appear 
that the San d'Orians have the means to push them out anytime soon. To reach 
Ghelsba Outpost, go through a cavernous entrance in the northern corner of West 
Ronfaure. Timber from Ghelsba is highly prized by craftsfolk, and the bravest 
woodsmen go there to cut down trees—eyen under constant the threat of attack. 


There are many monsters within; the 
majority of which are Orcs with a vari- 
ety of jobs. One facet of danger comes 
from the wide level range of the Ore 


jobs. Check every Ore before engaging 


quick victory is possible. 


them, unless you're absolutely certain a | 


| MINI-BESTIARY, GHELSBA OUTPOST 


NAME 
Spectacled Bats 
Watch lizard 


Cheiroptera 


Ghelsba Pugil 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
| Pug | 36 | A | Sond | | 
Osh Fodder | Ore | 39 | At | Sight [| y | | WAR 
Orcsh Grappler | Ore | 39 | At | Sig | Y | | MNK 
OrcishMesmerizer | Ore | 39 | AsL_| Sigh | Y | | BM 
fi | Funguor | 4-6 | tL | Sond | | 

ongarm Zodvod | Ore | 6 | ArL_| Sight | Y | | RNG 
<a | Oe | 6 | Ad | Sigh | y | | RNG 
ari [ore fe ad | sit | | a 
hog Ow | 810 | Ast _| Sight [| | | 
— } Pol | 13] A | Sond | | | 
Orcsh Grunt | Owe | WIS | At | Sight | Y | | DRG 
Orcsh Neckchopper Hp DRK 
Orcsh Stonechucker] Owe | 1-15 | AsL_| Sight | Y |_| RNG 
Bloody Vrukwuk fn PLD 
Fogweaver Mozzfurd Ore | 14 | Axl | Sight | Y | | BIM 
Orcsh Wallbreacher] Ore | 15-16 | At | Sigh | |_| 
Worchief Votgit [Ow | 16 | AtL_| Sight | Y | | WAR 
Orcish Boricder [Ore] 17-18 | AtL_| Sig | | 


| Fort Ghelsba houses the leadership of the local Ore forces. Some of the experienced 


Orcs are trained to be the equivalent of Paladins, Black Mages, and other difficult 
jobs. Travel with a moderately experi- 
enced group to limit risks from aggres- 
sive and linking monsters. Although 
the area is entirely under enemy con- 
trol, it’s a beautiful place in its own 
way. The Orcs will never relinquish 


even a tiny section of this region with- 


out a bloody fight. 


MINI-BESTIARY, FORT GHELSBA 
FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Orcsh Grunt (ea SR DE ae DRG 
Orcs Neckchopper| Ore | 1-17 |_AvL_| Sight | Y | | ORK 
OrshSoneduchar] Ore] 7 | Ast | sgh | [| WG 


pocia hed I et oo 


Orcs Cursemaker of mf tek tsi Ft BLM 


Orcish Serjeant 


& 


jasp uv, fo suot 


SNOID3Y 


The Yughotr Grotto is a very danger- 
ous place for any group below level 20. 
All of the Orcs and Bats in the grotto 
are aggressive and willing to link. This 
makes battling both stressful and risky 


for any party that is interested in gain- 
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LEVEL BEH (Al) DETECTION SCENT APP 


ee 
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Sarutabaruta 


Filled with life, Sarutabaruta covers the grassy fields outside of Windurst. While the monsters 
of the grasslands are somewhat hostile, there are still plenty of cute and cuddly monsters wan- 
dering about. The Mithra and the Torutaru are 

frequently seen here—which comes as no sur- 

prise—but they are commonly faced with dan- 

gers from the Yagudo and wandering Goblins. 


AREAS 


West Sarutabaruta 


Western Sarutabaruta is an isolated place. Far from the trade and excitement of the 
north passage toward Tahrongi and eventually Jeuno, the west lacks the sense of 
importance that is found to the east 
of Windurst. This is both a good and 
bad thing, For a quiet spot of hunt 
ing, it is often rewarding for low-level 
parties to head west and fight atop 
Starfall Hillock or brave the trip into 


Giddeus, where the Yagudo reside. 


MINI-BESTIARY, WEST SARUTABARUTA 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Bumblebee | ee | 1 | | Sg | |_| 
SN A = 
Te A 
eT a 
Ce A A 
A 
a A 
a A A 
a a A 
a 
itor | tom | 46 [a | Soh | [0 
iad ts | Sen [48 | A] Soma | [CT 
Toiaie | toe | | me | ow ] 1 
tl tas | Yop [4a | mig 
A 
we le Ta le TL 
cohen [tan [3s] a] wm ] 
Nepidd tone [ Stsoee | 58 [| Sonor | [OT 
a A 
bon | tomb | 810 | a [Senge] [WO 
aie loreal 0] | om] | 


East Sarutabaruta | 
Ee a ee ee ee ee a ee 


Roads spill out of Windurst and hint at the route to glory, wealth, and fame. To the 
north is bse Se and Weainet! that is the path to Mhaura and more distant locales. 
~~ ~ Adventurers, both tested and untried, 


the time. More Goblins and Yagudo are 
located here, but they serve more as 
prey than predators. Parties will find 
crowding to be more of a problem on 
the whole, but there is safety in num- 


bers. 


MINI-BESTIARY, EAST SARUTABARUTA 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Aumblbe eo 
Ty Menragore_ Mondego] |_| | 
Savanna Raab ee 
Caron Crow re 
River Crab 4 
Crawler 
‘Mandragora 
Goblin Thug 
Goblin Weaver 
Mad Fox 
Magicked Bones 
Magicked Bones 
Yogudo Acolyte 
Yagudo Initiate 
Yogudo Scribe 
Goblin Fisher 
Pug Pugil 
Giant Bee 
Goblin Digger 
Balloon 
Spiny Spipi 


DUNGEONS 


Inner Horutoto Ruins 


| Vogudo {38 | At | sig | || an 

| Yoguto | 38 | at | sight [|| oun 

| Gobin | 48 [ast | sig [|| a 
Ta aH 


At first glance, the Inner Horutoto Ruins appear to have very weak and disparate 


travel through Eastern Sarutabaruta all | 


enemies, The Goblins and Bats that cover the greenish-brick dungeon offer little | 


resistance to even a modest party, Even alone, a cautious adventurer can perform well 


here, 


However, the dank ruins often conceal far more than meets the eye, The deeper pas- 
sages of the ruins have been used by Mithran thieves and were chosen very carefully. 
These are great hiding places, because the Goblins and undead monsters that lurk 


along these paths are murderously difficult for low-level parties. 


MINI-BESTIARY, INNER HORUTOTO RUINS 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


ee 


Battue Bats 
Goblin Thug __| Goblin [1-6 | AeL_| Sih | | | THF 
Goblin Weaver | Goblin | 1-7 | Ask | Sig | |__| ROM 


[Skeleton | 38 | A] Sounder | |_| war 
| bor | 46 | tT Sond | | 
[Skeleton | 68 | A] Sounds | |_| tun 
| Bonb | 810 | A | Sight+Magic] | 


Magicked Bones 
Blade Bat 
Magicked Bones 
Balloon 
Beady Beetle 
Bat Battalion zs 

Goblin Ambusher eco RNG 
Goblin Butcher | Goblin | 14-18 | Ast | Sit | | | WAR 
Goblin Tinkerer | Goblin | 14-18 | Av | Sigh | | —_—|-ORK 
Bob ae ey 

Battle Bat 

Goblin Gambler 
Goblin Leecher | Goblin | 20-23 | AsL_| Sight | |__| WHN 
Goblin Mugger | Goblin | 20-23 | Ae | Sight | | ‘| ‘THF 
Boggart El Weapon} 22-25 | A |Sound-Magic| | ——_—|WAR 
Wil-othe-Wisp | Bomb | 22-25 | A__| SightsMogic | | 
Boggart vl eon] 23-26 | A__[Sound+Magic| |_| BLM 
Wendigo Skeleton | 25-28 | A Sound+HP | || WAR 
Wendigo Skeleton | 25.28 | | Sounds? [ |_| BUM 


Outer Horutoto Ruins 


The leaders of Windurst don't want people to realize how many Cardians have left 
the city to form their own civilization, These intelligent monsters are not kindly dis- 
posed toward adventurers who wander 
into their ruins, and just about every- 
thing you find in the Outer Ruins will 
be aggressive. Strong melee parties may 
enjoy the high prevalence of enemy 
casters that are present here—a group 
that deals damage quickly can do very 


well for itself in this environment. 


FAMILY LEVEL BEH (AI) DETECTION SCENT APP JOB 


Pt | is || soni [| 
[Coin | 15 | Ast_[SoundsMogic] |_| Bu 
[Corin |] 15 | Ast _[SoundsMagic] |_| ROM 
[Coron | 1-5 | AsL_[SoundsMagic] |_| Wi 
[Coin | 1-5 | Att _[Sound+Magi] |_| war 
we Re 


Battue Bats 
Two of Batons 
Two of Coins 


Two of Swords 


Goblin Weaver 
Blade Bat 

Three of Batons 
Three of Coins 
Three of Cups 
Three of Swords 


Feder [59 [bt [soso] | [0 
Codon | 59 | Ast_[SoundsMagic] |__| OM 
[Coron | 59 | Ast_[Sound+Magic] |_| WH 
[Corin | 59_| Ast _[Sound+Magic] |_| wa 
Baloon | Bomb _| 810 | A | Sght+Mogic | || 


Four of Batons 


cen [1014] oot |Somdage| |] 
caren [1014 [aa [Somdtoge| [| 0 


Cor 
| Coron | 10-14 | Ast _[SoundsMagic] |__| war 


Four of Coins 
Four of Cups 
Four of Swords 


ro 
Ss 


pupa {o suot 


‘ 


‘J 


JP 
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BM waqysvzZ 


MINI-BESTIARY, OUTER HORUTOTO RUINS (CONTINUED) 


| ning bird-men themselves. 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Goin Anbr_| Gobin | ro- | ast_| sgn | || tac 
Goblin Bucher | Gobin_| 1014 | Ast | sigh__| |__| wa 
| Goin 


Goblin Tinkerer 


Rotten Jam 
Stink Bats 
Five of Batons | Cardin | 15-19 | AvL_[Sound+Magic] |__| BLM 
Five of Coins | Cardin | 15-19 | A+L_[Sound+Mogic] |_| ROM 
Five of Cups Cardin [15-19 | _AvL_[Sound+Magic] |__| WH 
Five of Swords | Cardin | 15-19 | A+L_[Sound+Magic] |_| WAR 


Bomb ing | tomb [16-18 | A __| Sight+Mogic | [| 
Combat [| or] 2023 | at | Sound | | 
SicofBotons__| Cordon | 20-24 | AeL_|SoundsMogic] [|__| UM 


[Codon | 20-24 | Ast _|Sound-Magic| |_| ROM 
[Cordon | 20-24 | Ast _|Sound+Magic[ |_| Wi 
Six of Swords | Cordion | 20-24 | Ast [Sound+Magic] = | WAR 
Blackline | Sime | 23.25 | A _[ Sod | y | 
Doppelganger Dio | Shadow | 23-25 | A Sounds? | |_| WAR 
Doppelganger Gog | Shadow | 23-25 | A__| Sounds | |_| WAR 


Six of Coins 


Six of Cups 


Gin | Skeleton | 2326 | A | Somdsu? | | | WAR 
Gh Skelton | 2326 | A | someon? | | | BW 


Seven of Bots Cardin | 25-29 | Ast _SoundsMagic] |_| BUM 
Seven of Coins | Carin | 25.29 | Ast _[Sound+Wagi] |__| ROM 
Seven of ips | Cordon | 25.29 | Ast _[SoundsMagic[ |__| Wi 
Seven of Swords | Cardin | 25.29 | Ast _[SoundMogic] |_| wa 
Dancing Weapon fi Wenpon] 28-30 | A__[Sound+Magic]| [|__| WAR 
Dancing Weapon fv Weapon] 2830 | A__[SoundsMagi'| |__| BUM 
ight of Botons_| Cordon | 3034 | Ast _[Sound+Magic| |_| BUN 
Fgh of Coins] Cordon | 30-34 | Ast [SoundsMogic] |__| ROM 
Bight of Cops | Caron [30-34 | Av _[Sound-Magic] [| wi 


Eight of Swords] Cardan | 3034 | Ast _[SoundsMagic] |__| Wa 
Nie of Bots] Cordon | 35-39 | Atl [SoundsMogic] |__| BLM 
hie ofCoins__| Cordon | 3539 | Av [Sound+Magic| |_| RM 
Nie of Cops | Cardin | 3539 | As _[SoundMogic] |_| WH 
Nie of Swords | Coron [35-39 | Atl [Sound+Mogic] |__| WA 
Ten of Bots | Cardin | 40-44 | Ast _[SoundsMagic] |_| BUM 
Ten of Coins ___| Cardin | 40-44 | Ast _[SoundMagic] |_| ROM 
Tenof Cups Cardin | 40-44 | As _[Sound+Mogic] |_| WH 
Tent Swords | Carin | 40-44 [Ast [Sound-Magic] |_| Wak 


Giddeus 
eS a a a ie ee Oa a 


The parched canyons of Giddeus evoke memories of Dangruf Wadi for the explorers of Bastok, 
To the people of Windurst, these rocky passages are just as ominous. This is the home of the 
Yagudo. Violent by nature, hateful of the Tarutaru and the Mithra alike, the Yagudo are only will- 


ing to maintain the lowest level of peace with the Federation of Windurst. 


| 


There are some fragile Worms to fight inside Giddeus, but most of the beasts consist of the cm- 


A large party can sweep through and acquire gil with adequate haste. 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
[tee fas | | gn Py | 
| Pog | 25 [a | Sond | | 
[Worm | 35 [A | Sound {| | 


| oe a 
Yagud Pies eee eet wth 
YogudoTheologist_| Yoguio | 21-23 | at [sit | [| oun 
Yagud Votry | Yogudo [21-23] ast | sigh [ [| nk 


MINI-BESTIARY, BALGA’S DIAS 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


ee 
[Drogon J 25 fA | Sound | 


Toraimarai Canal 
a ER a ee EE A ET 


The Canal is one of the best sites for big game hunters in the area near Windurst, 


Searcher 


The monsters that live there are affected by a strong magical influence in the water 
seems to make these beasts more 
aggressive than normal and much more 
powerful. Bats, Crabs, Leeches, and 
Pugils are all present in Toraimarai, but 
they are much more potent than any- 
thing of the same build in 


Sarutabaruta. 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


jt asa | at _| Sond || 
eee 
LOA) | 
rae [A 


[Bot] 4749 | Ast | Sound 


If the Elvaan and the Humes didn’t have o basic treaty of cooperation, this would a place of 
great turmoil. The region that covers La Theine, the Highlands, Valkurm, and Selbina is a join- 
ing of territories between San d'Oria and Bastok. 

Adventurers from both sides of the land meet jig = 

here, for the first time in some cases, and join to papas 

destroy the monsters that roam thine untamed pia 

horizons. 


AREAS 


La Theine Plateau 


La Theine is a verdant area of cliffs and lowlands. There are Ores, Goblins, 
Skeletons, natural beasts, and even elementals in this massive area. Mad Sheep and 


Thickshells surround Lake Ephemere, as do wandering Goblins. 


In the east is the Crag of Holla, 
another of the ancient teleportation 
sites. After enough leveling, seek 
Jugner to the far east or Valkurm 
Dunes in the south, As always, avoid 
casting spells around elementals; the 
Water Elemental that floats in the 
rough area of Ephemere is a potent 


threat. 


MINI- BESTIARY, L LA THEINE PLATEAU 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Gaetos nat _| 68 [| sont || 
Seppe Hore | Rabbit | 7-10 | {sight | vy | | 
Strolling Sapling 
Rock Eater Worm | 
Acro Bat Bot | 810 | 
Cool ob_|_cob_| 610] 


+ 
om 


Goblin Fisher | Goblin | 8-10 | WAR 
Goblin thug | Goblin | 8:10 | AsL | | THE 
Goblin Weaver Goblin | A+L ard ROM 
Orcsh Fodder | Ore | || WAR 
Orcish Grappler Or | fr: MINK 
Orcish Mesmerizer | Ore | im || BLM 


Pug Pugil 
Wolf Zombie | Hound | 
Huge Wasp 
Plague Bats Bot | 
Akbaba Bird | 
Skeleton Warrior 
Grass Funguar  Funguar | 
Mad Sheep 
Skeleton Sorcerer 
Goblin Digger | Goblin | 
Poison Bat Bat | 
Thickshell 
Thickshell 


BE 
Fy 
~~ 


sq 
= 
= 


rf 


£ 
5 
= 


_— 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Goblin Ambusher 
Goblin Butcher 
Goblin Tinkerer 
Orcish Grunt 

Orcish Neckchopper 
Orcish Stonechucker 
Poison Funguar 


| host | 1517 | A] Sounds | |W | 

| Bonb | 15:17 | A] SightsMagic] | WC J 
eemenial] 18:20 | A | Magic || ww J 

gi_| Pogl_| 1620 | A _| sod | | 
Polergeit_FiVeapol_18-20 | A_[Sounds¥ogc] |_| WAR 
Poltergeist tro 

Water Eementol|flementol| 1820 | A | Nagic | |W | 
Tumbling Tle ae aT a 

Botering Rom | Rom | 21-23 | A_| sit [y [| 
lumbering tombert| Rom | 27-28 [ A_| sigh [y [| 


Konschtat Highlands 


Air Elemental 


Far south of La Theine are the Highlands of Konschtat. The air ts quiet in 
Konschtat, and the ground is rich and fertile, Aulgung Pass offers almost no room 
for breathing as parties squeeze away from Gustaberg, but the open roads of the 
Highlands in the north are calming. 


Quadays and Goblins live off the Sheep 
and Lizards 


Ghosts, and Hounds destroy the sereni- 


of the area. Skeletons, 


ty of Konschtat at night. The less expe- 
rienced fig ghters should fle ee the 
Highlands ihelore darkness descends. 
The eastern pass almost opens toward 
the Crag of Dem, the third of the tele- 
Se areas that still function. The 
Valkurm Dunes and the Pashhow 


Marshlands are to the north. 


MINI-BESTIARY, KONSCHTAT HIGHLANDS 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Huge Wasp | ee | 7-10 | | Sg_| Y | | 
Staling Spling | Soping | 7-10 | | Sond | | 
Rock Eoter__—_| Worm | 711 | Lt | Sond | | | 
Amber Quadov | Quadov | 8-10 | Art | Sound | | ‘| BUN 
Amethyst Quadev | Quadov | 8-10 | A+L_| Sound | |__| WH 

| Goblin 


Goblin Thug [bio | at | sit ||| 
GobinWeover__| Goblin | 8.10 | At | sig [|_| ROM 
Wolf Zombie | Hound | 810 | A__| Sounds | |W | 

Young Qundov__| Quodov | 810 | Ast | Sound [|__| war 


Mist iad oA 


Sklelon Waar _| Skelton | 10-12 | A__| Soundsnp | |__| Wak 
Greater Quadv Te ORK 


Onyx Quaday 
Veteran Quaday 
Mod Sheep 
Skeleton Sorcerer 


Goblin Digger__|_Gobin_| mee 
Goblin Ambusher Act | Sight | = | | RNG 


Goblin Butcher 
Goblin Tinkerer 


| Ast | sigtt_ ||| a 
| Gobin | ate | ast | sist ||| re 


NY 


jap vuvd fo suork 
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FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
| Bomb _| 15:17 | A__| Sight+Magic | | WC | 
we 


Valkurm Dunes | 


Valkurm contains a mixture of people from all three cities. Windurst travelers come | 


| MINI-BESTIARY, SHIP TO MHAURA 


into Selbina from the eastern sea passage, Bastokers ride up from Konschrat, and the 
San d’Orians hail from the north. The 


world, allowing anyone fairly rapid 
travel between Selbina and Mhaura. 


The Goblins in Valkurm are quite 
accomplished; they have managed to 
keep the Ores and Quadavs from gain- 
ing a foothold in the Dunes. Sadly, this 
means thar it isn’t easy for any of the 


nations to make fast headway here. 


MINI- BESTIARY. VALKURM DUNES 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Night Bats 


a 
Pulte Pugl_ | Pug _| 15.17 | A_| Sond [| | 


SiogCrob | ob_] 57 | ik | Sod | 


Hill ord | tizord | 15-18 | L_ | Sod | | 
Sond Hore | Robbin | 15-18 | L| Sit | y | | 
Goblin Ambusher_| Goblin | 17-20 | At _| Sight | | __‘|RNG 
Goblin Bucher | Goblin | 17-20 | AsL_| Sight | |__| WAR 
Goblin Tinkerer | Goblin | 17-20 | Avt | Sit [| | | DRK 
Stor Bat 

Ghoul 

Snipper 

Goblin Digger 

Giont Bot 

Snipper 

Brutal Sheep 

Damselfly 

Ghoul 


Thread Leech 
Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
Beach Pugil 
Beach Pugil 
Will-o'-the-Wisp 
Golden Bat 
Bogy 


| Bomb | 25-27 |_| Sighi+Mogic | | WC J 
} tt | m7 | A | Sond | | 
a BS a 


Cutter 


Sea of Zafmlug opens the door to the | 


Ship to Mbhaura 


| The sea passage between Mhaura and Selbina contains some fine fishing for anyone 


who is willing to risk an encounter with extra Sea Monks, Crabs, and Pugils. The 


salty breeze and the open skies aren't 
the only thing that makes this journey 
worthwhile. It’s very difficult to endure 
the lengthy trip to the east by going 
through Jeuno. Going east by ship is far 


less complicated and costs much less, 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


jt | tod | A Sond || 
} rob | 1020 | | Sound | 
| Pug | 10-20 | | Sond [| 
| Pog | 15:19 | A | Sond | | 
| ugl | oz | A | Sond | | | 
SeaMonk | 21-29 | A_| Sond | | 
| hos_| 2225 | A_| Sondsne || | 
Seamonk | 25.28 | A_| Sound |_| 


These dark caves in La Theine are inhabited by Goblins, Leeches, Funguars, Crabs, 


and many other beasts. The variety of targets makes it a good hunting ground for 


Forth Elemental 


many different parties, Groups around level 20 who want to stay around the 


Mi wsagywz 


Fire Elemental 


Ylkurm Emperor CS TU eT a 


Zulkheim Region can do some fighting in here, especially if they desire to group 


together over time before moving out toward more distant part 


Le] 
—_ 
oa 


MINI-BESTIARY, ORDELLE’S CAVES 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
sistas [ar | isp Tt | Sod | 
Hood Bunny | Robt | 79 | t | so | y | 


IY ff 


Gobi Ambusher | Gobin | 17-20 | An | Sh | | | NG) fa & 
Goin Butcer__| Gobin_| 7-20 | ast_| sit | | wak = 
GablnTnkerr_| Goblin | 7-20 | ast _| sig | | [ow Ss 
Hogrsed Bor | tor_| 720 | A | Sond | | [oP S 
Ce ee = 
Staking Soping | Soping | 18-21 | | Sond_—| | = 
Tweod ech | leech | razr | t | sod [| y | 
Tend Leech | leech | zi-22 | A _ | Sound JY | 
Ay Agaric | Fungoor | 2-24 | t | Sound | | 
Gobn Gombler_| Gobin_| 22-26 | Ast _| sgh | |_| ou 3 
Goblin Leecher | Goblin | 22-26 | Art | Sight | | | WHM ie 
Gobi Mogger__| Gobin | 2226 | ast_| sit | | i# 
Wi'sheWisp | Bomb | 2325 | A | Sight+Mogi| | | | 
Dung Boole | eee | 2326 | t | sgh |v | | AgESRRGIAONC WEY 
Seeker Bots | Bat | 23-26 [ AL | Sound | | | | MINI-BESTIARY, GUSGEN MINES 
Vorpol Bunny | Rabbit | 23-26 | Lt | St | Y | | NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
a rastoi | toi | on] a | so | |_| 
eS Fy Agoc | unguor | 2023 | | Sond | | 
lly | Sime | 2628 | A | snd [| y | | Ghoul skeleton | 20-24 | A | SodvtP | | | WAR 
Cpe [Goh | 2629 | | Sond | | Bondersoich | Hound | 2124 | A | Samia | |_| 
 Posontenth | wth [7-29 [a] Sound | y | Oretater | Wom | 2026 | 1 | Sond | | 
Seshine___|{ Soning | 27-29 | t | sound | | Ghoul selon | 7327 | A | Soden | |_| BUN 
Gola Beele | Beste | 29.31 | ast _| sight | y | | Bind Noby | Pool | 2526] A | Som | | | 
Napalm | Bonb_| 31-33 | A_| Sight+Magic] || Greater Pug | Pool | 27] A | Som | | 
Gon Furier | Goblin | 31-34 | Avt_| Sight ||| RG “Went | Skelton | 2630 | A | Soundat? | |_| WAR 
Glin ani | obin [31.94 | det [st [ff ast | ay | Ghost | 2729 | A | Soudsnp | | 
Galn Shaman | bin | 31-34 | ast | sg | | | BM) “ily sine | 729 | A | Sond |v |_| 
Goin Snity | Gobin | 3i-a4 | Avt_| sgh [| | Wik cay | fy | so | tf Sound | | 
Shaper | knphisbena [Worm [70:30 [ast [sound [OT 
Sopa Cy Spunkie__|onb_| 2:30 | A __| sightsMagic] [| 
tc tomenil [omental | 33:36 | A__| Mogi [| WW Mauthe Doog | Hound | 2631 | A | Sound? | | _ 
Wate Elemento! _[flmenal | 33:6 | A] Mogic_| WR || Greater Pogl | Pugl | 31] A | sod | | ‘| 
Rand Ooze Sime _| 3436 | A | Sound | vy Wa skal | 2938 | A | SomdvtP | |_| UM 
Morblgr | Morbol | 4244 | A | Sond | | Ooze Sime | 2032 [ A | Som |v | | 
folk eementl| 45 JA _YSound + Wag Myond | Fnguor | 3032 | Mel | Som | | | 
| Menstee | host_| 3134 | A Soundsne || 
| Rancid Qo | Sime_| 3134 | A] sound | | 
| Wight Skeleton | 31-34 | A | Soden? ||| wa 
| Saltiper___— | fy_| 3235 | At | Sound | | 
| | forh omental | omental | 33:36 | A__| Magic _[ | ws | 
| — des Seem [see [A | owieih [|| 
four of aces ty Whe | ee Sem sat [1 “Yt [ie | 
Bi... them more ne al ve Pasties | Feu Follet | Bomb | 35-38 | A | Sight+Mogic} = |_| 
in the Konschtat area is the relative lack | Asphyxiated Amsel | Ghost | 36-38 | =A | SoundstP |] ON 
cect cc cos | Remit [eer [at oat [Ta 
anily Raghshacns; Myconids, waa Crushed Krause } Ghost | 36:38 | A | Sounds | |] ON 
Gallinippers link with each other and Pulverized Pfeffer | Ghost | 36-38 | A | SoundstP | =] ON 
Sen myiathenica wd cone | ei a i i eee 
Shady net fghe | awl [i [3638 [AT Sota [TV : 


FoulMeat___| Doomed | 4345 | A__| Sounds [| 
Wandeng Ghos_] Ghost_| 45 | A Sods | | 
Juggler Hecatm JE Weopon]_46-48 | A [SoundsMogic[ [|__| War 


| 
| SNOIDIY | 


La] 
= Ud}VAAON 


3 SHLD 


The northwestern route to Jeuno goes through the Norvallen Region. This covers Jugner Forest 
and Batallia Downs. Lots of enemies cover the roads toward the east, and many of the struc- 
tures that once existed here have been 

destroyed by times of war and neglect. It's pos- fF 

sible to walk the land route to Jeuno at almost [= 

any level, but passage isn’t guaranteed until a jf 

party reaches medium levels of the game. 


AREAS 
i ee a ee 


The road through Jugner stretches all the way between Batallia Downs and La 


Theine. The fastest route goes through the jungle and avoids the lengthy turns that 
the road makes to bypass the worst 
parts of the forest. An outpost is 
located to the west of the bridge over 
the Tisaret and Vadout. 


Those looking for the more interest- 
ing monsters in the heart of the dark 
trees should leave the path behind and 
travel north. Maiden'’s Spring (in the 
northwest) and Lake Mechieume (in 
the north) are both sites for adventur- 


ers fo stop and see. 


MINI-BESTIARY, JUGNER FOREST 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Wandering Sapling soning | 13-16 | Lt | Som | |_| 


Seamer = TN MCT 
Swing Pug | Pog_| 1618 | A] Sond [| 
Sto rob] iob_| 16:18 | A | Sound [| 


Goin Ambuser | Goin | 16:20 | ast _| sight [|_| ru 


Gon Bucher | Goblin | 16-20 | Ast_| si [|_| var 
Goblin Tinkerer_| Goblin | 16-20 | Ast _| sight [|_| on 


QrcshGrust__| ore | 16:20 | ast | sight_| vy |_| ore 
Orcs Neckcopper| Or _| 16-20 | Ast_| sig | vy |_| ork 
OrcshStonchucker] Ore | 16:20 | Ast _| sit | y_| | 
Ghoul [Skeleton | 16-26 | A__| Sounds? || N_| War 


Zombie __| Selon | 16:26 | A__| Sounds |] W_| BUM 
land ogi | Pug | 17-20 | | Sound | | 
Tr 
brutal Shoep | Sheep | rez | _| si | vy | 
Goblin Digger jen | at | st [| 


Scavenging Hound | Hound | 18-25 | A _| Sounds | |_| 


Forest Leech | leech | 19-22 | Lt | Sond | Y | | 
Threod Leech | leech | 19-22 | A | Sond [| | 
Stog Beetle _| Beetle | 20-23 | t | Sig | Y | 
cobln Gonbler | Gobln | 2-25 | mal | sgn [11 Bun 


Gobi Leecher | Gobin | 21-25 [Ae _| sight [|_| i 
Gobin Mugger__| Goblin | 21-25 | As | Sight] || 
JugnerFurguor_| Funguor | 21-25 | t_| Sound | | 

Orcish Cursemaker | Or | 7-25 | Ad | Som fy [| BLM 


Orcish Fighter 


[ref 2-25 | at | si fy || ir 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Poe | mas] at | so | ¥ |_| 
ip [eas [a [sar [| 
Pht | 5 | A | Sood | 
Paenk_ [2425 [a [etege | | We 

Y 


| Teant | 2528 | A | Sond | | 
ac fA So a 
ic ee BD 


is) 
eee ee ee 
es a ae 


Batallia Downs has aggressive monsters all the way into the high 30s, so parties that 
are heading for Jeuno for extra jobs should be careful, The Artisan’s Bridge is at the 
east end of the road, although anyone at a high level (or someone riding a trusty 
chocobo) can cut actoss the foothills 


for a faster trip. 


Stop and look at the legendary Tigers 
that stealthily creep across Batallia. If 
one of these monsters decides to 
aggro, stop and fight it. Nobody does 
a very good job fleeing from these 
vicious predators. Look near J-I0 to 
find the entrance to the Necropolis, if 
that ts a goal, but come prepared for 


di anger. 


MINI-BESTIARY, BATALLIA DOWNS 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
tnd Pont | rogt_| 20a | Saal ee 


Snipper [ob _| 20-23 | met 
Scking Sping | Soping | 2024 | t _| Sound | || 
May Fly | fy | 226 | ot | Sond | | 
Cippe | ob | 23-25 | | sound | | 
Goblins Drogonfy | Fly | 2325 | | Sound | | 
Bo | bid | 25-28 | t_| Sond | | | 


Gobin Gambler | Gobin | 26:30 | Avt_| si | | | bin 
Gobin Leecer_| Gobin | 2630 | Ast_| sig | |_| wih 


Goblin Mugger | Gobin_| 26:30 | Ast_[ sight ||| TH 
Orch Cusemaker | Ore_| 26:30 | At _| sig | vy | | ain 


Orch Fighter__| ore _| 26:30 | at_| sh | |_| war 
Orch Seat | Ore_| 26:30 | Avt_| si | vy | | mo 


Wight Skeleton | 26.36 | | Sounds? || N_| wr 
Wight [Skeleton | 26:36 | A Sound || N_| BUN 
Tring Toby | Soong | 27-28 |_| Sond | || 
Cute | Ciob_| 2630 | A | Sond | | 


Gobin Digger__| Gobin_| 28-32 | ast _| sig | | | 

MautheDoog | Hound | 28-32 | A__| Sounds | |W | 

Soherooi iger_| Tiger _| 2-32 | A_| sit | ¥ | | 

Goblin Furrier | Goblin | 30-36 | Art | Sit | | | RNG 
Gon Pthinder_ | Gobin | 30:36 | Av | st | |_| as 
Goblin Shaman | Goblin | 30:36 | Ae | Sight | | | BUA 
Gobin Smithy | Goblin _| 30-36 | Ast _| si [|_| var 
Orcish Beastrider | Oe =| 30-36 | Att | Sight | Y | | DRK 
Orch Brower | Ore _| 30-36 | At _| si [vy |_| wn 
Orcish Impaler Kc | wel ee | Se) ty DRG 


Oh ighrade | ore | 30.6 | dat | sgn | y [ | me 
| Pog_| 33.35 | A | Sound | | 
| Bonb_| 3436 | A_| Sight+Magic |] | WC | 
| cont | 3537 | Ak | sound [| 
| hos_| 35.88 |_| Sounds || 

Evi Weapon [Evil Weopon| 36-38 | A__|Sound+Magic] |__| WAR 

Evi Weapon [Evil Weopon| 36-38 | A__|SoundsMogic] |__| BLM 

Eath Elemental | tementl | 38-40 | A | Magic || WS | 

ke Hemel | femental | 38-40 | A] Wogic [| We | 
[Sea Monk | 38-40 | A_| Sod | | 
| Teo | 45 | A | Sound | | 
[oon] si-s2] A | sound [| 


DUNGEONS 


The Orcs in Ghelsba are plentiful, but Davoi has far more powerful members of this 
grim family. Orcs of many professions live in the humid paths of Davoi. Parties 
around level 30 and 40 can hunt Orcs 
if they enjoy going after these brutal 
monsters, although it can be a costly 
effort. 


MINI- BESTIARY, DAVOI 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


bowitimt | tee | rove | t_| sn [oy [| 
ood Bots | tor_| 0.23 | A | Sond | wv | 
Feroios Pug | Pug | 2224 | A | Sond | | 
Ovish ghier | Ore_| 27-26 | Ask_| sig | vy [| wir 
Orcish Cursemaker | Ore | 23-27 | Ast | Sight | Y | | BLM 
Orish eons | Oe | 2428 | det | sig | vy [| ro 
Wolltot_ | tor_| 2520 | | Sond [ov {| 
Hawkoyed Dntbt | Ore | 26-28 | ast | Sigh | vy |_| rnc 
OrésWyven | Wyvern | 26.28 | | Sond [ [| 
Davi og | Pogi_| 26-29 | A | Sond | |_| 
Wor ord | tid | 2932 | | Sond [| 
Greate Pog | Pug | 3032] A] Somd [| 
DoviWosp | ee | 3033 | ast | so | vy [| 
Trane Bokdok | ore] 3-32 [ast [sig [TT on 
Orish impor] Ore_| 32-36 | ast_| sight | || one 
Seder Gudrvd_| Ore] 3334 | ast [sh [vy | [one 
DoviMush | Sime | 3336 | A] Sond _| vy | | 
Orish Beostider_ | ove _| 33.37 | ast_[ si | y [| omc 
Geemrd | trad | 34-7 | ast | Sond [|| 
Orcish Nightraider | Or =| 3438 | Ast | Sight | y | | RNG 
Orcish Brawler | Or =| 3539] Ae | Sight | | YC MINK 
Warbal | Morbol | 37-39 | A | Sod | | 
Gao | Slime | 38-40 | A | Sond | y || 
PsonhandGradgod| Ore] 39-40 | ast_|Sight_| vy | | nak 
Orcish Firebelcher Oe [ee a Se de | 


MINI-BESTIARY, MONASTIC CAVERN 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Thunder Elemental [flamer | 47-49 | A | Magic | | we 
Water ements [elemento] 47-49 [A | Mogi [| We | 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Orcsh Boshooter | Ore | 42-46 | Ask _| Sig | Y | | RNG 
Ors Fotsolder | Ore | 4347 | Ae | sigh | y_ || war 
Orcish Gladiator | Ore =| 44-48 [Ask | Sight | Y || MINK 
Orcsh Yooper ow] 4547 | At [si fy | | ro 


Eldieme Necropolis 


Many entrances take explorers from Batallia Downs into the battered area of the 


Eldieme Necropolis. The indominable undead of the Necropolis should not be con 
sidered yulnerable even to most parties around level 40. They are Skeletons, 
Shadows, and Ghosts with infinite hatred; even worse, they aren't limited to travel by 


night. 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


IY 


jap vuv, fo suotl 


SNOIDIY 


BM puvjieq 


a oo 


Hell Hound 
Blood Soul 


Se FAMILY LEVEL BEH “oy DETECTION SCENT APP JOB 


H 


Ss 
S 


| Sounds? || 


Ast | Sounds? | |_| wa 
Ast | Sounds ||| nu 
| Shadow | 4648 | Ast | Sounds || | tH 
| Shadow | 46-48 | Ast | Sounds | |_| 
| Hound | 46-49 | A | Sondsnp | | 
| host_| 50-52 [A | Somésnp | | 
Skeleton | 50-52] AY Sounds [ [| var 


ecteyes 

Bomb 
Skele! 
Skel 
Shadow 


| 41-43 
jeton 
| 447 | 
| 45-46 | 
| 46-48 | 
ae 


1 Derfland | | Derfland ae 


The southwest approach to Jeuno, which is primarily used by Dostokans, h 
Pashhow and Rolanberry. Traveling up toward the Grand Duchy, Bastokans must endure 
Quadavs, Goblins, the undead, ond rough ter- 


rain. Even worse, there are Malboros afoot; their 
reputation is just as bad as their disposition. 


AREAS 


Pashhow Marshlands 


It takes time to navigate the Marshlands because of the putrid pools and swamps 
that dominate the area. With charming names like Rotmarsh and Hexmarsh, it’s easy 


to realize that this isn't a good place to 


ia Es se 
settle down. 


Flies hang heavy in the air, bloated 


from a meal of some unsettling sort. 
Goblins and Quadays survive by hunt 
Ing Snippers and Swamp Pugils, but 
nobody wants to bump into the 
Bogies and other night denizens of 


the swamps, 


x= E Pal rast | 


MINI-BESTIARY, PASHHOW MARSHLANDS 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
So (ro rtf at nt tt 
Swomp leech | lee | 1315 | A | Sound [| 

Bog Bunny aoe 
Night Bos a 
Black Bat - 

Water Wasp 


w 
co 
| 


Goblin Ambusher | Goblin | 
Goblin Butcher 
Goblin Tinkerer Goblin | 
Greater Quadav 


2 
= 
=] 
is 
2 
= 


Onyx Quaday 


ee oe oe ee 
S/S)/2)/2)/21/5 


fF 


Veteran Quaday 


“ 
= 
= 
= 
s 
—J 


Zombie 
Lond Pugil 
Snipper 
Swamp Pugil 
Gadfly 
Goblin Digger 
Bog Dog 
Ghoul 
Thread Leech 


= 


= 
= 


e 

s =a}l2i|o 
ELF ea 

=a 


Leech 


Thread Leech tech | 20-23 | | Sound | 
Brass Quadav | Quodav | 20-26 | | Atk | Sound | 
Copper Quadov | Quadov | 20-26 | Ast _| Sound | 
Old Quodav | Quadav | 20-26 | Atk | Sound | 


NAME FAMILY 


LEVEL BEH (Al) DETECTION SCENT APP JOB 
Goblin Gambler 


a 
| Gobin_ | 21-25 | At _| sig | || THe 


|Goobbue | 22-25 | A_| Sond | |_| 
_| tenth reas [Tt | Sound [oy | 
| Bomb | 24-25 | A__| Sght+Magic | | Wc | 
[tio | 2527 | A | Sound 
[ Morbol | 25-28 | A_| Sound [| | 
: | Ghost _| 25-29 | A_| Soundsnp | |W 
Joly Groen | Goobbue {27-28 |_| Sound J | 
Thunder Eemeniol [Eementol] 27-29 | A | Mogic_| | wr | 
Water emental_[lementol] 27-29 | A] Mogic [| we | 


Goblin Mugger 
Marsh Funguar 


Rolanberry Fields 


Rolanberry was covered in farmland and orchards before the wars. Certainly, the 
fields of Rolanberry seem like paradise after passing through Pashhow, yet this land 
of plenty has been fouled, Bees and Wasps flit about, thriving even as nature takes 
back the farms where they live. Quadays and Goblins wander about the countryside 
by day, ensuring that the old road 
north is unused by Humes and Galka. 
At night, the Skeletons and Evil 
Spirits have their ume. 


A group around level 20 or so will 
have some hunting only if they choose 
the weakest Bats and Crawlers, which 
are demanding for their listed power. 
More powerful groups will mostly 
face organized resistance from the 


eS: ==. Goblins and Quadavs, 

MINI- BESTIARY ROLANBERRY FIELDS 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Big Jaw 
Midnight Wings 
Snipper 
Death Wasp 
Clipper 
Goblin’s Bee 
Moon Bat 
Poison Leech Leech Y 

Bory Grub___| Crawer_ | 25-28 | t | Sod | Y | | 
Black ipl Stors | Bot | 2627 | L__| Sond | |W | 


Bos Quodov__| uodov | 26:30 | Ast_| Sond [|_| oak 
ConperQuadav_| Quodov | 26:30 | Ast _| Sound _| |__| 
Goblin Gambler | Goblin | 26-30 | Ast | Sight | | | BLM 
GolnLncher__| Goblin | 26-30 | Aet_| sig [| [|__| whi 
Gabln Mogger__| Goblin | 26-30 ] Ast _| sig | [|__| i 
OW Quadov | Quadov | 26-30 | Ast _| Sond [|_| Wak 


Wight Skeleton | 26:36 | A | Sounds? | | W_| War 
Wight Skeleton | 26-36 | A__| Sounds | |W | Buy 
See eee 


Hond Fluke | Leech | 28-30 | A] Sound _| 

Howie [owes [0 [A | ond TTT 
GablnDigger__| Gobln_| 20-32 | ast_| Sigh | |_| 
Gaobbue Farmer | Goobbve | 28-32 | A__| Sond _| |_| 
Bronze Quadav F uodav | 30-36 | As | Sound | | | PLD 
GaretQuadov | Quadov | 30:36 | Ast _| Sound _| |__| wi 


Goblin Furrier Goblin | 30-36 | Atl Sight RNG 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Goin Patios | Gobin | 0-6 | at | sgn [|| ast 
Gobin Shaman | Gobin | 3036 | At | sgh [| 
Goblin Smithy | Gobin_| 30-36 | Art _| sigh _| |_| wa 


Silver Quaday Quaday 

Zircon Quadov | Quadav | 30-36 | AsL_| Sound | |_| BUM 
| og | 31-33 | A | Sond | | 

| leech | 34-36 | A | Sond | | | 

| Bomb | 3436 | A _| Sight+Mogic |_| WAC 

| Morbol | 34.37 | A | Sond | | | 

| Ghost | 35-38 | A | Sounds | | ON 

vl Weapon] 36-38 | A [Sound+Magic] |__| WAR 

vl Weapon] 36-38 | A [Sound+Magic] |__| BLM 

elemental | 38-40 | A__| Magic |_| 

elemental | 38-40 | A__| Magic | | WR 

| Morbol | 39-40 | A | Sond | | 


DUNGEONS 


Ignis Fatuus 


Evil Spirit 

Evil Weapon 
Evil Weapon 
Fire Elemental 
Water Elemental 


As if the Pashhow Swamp wasn't enough, there are more Quadavs in the area of 
Beadeaux. Heading east into this wretched place places a traveler in the center of 


these monsters’ society. There are 
many different jobs within the 
Quadavs’ clans, but Mages, Warriors, 
and Thieves are the most common. 
The weakest of these are about level 
20, but the most powerful leaders in 


Beadeaux are almost up to level 70! 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Foun | zat | het | Som | | | 
| Ouodoy 25 | Ast | Sond | |_| one 


LOuodo | 3236 | AL | Sound | || ip 
[Quod | 3337 | At | Sound || THe 
[Ouodoy | 3438 | At | Sond | |_| aun 
[Gower | 35:38 | Ast | Sond | y | 


adv 
Zo/Khu Blackdoud | Quodov | 3638 | Avt_| Sond [|_| ou 
i | Pug | 37-39 | | Sod | | 

| Slime [30-40] A Sound | y | | 


Bronze Quaday 
Silver Quaday 
Tircon Quaday 


Garnet Quadav 


fay 


Joip DUBA fo SUOL 


SNOIDI4 


221 


3 Si1D 


SNOIDIE | 


Ss HE ngsngsjox 


Ld 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


| sep | svn | at | sow | y | | 
| Quadov | 4-42 | As | Sound [| 
| Quadov | 42-46 | At | Sound | || 
[Quadav | 43-47 | At | Sond | | | 
| uadov | 44-48 | Ak | Sond | || 
| uado | 45 [at | Sound fT 
| Quadov | 45-49 | Ak | Sound | || 
| Quadov | 47-48 | Ask | Sod | |_| 
Thunder Elemental Elemental | 47-49 | A | Magic | | WT | 
Water Elementol_[lementol | 47-49 | A | Magic | | WR | 


Broo 

Go'Bhu Gascon 
Elder Quaday 
Iron Quaday 
Spinel Quaday 
De'Vyu Headhunter 


Crawler’s Nest 


The Crawler's Nest is around Rolanberry Fields. With a fairly tight level distribution 
and a somewhat lower percentage of aggressive monsters, the Crawler’s Nest can be 
a fun place to explore and hunt, Parties around level 40 will encounter Bees and 
Lizards along with a plethora of Crawlers, Many of these targets are good for fight- 


ing, although the cantankerous Doom Scorpions aren't quite as amusing. 


MINI-BESTIARY, CRAWLER’S NEST 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


eee 
Worker Gower | (rover | 40.4 | Ast | Sound | y | | 
[lined | 41-43 | t_ | Sound | | 
| Soping | 42-44 |_| Som | | 
Lower | 45 [At | Sound | y | 
eaten ae | 


Coveberry 
Guardian Crawler 


Puroboros 


ss 
[Gowler | 47-49 | Al | Sound | y || 
} Bee | eso | At | si | y | 
[tind J 9-51] ast | Sound [| 


Lobyrinth Lizard 


Kolshushu 


Moving away from Windurst’s capital, Torutaru 
and Mithra explorers quickly arrive in Tahrongi 
Canyon. From there, Buburimu leads east 
toward Mhaura, while the northern passage 
paves the way past the Crag of Mea and up into 
Aragoneu Region. Unlike Sarutabaruta, this 
entire area is somewhat parched and desolate. 
Green hills and flowing rivers fall behind as dirt 
mounds and open cliffs take their place. 


AREAS 
Tahrongi Canyon 
a EES ra ee ee 


Those coming from the south must maneuver through Ahropahgo Pass (the west-cen- 
tral route is the fastest). After clearing the canyons, the real challenge of the area lies 
ahead. All of the aggressive monsters inhabit the central and northern areas of 
Tahrongi. Dhalmel hunting parties 
must contend with wandering elemen- 
tals, Yagudo, Goblins, and sand storms, 
Yet, this remains a fine place to level 
while groups prepare for their forays 
into the Maze {in the northeast), ot 
out to Mhaura (through Buburimu in 
the east). The Crag of Mea in the 
northeast has few enemics near it, 
although Goblins and Ghosts make the 


path behind It very dangerous, 


MINI-BESTIARY, TAHRONG! CANYON 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


tayd tenet Eemenal | 57 || Sond [|| 
Canyon Rorob__| Robt | 7-10 [1 _| sit | y | | 
Strong Soping | Soping | 7-10 | | Sond | | 
Pygmoioi____|Wondegoo] 7-11 | | Sound [| 
Barghest_ | Hound | a.10 | A | Soundstp | |_| 
Goblin Thug _| Goblin | 8:10 | At | Sigh | |__| THF 
Gobin Weaver | Gobin | 810 | Ast | sight | | | row 
a 
Yagudo Acie | Yogudo | #10 | Ast _| sig | |_| wi 
YagudoInite | Yogudo | 6-10 | Art | Sight | |__| NK 
Yagudo Scribe | Yoguio | o10 | Ast | sigh | || BUN 
AKbabo [tid | 93 | tf Sond || 
Skeleton Warrior Skeleton | 10-12 | A | Sound+HP | | ON 
Canyon rower] Growler | 1113 | L_| Sound | y_ | | 
Skeleton Sorcerer Skeleton | 11-13 | A | Sound+HP | =| ON 
Goblin Digger] Gobin | i-t4 | Ast_| sig | | 
Goblin Ambusher | Goblin | 12-16 | AtL_| Sigh | |_| 
Gobi Bucher | Gobin_ | 1216 | Avt_| sigh | || 
Gobi Tinker | Gobin | 1216 | Ast | sgt [|| 
Yagudo Mendant | Yogudo | 12-16 | Ast | sigh] |_| 
YagudoPersowtor | Yogudo | 1216 | Ast | sigh | || 
Yoguio Piper | Yogudo | 1216 | Ast_| sig [|_| 
Wid Dhoel | Dhalmel | 1416 | t_ | sig |v [| 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Shiv to.Selbind ‘wc . kt aS ee ) EShip to-Selbind “wee Selbina 


CCT a a 
| Bomb | 15:17 | A__[ SghtsMogic | | wc | 
ei | | A] te [0 
femeniol | 1820 | A | wag [| Ws | 
vil Weapon] 18-20 | A__|SoundsMagic[ |__| Wak 
vil Weapon] 18-20 | A__[SoundsMagic[| |_| uM 
| Dhlmel [1920 tf sg [oy | 


fir Elemental 
Earth Elemental 
Poltergeist 


Buburimu Peninsula 


Beyond the hopeful shelter of an outpost lies Buburimu, a place of dunes and hills. 
Smaller parties that enter the area must be mindful of more powerful Goblins and 
some of the nightly undead. 


A quick rush to Mhaura during the 
daylight is often required for those 
who arent ready to face the most 
extreme challenges. Hunting is possible 
because of the many passive monsters. 
Goblin 


Ambushers love to appear at the MOSE 


However, wandering 


inopportune times, For the fast or 


lucky, at least, Mhaura offers haven, 


travel, and opportunities! 


MINI-BESTIARY, BUBURIMU PENINSULA 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Mighty Rorab 

Puffer Pugil 

Stag Crab 

Syvese ——_—Mandragoro) 15-18 || Sound | | 


Gobn Ambusher_| Gobin_| 17-20 | Av | Sg [|_| ru 


Goin Bucher__| Goblin | 17-20 | AvL_| Sigh [|_| war 
GoblnTinkerer_| Gobin_ | 17-20 | Ast_| Sigh [|_| ORK 
Sipe [Grob _ | te22 || Sond | 

Zombie [Skeleton | 18:22 | A | Sounds | | N_| WAR 


Goblin Diger__| Goblin] 19-21 | Ast_| sight [| 
Bull Dhalmel__| Dholmel | 20-23 | L_| Sight [| Y | 
CamivorousCrower| Growler | 20:23 | tL | Sound | Y | | 
Snipper 
lu 
Ghoul 
Poison Leech 

Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
Shoal Pugil 


[Skleon | 20-24 | A__| Sounds | |W _| Bun 
[teeth | m.as | | Sond oy | 
| Gobin | 22.25 | ast _| sit | || Bn 
| Goblin | 22-25 | Ast | sit | |_| wi 
| Gohin | 22.25 | ast _| sit ||| TH 
| | ugl | 2426 | A | Sond || 
Shoo Pug | Pugl_| 2428 | t | Sound | | 
WiotheWisp | Bomb | 25-27 | A__| sightMogic | |W | 
buy | host_| 26.28 | A | Sounds | |_| 
lr flomenil_ [omental] 28-30 | A__| Mogic_[ | Ww | 
| Crob_| 2030 [A | Sond | | 


Cutter 

Water Elemental [Elemental | 28-30 | A__| Magic |_| WR | 

Halder | Bird [29-30 | | Sod | | 
| Pug [30-1 | tL | Sond | 


Buburimboo 


The trip to Selbina is much the same as 
the voyage over to Mhaura. It's a great 
place to fish or look for fights. 
Otherwise, it's smooth sailing to the 


west. 


MINI-BESTIARY, SHIP TO SELBINA 
FAMILY LEVEL BEH (Al) DETECTION SCENT APP 


[ob [od | A | Sound || 
| Pog | ord | A | Sound | | 
[Grob _| 10-20] | Sound | 
| Pog | 10-20] | Sond [| 
| Pog | sty | A | Sound || 
| Pog | 2022 | A | Sond | | 
Seo Monk | 21-29 | A__| Sound | | 
| Ghost | 2225 | | Soundsvh | in | 
Sea Monk | 25:28 | A_| Sound [| 
Thunder Elemental |flemental| 27-29 | A | Mogic || Wt | 
A 


JOB 


| DUNGEONS 


im Maze of Shakbramt 


| 
“The Maze”, as it is commonly known, is tucked into northeastern Tahrongi. Be 


wary when entering the Maze at night because of the Ghosts that haunt the outside 
of the dungeon. Inside are Goblins, 
Bats, and Maze Makers in the initial 


areas. 


EXP for lower-level parties. It is more 
dangerous to fight in this area, 
because Ghouls will chase anyone who 
disturbs them. Deeper inside the dun- 
geon are Slimes and Scorpions and 


the nastier Goblins. 


Maze Makers are an ideal source of 
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MINI-BESTIARY, SHAKHRAMI MAZE 


NAME 

Stink Bats 
Goblin Ambusher 
Goblin Butcher 
Goblin Tinkerer 
Maze Maker 
Combat 


CanvorousCawer| Crawer | 22-25 |. | Sond | y | | 


Ghoul 

Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
Seeker Bats 
Goblin’s Bat 
Poison Leech 
Wendigo 

Maze Scorpion 
Jelly 

Ancient Bat 
Abyss Worm 


: 
E 


rr 


FAMILY LEVEL BEH ia DETECTION SCENT APP JOB 


| 5:18 | EEE we 
75 AH a rNG 
| Gobin | 1618 | Ast | sig | [|__| war 
| Gobin | 1618 | At | Sg | [| on 
[Worm J vez1 |_| sound [| 
073 | i | Sond {| || 


Skeleton | 22-26 | A _| Sound+HP | |__| WAR 
| Goblin | 27-26 | Ast | Sight | |_| BLM 
| Goblin | 27-26 | Ask _| Sight | | ‘| WH 
| Goblin | 27-26 | At | Sight | | | THF 
| Bot | 23-26 | At | Sond | | | 
| Bot | 24.26 | | Sond | | 
| beech | 24-28 | L| Sound | Y |_| 
Skeleton | 24-28 | A | Sound+HP | =| | BLM 
Scorpion | 25-28 | A | Sound | Y | | 
| Sime | 26-28 | A | Sod | Y | | 
| Bot | 26.29 | Ast | Sond | | 
| Worm | 27-30 | Atl | Sound | | 
| rower | 29-31 | Ask | Sound | Y | 
| Sime | 29-31 | A | Sound | Y | | 
Scorpion | 30-33 | A | Sond | Y | | 
| Goblin | 31-34 | Ack | Sight | | | RNG 
| Goblin | 31-24 | Ack | Sot | | | BST 
| Goblin | 31-4 | Ast | Sit | | | BU 
| Goblin | 31-24 | Ask | Sit | |_| WAR 
| Skeleton | 32-35 | A | Sound+te | |_| WAR 
Skeleton | 32.35 | A | Sound+HP | | | BLM 
[Hementol | 33:36 | A | Mosc | | WM | 
lementel | 33-36 | A | Magic | | WS | 
| Sime | 35-36] A | Sond | y | | 
| leech |] 35:36 | Ast | Sod | ¥ | | 
Hecteyes | 36-37 | A | Sond | |__| 


Beyond Tahrongi and its peripheral areas is the Aragoneu Region. The Meriphataud Mountains 
and Sauromugue Champaign lead Windurstians into Jeuno, with many of the same challenges 


and pitfalls that those in the west must circum- 

vent. Neither of these areas is safe for long. 

Nights are filled with the screams and oaths of 

undead, and the natural predators that hunt at 

other times are almost as fierce. The areas west 

of Jeuno were hit hard during the wars; }salm 
Aragoneu is almost obliterated. Magic, the likes [= 79% 
of which Windurst cannot repeat, have blown fi ~ 

apart towns and taken the life out of this once 

proud realm. 


AREAS 


Everything feels dry and cracked in Meriphataud. Parties can pass through the south 
without too much trouble, bur the northern mountains are much tougher. More 
aggressive monsters hunt in the 
northern half of the map, and 
Drogaroga’s Spine marks that point of 
transition. Parties that consist of low 
and medium levels can hunt here if 


they keep their numbers high, 


4 
aS a a 
MINI-BESTIARY, MERIPHATAUD MOUNTAINS 

NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Yous Bement [fenennl| 9.1 || Sond [| 
Night Bos | tor_ | 1316 | tf Sound [| 
Wandering Sapling | Soping | 1316 |_| Sound _[ |_| 
Bloc tot_ |] bot] 158 | tf sod | 
Jub | id | iste | | Sond | 
Gobin Ambusher_| Gobin_| 16:20 | Ast_| sit | |_| rv 
Goblin Butcher | Gobln_| 16-20 | Ast _| sig | |__| var 
Gobin Tinkerer_| Gobin | 16:20 | Ast_{ sg [|_| om 
Yagudo Mendcnt | Yogudo | 16-20 | Ast | sigh | |_| ui 
Yagud Perecior | Yogudo | 16-20 [ast _[ sigh] |_| sw 
Yagud ier | Yogudo | 16-20 [Act | sigh | |_| ono 
Zombie a 
m8 


Zombie 


Y 


> > 
pa = 


FIs 
PCECCCCEET LEE 
= 


Goblin Gambler | Goblin | 21-25 | 
Goblin eecher | Gabln_|_ 21-25 | 
Goblin Mugger | Goblin | 21-25 | 
Raptor | Raptor | 21-25 | 
Yagudo Priest | Yagudo | 21-25 | 
Yogudo Thelgst_| Yaguo | 21-25 | 
Yagudo Votary F Yogudo | 21-25 | 

| Coout_] 2225 | 


> 
tes 
=|= 
=> 


EE 
J 
pl 


> 
+ 
— 


(a 
| 
(aay 
(pet me 
raed 

m 


Coeur! 


=> i> 


kee 


NAME FAMILY EL BEH (Al) DETECTION SCENT APP JOB 

Wil tei S| A | sehtstag || wc | 
vii Wenpon | 25.27 | A _|Sound+ Magic] |__| WAR 
vil Weopon| 25-27 | A__[Sound+Mogic| |_| Bu 
Cockaie | 25-28 | A_| sig [| 
| host_| 2529 |_| Sounds || 

cos] Ropor_| 27-28 | A | Sond _[y | 
Hlemenal | 27-29 | A | Magic | | ws | 
LHomentol | 27-29 | A | Mogi [| WH J 


Axe Beak 


Earth Elemental 
Fire Elemental 


Sauromugque Champaign 


There are two giant bridges Sauromugue. The Harbor bridge takes travelers into the | 


eastern side of Jeuno, while the Great Jeuno Bridge cross over into Rolanberry, The 


landscape is blasted and ravaged, clearly showing that it will be generations before all _| 


memories and scars have faded from the fighting. 


Though there are some lower-level 
monsters in this area, many people 
will bypass Sauromugue and rush to 
meet new allies in Jeuno. Anyone 
with a desire to fight reasonably 
powerful Yagudo, Goblins, and Evil 
Weapons can return here for some 


decent fighting. 


MMINE- BESTIARY SAUROMUGUE CHAMPAIGN 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Old Soberoth | Tiger | 20 | Axl | Si | ¥ | 
Big Jaw Ee = 
Midnight Wings 
Snipper 

Hill Lizard i 

Yogudo'sHemental | Eemental | 23-25 | | Sound | | 

Moon Bat | Bot | 23-26 | Lt | Sound | | N | 
Diving Beetle | Beetle | 25-28 | 1. | Si | Y | | 
Goblin Gambler | Goblin | 2630 | AvL | Sight | | ‘| BUM 
Goblin Leecer__| Goblin | 26-30 | Ast | Sight | |_| WHN 
Goblin Mugger | Goblin | 2630 | Ast | Sight | | | THF 
Yogudo Priest | Yogudo | 26-30 | Ask | Sight | | ‘| WH 
Yagudo Theologst | Yogudo [26-30 | Avt_| Sight | | | BLM 
YagudoVotory | Yagudo | 26-30 | Act | Sig [| |_| NK 
Wight Skeleton | 26-36 | A | SoundsHP | | ON | WAR 
Wight Skeleton | 26-36 | A | Sounds? | | ON | BLM 
Greater Pug | Pog | 2-30 | A | Sond | | | 
Goblin Digger __| Goblin | 20.32 | At | Sit | |_| 
Sohertooth Tiger | Tiger | 28:32 [Ack | Sig | Y | 
Souromugue Skink | Roptor | 2832 | A | Sound | Y | | 
Champaign Coeur! | Coourl | 30-34 | A | Sight | Y | | 
Cuter | tro | 3034 A | Som [| | | 
Goblin Furrier | Goblin | 30-36 | Ae | Sih | | | RNG 
Goblin Pathfinder | Goblin | 30-36 | At | Sig | | ‘| B5T 
Goblin Shoman | Goblin | 3036 | Ast | Sit’ | | | BLM 
Goblin Smithy | Goblin} 30-36 | Ast | Sih | |_| WAR 
Yagudo Drummer | Yogudo | 30-36 [ Ast | Sight’ | |_| BRD 
Yagudo Herald | Yogudo | 30-36 | Ast | Sight | | | NIN 
Yagudo Interrogator] Yogudo | 30-36 | Ast | Sight’ | | | SAM 
Yagudo Orade |} Yagudo | 30-36 | Av | Sight [| |_| SMN 


NAME 
Ignis Fatuus 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Ee Ee 


Tobor Beck | Cockarie | 34:37 | A | Sigh | 
a CO 


Evil Spirit 


Hlemental | 38-40 | A | Mogic |_| ws J 
Sea Monk | 3840 | A] Sond | | 
 Hemenil | 38-40 | A | Mogic |_| wr | 
Lcockoico | 39-40 | A] Sig [| 


DUNGEONS 
Castle Oztroja 


The elite of the 1 Yagudo built Castle 
Oztroja as their own. Parties with 
honed pulling skills can lure the pow- 
erful Yagudo out for fighting. Having 
mages who are ready to cast Escape 
proves useful if extra Yagudo link and 


threaten to overwhelm the party. 
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MINI-BESTIARY, CASTLE OZTROJA 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Aosionfos | tor | vezi] A | Som | | | 
Yagudo Votory | Yagudo | 22-26 | ArL_| Sight | |_| MNK 
Yogudo Priest | Yogudo | 22-28 | Ast _| Sig | |__| WHM 
Yagudo Thelogist | Yogudo | 23-27 | Axt | Sight | |__| BUM 
Yogudos Element [Elemental | 25-29 | | Sond | | 
Bulwark Bat | Bot | 29-31 | 


Meat Maggot 


Yagudo Herald 


Yagudo Drummer _| Yogudo | 33:37 | ast _| Sight | || aed 
Toque Ode 


Sahat ld 
Abd Sa 


rem wat P| Lat —# 
Se 


42-43 A+L a 
re ei 


YagudoZet__| Yogudo | 42-46 | Aet_| sigh | |_| nt 
YagudoConqusiadot Yoguio | 4347 | Axl | Sight | | | WI 
tint [ Wn [ a8 | mot [sg | | 
Yogudo Posie | leech | 45-48 | t | Sound | y | | 

Yagudo Prior | Yogudo | 45.49 | AL | sit | [| oun 
farh flomeniol_ [flan] 47-49 | A | Mogc_| | WS | 
Fre flemental [elemento | 47-49 | A] Wogic_[ | we | 


ESL oT NIN 


Garlaige Citadel 
a 0S ee es ee a eS ee 


There are few powerful linking mon- 
sters within the Citadel, Just about all 
of the monsters are still aggressive, 
though, so don't throw caution to the 
wind. The Evil Weapons in this dun- 
geon are much more powerful than the 
ones found outside; they provide excit- 


ing fights for organized groups. 


MINI-BESTIARY, GARLAIGE CITADEL 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


ptr [an | | Sond | || 
jot | aos || Sound | 

| Booe | 4144 | ast | sight | y || 
Skeleton | 42-43 | A | Sounds | |_| war 
Skeleton | 42-43 | A Soundsip | |__| aun 
| Slime | 43-45 | A | Sound | yy | 

| Bomb | 4345 | A | Sight+Magic | || 
MogicPot| 44-45 |__| Magic || 

| Ghost_| 44-46 | A | Sounds? | | 
[Bot | 46-48 | ae | Sound || 

| host_] 4749 | A | Soundsxp | | 


pnpo Sound+Magic 
xd Wenpon!_ 47-49 | A__|Sound+Magic] |__| Wk 
Skeleton | 47-49 | A__| Sounds | |__| war 
Skeleton ] 47-49 [A | Sounds | [fain 


There are new monsters to fight in the far north 
In the frigid paths of Beaucedine Glacier, the 
Gigas watch for hapless folk to attack. There is 
neither remorse nor pity in the north, and there 


are few adventurers, merchants, and explorers 
who have the courage to attempt even the first 
leg of the journey into Fauregandi 


Accessible from the Ranguemont 
Pass, the Glacier is a terrible place to 
walk. Footing is uncertain, the 
whether is testy during the most mild 
seasons, and practically all the mon- 
sters are aggressive. Tigers, Goblins, 
and Gigas are prominent around the 
periphery, with the Gigas being the 
most dangerous. Remember that most 
of the enemies in Beaucedine use sight 


to track their prey. 


MINI-BESTIARY, BEAUCEDINE GLACIER 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Greater Pugil 


Vepar ptt kh 


Gigoss Tiger | Tiger_| 33.35 | | Sound _[ y | | 
TundoTiger | Tiger _| 3437 | A | sigh | iy | 


Ghat Skeleton | 35:38 | A Sounds | || war 
Goin Furr Gobin_| 35-38 | AvL_| Si | [|__| ru 
Goblin Pathinder_| Gobin | 3538 | Ae | si | [| ast 


Goin Shaman | Gobin {35:38 | Ae | sig | |_| bu 
Gon Smithy | Gobin_] 3538 | Ask | Sit ||| wa 
Living Siotve__ | dal_| 37-39 | A_| Wogc_[ |_| 


Ghat Skeleton | 37-40 |__| Sounds | |_| uM 
token Sea Monk | 3840 | A | Sound | | 
Lge | host | 39.42 | A | Sounds | | | 
bt fe [Airman | 4042 | A__| SghtsSound | | 
Sone Golem | Golam _| 4042 | A__| SightMogic | | 
Cold Gigas___|Gigos_{ 40-43 | As_| sigh [| || war 


Goblin Poacher 


Goblin Reaper 
Goblin Robber 
Goblin Trader 
Rime Gigas 

Sleet Gigas 
Snow Gigas 


Apsaras 


Ee 
Ulrich eI 
e[selslelleellele 


Morgawr 


Dark Elemental | Elemental | 44- 
{ce Elemental 
Gargantua | Golem | 47-48 


DUNGEONS 


Travel through East Ronfaure to enter 


the Pass. Stick with a north-easterly 
heading whenever possible to avoid 
getting sidetracked, and don't be 
fooled by the enemies near the south- 
ern entrance to the area. Those who 
press onward will face monsters 
around level 30 or so, and there isn't 
much room to avoid these aggressive 
hunters. Still, the path isn’t safe or 
fast, so this is still a fair route for 
hardened folk. 


MINI-BESTIARY, RANGUEMONT PASS 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Wiodtas | ta [3s [| sud [OT 
Bde Bot | tot | 47 | A | Sond | | 


Gobin Thug | Gobin | 48 | At | sg [| | TH 
Gobin Weaver _| Gobin | 48 | At | sgh | |_| ro 


oisick | sie [79 | A | Sound [oy | 


Goblins Bors | tot_| 2527 | | Sond | || 
SeokerBots | ot_| 2528 |_| sound | | | 
Gobin Gombler_| Gobin | 2630 | Ast | sig | |_| ain 
Gobin leecher | Gobin | 2630 | Ast | sig [|_| Win 
Goblin Mugger | Goblin | 2630 | Ast | sigh | |_| THF 


Ooze | Slime | 2830 | A_| Sond | y || 
Cave Scan | Scorpion | 3033 | A_| Sound | y | 
Sige | or] 3033 | bet | Sond || 
Heceyes | Heceys | 31-34 |_| Sound [| 
Goblin Furier__| Gobin_| 3236 | Av_|  Sight_| || 
Gobin Patinder_| Gobin | 3236 | Ae_| Sight [|| ast 


Goin Shaman | Goblin | 3236 | Aet_| sig [|_| bun 
Goblin Smithy | Gobin {3236 | Aet_| Sig [|_| war 
Fating tye | Avian | 34-36 | A ightsSound | | 

Evi Weapon [Evi Wenpog_ 35-37 | A__|Sound+Magic| |__| WAR 
Evi Weapon [Evi Weapon 35-37 | A |SoundsMogic| [|__| uM 


Ts LHecoyes |] 3598 | A | Sod | | 
Gint Scorpion | Scorpion | 38-40 |__| Sound_[ y | 
bate Amon | 42-44 | A | SighisSound | | | 
is Seomonk | 44 AY Sound | 
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Shadows, Bats, and magical beasts watd the secrets of Fei’ Yin. The area is much larg- 
er on the inside than it appears, and there are many modes of tracking that are used 
here. All of the magical beasts 
(Clockwork Pods, Drones, and 


Golems) are drawn to magic {just like 


Valdeaunia 


Xarcabard is set off from the rest of the world. Containing only the area of Xarcabard, it’s as 
fm if Vono'diel was disavowing a part of itself. As Demons and Gigas overtake the region, it isn't 


3 a surprise that natural monsters no longer live here. Everything is magical, evil, or undead, 
elementals), so be wary before encour- 


aging additional monsters to attack. 


Nothing short of a party near level 
40 should even poke their heads into 
the Xarcabard area, The Demons and 
Gigas monsters are the worst encoun- 
tered thus far, but even the Lost Souls 
and Cursed Weapons are substantially 


intimidating. 


MINI-BESTIARY, XARCABARD 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP 


Chas Eemenol_|flemenl| 42 _| A __[Sound+ Hon] |_| 
[skeleton [42-45 [A | Sound +t [|_| 
MINI-BESTIARY, FEI’YIN Skeleton | 42-45 | A | Sounds HP | | 


To 0 a ee oem eA 


veel 045 | A [ond en! | 
Cate es ee F tos | 0046 | A _| snd? ] | 


| Ghost | 40-42 | A | Sound+HP | d+HP a ae 

era a Tk Ye TI a ed 

ED a 

Oe 

TUT 0 
tli | igs | «548 [| ma] So | | 


Shadow A+L | Sound+HP BLM 
a 


Shadow | 4446 [ast | South | ff RG orc igh 


Underworld Bats 


Demon Wizard 


Be shemoth’ s Dominion 


The word Behemoth evokes an image of a fierce enemy from the past. Even entering 


an area of like name seems like folly. However, there are no linking monsters in the 


Although Qufim doesn't cover lots of territory, it 
has importance to people of all cities. The beasts 
of Qufim are prime hunting candidates for sev- 
eral tiers of parties, which makes it a busy place. 
Skilled leaders will often have a balanced party 
prepared in Jeuno to go out and hunt in Qufim. 


Clippers and Land Worms are awaiting a fight here. They are very nice targets for 
combat and leveling for parties around level 20, Although it's a somewhat dangerous 
trip just to arrive here, the EXP 
ao ~~ j 
Pras } gained from these monsters will pay 
ad = for the headaches incurred along the 
way. Dancing Weapons will add an 
extra level of challenge when this 
process slows, at which point it's 
probably time to move on to 
Delkfuct's Tower. 


x 
a) 
4 
7 


eo ee me 


MINI-BESTIARY, QUFIM ISLAND 
NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Gigesstoch | teeth | zizs || snd |v || 
Dak Bos | Bot_| 25.27 | | Sound | | 
Greater Pog | Pug | 2527 | A | Sond | | | 
land Worm | Worm | 25.27 | A | Sond | | | 
Qufim Pugil 
Seokor Bots] Bat_| 25-27 | | Sond | | 
Cipper ce a 


Ancient Bat 
| bot | 27-29 | tL _ | Sond | | ON | 


Glow Bat 
Dancing Weapon [Ev Weapon] 28:30 | A [SoundMagic] |_| WAR 
Dancing Weapon [Evi Weapon) 2830 | A |SoundMogic| |__| BLM 
Giant Ascaic | Gigas_[ 26:30 | Ast_| Sigh | |_| MAK 
Giont Hunter | Gigos | 28-30] Ast | Sight | | | RNG 
Giant Ranger | Gigos_| 26:30 | Ast_| Sight | |_| WAR 
Gint Trapper | Giges_ | 28-30 | Avt_| Sit | || BST 
Greater Pug | Pug | 26:30 | t | Som | | 
Wight Skelton | 28-30 | A | Sound? || N_ | WAR 
Wight Skeleton | 28-30 | A | SoundsP@ | |__| BUN 
SeaBishop _|SeaMonk | 30:32 | A | Sond | | 
Barshee | Ghost | 31-33 | A | Sound | |W 
ea 
Light Elemental es 

Thunder Elemental 

Trickster Kinotix 
Vepar 


Kraken 


Dominion, and monsters from levels 
40-50 await willing parties. Grouping 
against the higher-level Demonic 


Weapons ts a way to level up even after 


the rest of Qufim has dried up. 


c 
S 
—s 
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= 
a 
Ss 
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S 
= 
— 
=~ 
=—=. 
& 
—— 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


ran Teo [1 [eee | — 
elemental | 48-50 | A | Mog || Wa | 


The range of monsters inside the 
tower isn't great, which makes life a bit 
easier for most parties. After becom- 
ing accustomed to the dynamics of 
the area, even an unfortunate link 
from an unseen Gigas or Goblin won't 


Cause more than a fast evacuation, 


SNOIDIY 


| SNOID3¥ | 


| BSH | 


Bw uynd 


MINI-BESTIARY, LOWER DELKFUTT’S TOWER 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 
Gigas’s Bat 
Seeker Bats 
Ancient Bat 
Gigas's Bat 


ihn onl | eatin [2.90 | mts | [| 
Gobi eecer | Gobin | 27-30 | at | sigh [ [|__| wi 
Gobin Mugger__| Goblin | 27-30 | As_| sigh | || 


MogicPot____|MogicPot| 28-29 | A_| Magic | |_| 


Chaos idol | _ol_{ 2830 | A_| Mage | |_| 

Gion Gotekeeper_| Gigs | 2830 | Av | sight | |_| war 
Giont Guard | Gigos_[_ 28-30 | ast] sight [|| 
Giant Lobber___|Gigs_| 28-30 | det | sgh | |_| as 
Gint Sentry | Gigos_| 20-30 | aet_| sigh | [| as 


Bogy | host_| 3032 | A | Sons | | 
Gigs Bucher | Gigos_| 3435 | aet_| sig | [| as 
Gigs Hallvather | Gigas | 3435 | Ast | sig [|_| war 


Gigs Pusher | Gigas_| 3435 | Ae | sigh [ {| nk 
Gigs Sion Gigns_| 3435 | At | Sight ||| 
Magic Un | MogicPot|_ 3435 | A_| Magic | {| 
light Eemenil_|lemental] 3536 | A__| Magic [| Wa 


Thunder Elemental [elemental] 35:36 [A | Mogic || wt | 


Middle Delkfutt's Tower 


Many monsters in the middle level of the tower are still of the same type and level. 


Only a few of the weaker Bats and such have fallen off the scale. 


FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


nods | tw | asa | a | Som || 
Gobinstot_ | bor_| 23.25 | | Sound {| | 
Gigs Got | bor_ | 25.27 | | Sound “| | 

[tot | 9 | A | Sond {| | 


TowerBos_ | _tot_[ 2-29 | k_| Sond | | | 
Magic Pot] 28-29 | k_| og | | 

i [bot] 931 | A | Sound [| | 

Giant Gatekeeper | Gigos | 30-32 | Avt_| sit | |_| win 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Mogi Pot] 31-32 | A | Magic | | 


ee 
| Ghest_| 32-33 | A _| South | | 


| Ghost_| 3435 | A | Sounds | || 
semeniol] 35:36 | A | Mogi [| We J 
Bement] 35:36 | A] Mogi [| wt | 


In the upper floors of Delkfutt's 


Tower, Gigas Bats and Elementals are 
found along with the other staples of 


the tower. 


MINI-BESTIARY, UPPER DELKFUTT’S TOWER 


NAME FAMILY LEVEL BEH (Al) DETECTION SCENT APP JOB 


Giges tat | tar] 79 || sound | 
i | Gigns | 3435 | Aol | sight |_| ost | 
Gigs Spickeoer | Gigos | 3435 | Al | sg [| Wa | 
Gigs Sonemason | Gigos | 3435 | Al | sig |_| RNG | 


Gion Guard | igos | 3032 [ At | sit | | | wk 


Tt should come as no surprise to all of you RPG veterans out there that the world of Vanadiel is teaming with fierce and dangerous monsters of which you should beware 


whenever you step outside of the safety of a town or city. Some of them are quite easy to defeat on your own, while others require a greater show of force to subdue. Remember, 


whenever you venture into unknown territory there is always safety in numbers. You can bet that the monstrous denizens of Vanadiel already keep that in mind! 


The A to Z List 


This list covers all of the basic monsters that you might encounrer during your 


travels over land and in 


specific monster to beat 


HOW TO READ THE BESTIARY 


FAMILY 
LEVEL 


BEHAVIOR (AI) 


A = Aggressive 


DETECTION 


Sight: Monster chooses targets by sight (or night vision if it ts late at night). 
Sound: Monster chooses targets by sound. 
HP: Monster is drawn to targets when their HP is below 75%. 


Magic: Monster ts drawn to enemies who use Magic. 


SCENT 


APPEARANCE (APP) 


(nothing): Appears all of the time. 
N: Appears at night (17: 


W: Appearance depends upon the weather. 


A=Auroras / Stellar Glare 
C=Clouds / Fog 
D=Gloom / Darkness 


JOB 


WAR= Warrior 
MNK=Monk 
WHM=White Mage 
BLM=Black Mage 
RDM=Red Mage 
THF=Thief 


ELEMENTAL 
WEAKNESSES 


ELEMENTAL WEAKNESS LEGEND 


ICON 
©) 
Light (©) Dark © 

© 
Lightning @ 


ELEMENT 
Fire 


Wind 


:00-7:00) 


the dungeon depths, Use it whenever you want to find a 


up on or to know what to expect once you've found it. 


Indicates to which family the monster belongs. 
Indicates the monster's level (range ) mn that specific location. 


Determines how the monster reacts when faced with a 
possible foe. 


L = Link 


Determines how the monster chooses its targets. 


Determines whether or not the monster can identify and 
pursue an enemy by smell. You can use the Deodorant 
item or WHM/RDM Deodorize spell to counter this 
ability, 


Determines at what time of the day or during what 


weather conditions certain monsters appear. 


H=Hot Spells / Heat Waves S=Dust Storms / Sand Storms 
I=Snow / Blizzards T=Thunder / Thunderstorms 


R=Rain / Squalls W=Winds e Gales 


Indicates the Monster's Job (if applicable). 


PLD=Paladin 
BST=Beast Master 
SAM=Samurai 
DRK=Dark Knight 
BRD=Bard 
RNG=Ranger 


DRG=Dragoon 
NIN=Ninja 
SMN=Summoner 


Indicates elements to which the monster is weak. When 


“yt 


associated with a monster's Elemental, a “?” indicates that 


its weakness(es) are based upon the Elemental’s type. 


ELEMENT ICON 


(| ee 


Water 
Ice 


- SS Pe a Ee Pee eee 


Z-V Cvysog 


nr 
w 
nm * 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
aster | won| _ tsa ft | ot | 1 | | OOOOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


hr Ba | tafe] —tatsnooo | | Som | [x | |OOOOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


a oT a a © ecccee 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


18-20 
28-30 
33-36 


Lo Theine Plateau, Tahrongi Canyon 
Buburimu Peninsula 
Maze of Shakhrami, Ordelle's Caves 


Elemental 
Elemental 


Air Elemental 


OOOOOOO® 


Elemental 
PSS SS PSS 


SSS SS Se Sy ey Bites 
FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


NAME 
Abb | fid__—*4 913] Tene Peay Irngianyn__ | t_| som | | | | CKQOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Amber Quadav Quadav 348 
Quadav 3-10 


Quaday 8-10 
a =—Sas 7 
NAME FAMILY LEVEL LOCATION(S) ELEMENTAL WEAKNESSES 


Amethyst Quaday QOOOOOOOO 


South Gustaberg, North Gustaberg 
Palborough Mines 
Konschtat Highlands 


OOO@O0O0O0O 


South Gustaberg, North Gustaberg 
Palborough Mines 
Konschtat Highlands 


Quaday 
Quaday 
Quaday 


SS a 
NAME FAMILY LEVEL ett BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Anpistoow | Nom __|7630| __cugentinss | at | Sond | | | |OQOOOOOO 


NAME a FAMILY LEVEL — “BEH (Al). (Al) "DETECTION "SCENT “APP “JOB ELEMENTAL WEAKNESSES 


OQOOO0O0O0 


Ordelle’s Caves 
Maze of Shakhrami 
Lower Delkfutt's Tower, Qufim Island 


ee 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


Ancient Bat 


ELEMENTAL WEAKNESSES 


Anemone 45-46 Te Eeme Neopas pk | som | | | @QOOOOOOO0: 
SSS SSSA Bio SS ee ee ee) (SE Ss 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
he Beak 2528 Meriphotaud ours Mi EME ee: ecco 
- eS SE SS Se SE i SE SE ee ) ee ESS 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


bo |__frd_|2528| __taolindowes |_| Somd_| 


| wd | | | }OOOOOOO® 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) “DETECTION 10N "SCENT. “APP “08 ELEMENTAL WEAKNESSES 
Balloon Bomb 8-10 East Sarutabaruta, West Sarutobaruta A Sight+Magic W-C OOO OOOOO 
Bomb 8-10 | Inner Horutoto Ruins, Outer Horutoto Ruins A Sight+Magic 
Sa EES A Sy Pe ee Sy ES SEES EET TST 


NAME FAMILY LEVEL ee BEH (Al) DETECTION SCENT APP JOB 


Bondesoath _ | __Hownd_|zi-4[ __Gugnties__— |_| Soon | | | 


ELEMENTAL WEAKNESSES 


QOQOOOO0O0O 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “0B ELEMENTAL WEAKNESSES 
Banshee Qufim Island A Sound+HP QOQOOOOOOO 
Gusgen Mines A Sound+HP 
Middle Delkfutt’s Tower Sound+HP 


Sa ee Se SS 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


ELEMENTAL WEAKNESSES 
| Hound 
arghest #210 | Tohrongi Canyon | Ak} Sounds? |__| vw [| OQOOOO OOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


a (CO 


Bastion Bats 


OQOO000OD 


NAME =a LEVEL = Location(s) BEH (Al) DETECTION SCENT APP “JOB. ELEMENTAL WEAKNESSES 
Bat Battalion | bt 2s Inner Horutoto Ruins a es ee OQOQOOOOO0OO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


| Anviman Yon] BeowaineGacir A SahsSomd | || FOOOOOO0O 


Bat Eye 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Battering Ram | kom 21-3) es O © OQOOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


a A] TA Aa A A A ee = (0 ee 10 0/6 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


wns | ta __|15| tmtowntindwtrmots | | si | | | [OYOOOOOOO 


NAME AMY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “JOB ELEMENTAL WEAKNESSES 
[gl | 23.26 Sound 
olkrum Dunes i iT Melee oeeeo 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


<a : 
Beetle 16] Inner Horutoto Ruins i a a ae OQQOOOOO® 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


tow [sa] ona itt | sm 11 | | SOOQOQOO@OO 


SSS FS Se SS FSS 2 SS SS 
ELEMENTAL WEAKNESSES 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


Lo Theine Plateau 


Beach Pugil 


Beady Beetle 


Berry Grub 


Bhuta Ghost : : Behemoth’ Dominion Sound+HP 

| icles] “cmwoa” | s |e | || IS 
PRESSE ESS SSE 

NAME FAMILY LEVEL = LOCATIONS) “BEH (Al) (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

ow] [aa] tikodiasion | 1 mT 1-1 | OQOOQOOOO 
SS SS se) 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

a © 77.7785 
ae) SS) ee ee ES SS te Se 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

ae i a A AE HH’ @ 6 '@ © 0S 
a a ee 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

Black Bat Meriphataud Mountains, Pashhow Marshlands a ee" ee Eee O © ® Ss Ds O O O 
SE SY a FE NT PY SISSY (STS ENR (ERTS ET TTES GESTS 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

a A I =e ee (eee 
TEETER SSE) SS ee ee TT SY [ESS SEES REE Ta Sy 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


[Hud | 58 | Wort Guscberg, Suh Gunbog |_| Sousa? | | n_| | 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


Hie tot_| _iai_| 47 Jintao is teow ingens] | Sond [| | |_| 


NAME FAMILY LEVEL gee CC ee “BEH (Al). (Al) "DETECTION SCENT APP JOB 
4548] Yorahord Laat Sight || Wa 
EL EE SE Sy TE ETS ETP Se 2] TY TES SEEN REST 
NANAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


rf [Sime __1518[ ier Horus] A | Sond | | || 
ES! See ae ee ee ee) eee) SS ES 


NAME FAMILY LEVEL il BEH (Al) DETECTION SCENT APP JOB 


| tebbt__fir-ig|___—orielesCaves_— | L_ | Sgt | y | | | 


Black Wolf 


OQOOOOOO 


ELEMENTAL WEAKNESSES 


OQOOO00O0O 


ELEMENTAL WEAKNESSES 


OOOOO0OO 


ELEMENTAL WEAKNESSES 


QOOOOOOOO 


ELEMENTAL WEAKNESSES 


OOOOG0@OO 


Blizzard Gigas 


Blood Bunny 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB * ELEMENTAL WEAKNESSES 
Blood Soul ieasted The Eldieme Necropolis |__ThefliemeNecopols__|_A_|_ Sounds _| Sound+HP meses ©) ©) OC O OC OC) C) o 
NAME mv FAMILY Dae SEH (Al). (Al) “DETECTION “SCENT. “1PP “JOB ELEMENTAL WEAKNESSES 
Bog Bunn Rabbit 3 Pashhow Marshlands Sight 
g Bunny a =~ | i | sw | + | | |OQOO0GO@OOO 
NAME FAMILY LEVEL LOCATION(S) “BEH (Al). (Al) “DETECTION. “SCENT. “APP “JOB ELEMENTAL WEAKNESSES 
Bog Do 18-25 Pashhow Marshlands Sound+HP 
EN =~ eeeeee 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Boggart Evil Weapon Inner Horutoto Ruins A Sound+Magic 
Evil Weapon Inner Horutoto Ruins A Sound+Magic BLM @©QOOOOOO 
Evil Weapon Jugner Forest, Meriphataud Mountains A Sound+Magic WAR 
Evil Weapon Jugner Forest, Meriphataud Mountains A Sound+Magic BLM 
SN SS ESE FORRES 
NAME BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Bogy A Sound+HP 
Ghost Buburimu Peninsula A Sound+HP OO OO0000 
Ghost Gusgen Mines A Sound+HP 
Ghost Valkrum Dunes A Sound+HP 
Ghost Lower Delkfutt’s Tower A Sound+HP 


> 
S 
<3 
is 
=. 
= 


ee 7 ae eS. “Ee PE 


Z-V Civysag 


NS 
w 
= 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


ot | ted [010] fetter tertnie | A sao | 11 | OOOQOOO 


3 FAMILY LEVEL LOCATION(S) BEH (Al) "DETECTION. “SCENT “APP “JOB ELEMENTAL WEAKNESSES 

Borer Boel | Beale | 41-44 Gage Cdl Pat | son | oy | | | OQOOOOO@ 
a a me a eer Bet end 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Pashhow Marshlands 
Palborough Mines 
Beadeaux 
Quadav Rolanberry Fields 


SSS 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “JOB ELEMENTAL WEAKNESSES 


Bronze Quaday Quadav 30-36 Rolanberry Fields A+L Sound pio | COC) & OO) @ 
Quaday 32-36 Beadeaux A+L Sound PLD 
SSS SS SOE ee Se oe SE DS ES) PETES TET SST 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


i bade | at | sg | y¥ | | |} OOO@OO0OO 


A 
PR I a EO 


Brass Quaday Quadav 
Quaday 


Quaday 


> 


NAME FAMILY LEVEL LOCATION(S) BEH i “DETECTION. “SCENT "WP “JOB ELEMENTAL WEAKNESSES 
Brutal Sheep Sheep 18-2] Jugner Forest Sight OQOOOO0O0OO 
ad badecd i Dunes ae ae 


NAME FAMILY LEVEL meee ES “BEH (Al). (Al) “DETECTION. “SCENT "APP “OB ELEMENTAL WEAKNESSES 
bul Dhan | Dhcimel_—— 420-28] Bubwimu Penile | t_ | So | ¥ | | | (OOQOOOOO 
SSS TS See Ee ST NEY (ETI SSE RELATES PSE ST 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Boeck bot |b] lero | kK | od’ | | | | OOOO@OOOO 
EL GS LSD 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) “DETECTION "SCENT “APP “08 ELEMENTAL WEAKNESSES 
Bumblebee | ——Bee |_| Fast Sortoburuta, WestSortaborvto | =| Sat’ =| 3~S | S| S| COO OOOOO 
SSE GEE 6S Se Ee Se ES Ee 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
ConolGos | tot SAT | Tocirarionl©=—S |S ek =| Som’ =| ~~] =| | (XO OQOOOOO@ 
SSS SE SS CES SES] SPS ed TE 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
uae Gore —————————EeEEEe OQOO0O00O 
ee ea 
NAME =A oe EH (Al) DETECTION "SCENT. “APP “OB ELEMENTAL WEAKNESSES 
ey 710 | a a OOO@O@OO® 
NAME ~My LEVEL "BEH (Al) “DETECTION “SCENT “APP “JOB ELEMENTAL WEAKNESSES 
Carnivorous Crawler Crowler 20-23 | Buburimu Peninsulo, Pashhow Marshlands Sound OOOGO@®OO 
Crawler 22-25 Maze of Shakhrami ee 
SSSA SS Se eT FRET 


NAME 


Carrion Crow 


"DETECTION "SCENT “APP “JOB ELEMENTAL WEAKNESSES 


|__| _| | |QOOO@O0@0O 


FAMILY LEVEL LOCATION(S) BEH (Al) 


| Bird | 28 | Enst Sorutabaruta, West Sorutabaruta ee 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Carrion Worm Worm 1-5 East Ronfaure, West Ronfoure Sound QOOOOO0® 
Worm 2-5 King Ranperre’s Tomb Sound 
SSS Se ee a GSS (Se SE PSE SS aes SG 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


OQOO0O0O0O 
ELEMENTAL WEAKNESSES 


OOO@O@O0® 


Ceci Maze of Sotho ee 
eS SS SS SS ee, Se eee eee a 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


Copilr_|_iower_[zz95]____tonewx |_| Sond | 1 | | | 


NAME AMY LEVEL ~ LOCATIONS) BEH (Al) DETECTION SCENT APP “JOB ELEMENTAL WEAKNESSES 
CoveFungr | Fungus] 9-11 | Faborouh ins} tT Sond “| TT |] OCOO@OOOOO 
SS SS SES DSSS EAS PENS SEES ST 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
| Scion 43033] terguenonstos | Sod Ty TT | OQOOQOQO0OO 
nS SS SS SS SS ES a OT VET SH 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

| Sing drs] aves’ Wot |_| Sod | TT | OQOOOOO@ 
SS Se SS EE CST Ce SSR, AES SST 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
}ouut_|s0-4| Surmogue Champan | as Ty TT | QOQOOOMOO 
SoS SS SS PERE Deen CESS? CY 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


coi | Mae] wteknsiow A | ue TT 1 TOOOO@OOO 


Cave Scorpion 


Caveberry 


Champaign Coeur! 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
A "A |e © 0.0 58 
NAME FAMILY LEVEL = LOCATIONS) SS “BEH (Al a “DETECTION 10N "SCENT “APP ELEMENTAL WEAKNESSES 


Cheiroptera 3-6 Ghelsba Outpost Sound OQOQOOO0OO0OO 
te 10 La NR ae Ghelsha ele) 


NAME “wnFAMILY LEVEL LOCATION(S) ———~—@BEH (AI) DETECTION. SCENT APP JOB. ELEMENTAL WEAKNESSES 
Giielas_ | tar_—| 6-48 Grige Cdl | mt | sm’ | | | |OQOOOOOOO 
SSS SETS (Se SS eS I Se) SS) 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) “DETECTION “SCENT. “1PP “JOB ELEMENTAL WEAKNESSES 


Clipper Crab 23-25 Batallia Downs, Rolanberry Fields OQOOOOQOO0O0® 


Crab 25-29 Qufim Island 


ae ee bagal 29 Se a Caves 
NAME ee FAMILY LEVEL = Location(s) “BEH (Al). a “DETECTION 10N “SCENT “APP “OB ELEMENTAL WEAKNESSES 
Clockwork Pod Magic Pot 4-43 Fei’Yin Magic OQOOOOOOO 
Se Pot bai 45 a Citadel ih. al 


NAME FAMILY LEVEL mats CR “BEH (Al). (Al) “DETECTION “SCENT “APP “JOB ELEMENTAL WEAKNESSES 
Cout 12-25 A | sit | 
om oui [15] wiiodtons | a | sw | 1 1 | | OOOQO@OOO 
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NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Gigs Spiekeone | tigas__ [343s] perder ast st | wat] COOOOOOOO 


Gigas Quarrier 


Xipuad 
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FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


[| Ggos__f3435] _UpperDekionsTower | At | sht_| [|_| 16] QOQOQOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


| Gigas___ 4435] Upper Deus over] at ght ||| wi] OOO OOOOO 


SSS SS SS a SS SY SSS 
ELEMENTAL WEAKNESSES 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “JOB 
Gigs Walch | __Gigs_[3234] bide DekitsTover_] Ast Soh |__| _| wak| QOQOOOOOO 


NAME FAMILY LEVEL a ee “BEH (Al). (Al) "DETECTION "SCENT “APP “JOB ELEMENTAL WEAKNESSES 


Gigas Stonemason 


Gigas Torturer 


Gigas's Bat 21-23 Lower Delkfutt’s Tower e@ O ©) @ C) ® C) C) 
25-27 Middle Delkfutt’s Tower 
til 29 | Lower Delkfutt’s Tower, Upper Delkfutt’s Tower 


SE PS SATS EEE 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
| Gufin ond Sond | 

21-23 | | | sud | ¥ | | | OOOOOOOO 
NAME FAMILY LEVEL os BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


a 2 Cocco! 


Gigas’s Leech 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “OB ELEMENTAL WEAKNESSES 
Goo | sine [3840] Bendex | Sod TY TL | Q\OOOOOOO 
Say SSS a SR ay EE SY RSS SE 


————==— 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


ELEMENTAL WEAKNESSES 


Glow Bat Pat fr uimbnd =| Sd S| ST KN | TC O@OOOOO 
SSS SISSt (5 SS aS Se eee) eee, a ee Se Se 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Goblin Ambusher Goblin Outer Horutoto Ruins C) (©) © @ & ©) C) ©) 
Goblin Dangruf Wadi, King Ranperre’s Tomb, 
Konschtat Highlands, Lo Theine Plateau, 
Tahrongi Canyon 
Goblin Inner Horutoto Ruins 
Goblin Maze of Shakhrami 
Goblin Jugner Forest, Meriphataud Mountains, 
Pashhow Marshlands 
Goblin Buburimu Peninsula, Ordelle’s Caves, 
Volkrum Dunes 
ae ries FS oie eee ee OS a 2) Cee Pee SSS SSS 
NAME BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Goblin Butcher i - Outer Horutoto Ruins i e © C) 6 S C) C) @ 


Dangruf Wadi, King Ranperre’s Tomb, 
Konschtat Highlands, La Theine Plateau, 
Tahrongi Canyon 
Goblin - Inner Horutoto Ruins 
Goblin - Maze of Shakhrami 
Goblin - Jugner Forest, Meriphataud Mountains, 
Pashhow Marshlands 
Goblin : Buburimu Peninsula, Ordelle’s Caves, 
Valkrum Dunes 


m=z 
LEVEL 


NAME FAMILY LOCATION(S) ELEMENTAL WEAKNESSES 
Goblin Digger Goblin East Ronfoure, East Sarutabaruta, & ©) & OC eS C) @ ©) 
North Gustaberg, South Gustaberg, 
West Ronfaure, West Sarutabaruta 
Goblin Konschtat Highlands, Lo Theine Plateau, 
Tahrongi Canyon 
Goblin Jugner Forest, Meriphataud Mountains, 
Pashhow Marshlands 
Goblin Buburimu Peninsula, Valkrum Dunes 
Batallia Downs, Rolanberry Fields, 
Souromugue Champaign 
Clea Se Sl fed ED! 
NAME FAMILY LOCATION(S) BEH (Al) DETECTION SCENT “APP JOB ELEMENTAL WEAKNESSES 
Goblin Fisher Goblin - South Gustaberg, West Sarutabaruta TO Oo ® C) & OO OC) 


Goblin - East Ronfaure 
Goblin : North Gustaberg 


Goblin - Eost Sarutabaruta 
Goblin - Dangruf Wadi, West Ronfaure 
Goblin - Lo Theine Plateau 


NAME 
Goblin Furrier 


NAME 
Goblin Gambler 


NAME 
Goblin Gruel 


NAME 
Goblin Leecher 


NAME 
Goblin Mugger 


NAME 
Goblin Pathfinder 


NAME 
Goblin Poacher 


NAME 
Goblin Reaper 


FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
= i OQOOOOOO 
oblin 
Goblin + Maze of Shokhrami, Ordelle's Caves 
Goblin - Ranguemont Pass 
Goblin : Beaucedine Glacier 

FAMILY LOCATION(S) ELEMENTAL WEAKNESSES 
Goblin - Inner Horutoto Ruins i e& ©) & & C) C) e@ eS 
Goblin : Dangruf Wadi, King Ranperre’s Tomb, i 

North Gustaberg 
Goblin E Jugner Forest, Meriphataud Mountains, 
Pashhow Marshlands 

Goblin B Buburimu Peninsula, Valkrum Dunes 
Goblin 5 Maze of Shakhrami, Ordelle’s Caves 
Goblin 5 Batallia Downs, Ranguemont Pass, 

Rolanberry Fields, Sauromugue Champaign 
Lower Delkfutt’s Tower 
aS Ss) SS 

FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Slime 1820 King Ranperre’s Tomb LAL Sood Toy | OOOO C) ©) gs © 

FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Goblin ; Inner Horutoto Ruins i C) OOO ) OO @ 

5 Dongruf Wadi, King Ranperre’s Tomb, i 

North Gustaberg 
Goblin : Jugner Forest, Meriphataud Mountains, i 
Pashhow Marshlands 
Goblin . Buburimu Peninsula, Valkrum Dunes i 
Goblin B Maze of Shokhrami, Ordelle’s Caves i 
Goblin - Batallia Downs, Ranguemont Pass, i 
Rolanberry Fields, Sauromugue Champaign 
Goblin - Lower Delkfutt’s Tower i 
Bae eae SS 


Ss SS eee 
FAMILY LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Goblin - Inner Horutoto Ruins i & (©) C) C) C) s& C) OC) 
Goblin . Dongruf Wodi, King Ranperre’s Tomb, i 
North Gustaberg 

Goblin : Jugner Forest, Meriphataud Mountains, 

Pashhow Marshlands 
Goblin 5 Buburimu Peninsula, Valkrum Dunes 
Goblin e Maze of Shakhrami, Ordelle’s Caves 
Goblin : Batallia Downs, Ranguemont Pass, 

Rolanberry Fields, Sauromugue Champaign 
Lower Delkfutt’s Tower 


BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Middle Delkfutt’s Tower BST @ © e @ C) @ & e 
Goblin Batallia Downs, Rolanberry Fields, BST 
Sauromugue Champaign 
Goblin Ordelle's Caves 
Goblin Maze of Shakhrami 
Goblin Ranguemont Pass 
Goblin Beaucedine Glacier 


SSS SS) eee SS ee ee] 
FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 
| Goblin | 40-43 Beaxedine acer sgt [|| a 
SSS SS Bel SS SS ES) BEAT) EAN A gS a Ree 
FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


[Goin | 40.4 Beaxedine Glace 


ELEMENTAL WEAKNESSES 


OQOOO000O 


ELEMENTAL WEAKNESSES 


| | | or FOOOOOOOO 


xipuaddy 


AUVILSI8 
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NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
a : 
Goblin Robber 4043 Beaucedine Glacier Pmt | so [| O®O OOO e@ OO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Goblin Shoman i 5 Middle Delkfutt’s Tower i e (@) OC C) ©) e@ O © 
i . Batallia Downs, Rolanberry Fields, i 
Sauromugue Champaign 
Maze of Shakhrami, Ordelle’s Caves 
Ranguemont Pass 
Beaucedine Glacier 
NAME BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


OQOOOO0OO 


Goblin Smithy i . Middle Delkfutt’s Tower i 
Goblin - Batallia Downs, Rolanberry Fields, i 
Saouromugue Champaign 
Goblin . Maze of Shakhrami, Ordelle’s Caves i 
Goblin - Ranguemont Pass i 
Goblin . Beaucedine Glacier i 
ea a ee ee) 


BES Sees So. ae ae ers) as eT Sees SS) 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Goblin Thug Goblin - Inner Horutoto Ruins i & O e & ® OC ©) O 
Goblin - Outer Horutoto Ruins i 
Goblin . West Sarutabaruta i 
Goblin -8 {East Sarutobaruta, Enst Ronfaure, South Gustaberg i 
Goblin - King Ranperre’s Tomb, North Gustaberg, i 
Ranguemont Pass, West Ronfaure 
Goblin : Dangruf Wadi i 
Goblin 3 Konschtat Highlands, La Theine Plateau, i 
Tahrongi Canyon 
AT en ae: SLES Sl) OS IS ee] be 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Goblin Tinkerer Goblin 


Goblin 


Outer Horutoto Ruins 
Dangruf Wadi, King Ranperre’s Tomb, 
Konschtat Highlands, La Theine Plateau, 
Tohrongi Canyon 
Inner Horutoto Ruins 


OQOQOOO0O0O 


Goblin 


Goblin Maze of Shakhrami 
Goblin Jugner Forest, Meriphataud Mountains, 
Poshhow Marshlands 


Goblin Buburimu Peninsula, Ordelle’s Caves, 


Valkrum Dunes 


Sey es ee ee 
FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


NAME ELEMENTAL WEAKNESSES 

Goblin Trader | «Goblin. | 40-43 | Beaucedine Glacier at | sot | | | 11 (OOOQO0O00O 
(ar eS) eS (ee eS eS) Se (ae SSeS 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Goblin Weaver Goblin Inner Horutoto Ruins, Outer Horutoto Ruins ©) ©) © @ O @ gS © 
Goblin West Sorutabaruta 
Goblin East Sarutabaruta, South Gustaberg 


Goblin Enst Ronfaure, King Ranperre’s Tomb, 
North Gustaberg, Ranguemont Pass, 
West Ronfaure 
Dangruf Wadi 
Konschtat Highlands, Lo Theine Plateau, 


Tahrongi Canyon 


Goblin 
Goblin 


SRL SS SE) Gee ee Se, Poesy ae (Me EET 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Goblin's Bat Bat . Middle Delkfutt’s Tower (©) © e e OC) @ ©) 
Bat - Maze of Shakhrami 
Bat ; Ranguemont Pass 
a eee RE) ee eS ee ee ee ee a] ES PT 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


ide |e oe] teks || ot | 1 | POOOO00OO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


| fy rss] _—tanicdowns | | sd’ | | | | OOOOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Goblin’s Dragonfly 


Goa Bente | Beele | z9.si | Ordeles Caves |_| sg =| ¥ | | | C(XQOOOOOS® 
SSS EE SOS FSIS REET ESE) LRT RTS SS Saas FTES 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


OOO0O000O 


ELEMENTAL WEAKNESSES 


OOOOO0O0O 


Goobhue 


| Goobe 72.25] Paso Martins] A Sound] || 
(SE 6 SSS Se SSS SE SSE a (ES ee 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


| othue [2632] ___tolnbery Fieks__— | A_| Sod | | | 


Goobbue Farmer 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “JOB ELEMENTAL WEAKNESSES 
Ges ingu__|Fngur__[irg]taThenePtey || od’ (| | | | (OQ OOOOOO 
BEaRERSS Ss) Sear er re Te ee EY (a) ES PRA SG eT 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Gaul igs 4548 Aet_| Sigh MN 
gos [4548 | | at {sh [| | | wx] OOOOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


coo Si] ntewesiiet | ot | sont | TT OOOO 


NAME FAMILY LEVEL nA "BEH (AN). (Al) “DETECTION. "SCENT. "APP “JOB ELEMENTAL WEAKNESSES 
Gener Gayo |_| a244 | Bahemotis inion || Sod =| TT | OXOQOOOOOO 
a ee aad 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Greater Pugil Pugil 28-30 Qufim Island L Sound OOO OOO O® 
Pugil 29-3] Gusgen Mines A Sound 
a a 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Greater Quadav Quaday 10-16 Konschtat Highlands Atl DRK OQOOO@OOO0OO 

Quaday 11-18 Palborough Mines Atl DRK 

Quadav 16-20 Pashhow Marshlands A+L DRK 

SSS EL SS ST EEE TPT TEE ED NT COPY (OEE 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Grenade Mall 5-17 | Konschtat tsetse rlenaleer tan sant Lo Theine Plateau, Tahrongi Canyon See OO @ O O C) OO 
NAME FAMILY LEVEL = LOCATIONS) “BEH (AI). (Al) “DETECTION. “SCENT. "APP ELEMENTAL WEAKNESSES 
Gro Ba SSBF ORR" TW 9 OQOOO0O0O0O 
NAME FAMILY LEVEL a ay “BEH (Al). (Al) “DETECTION. ION "SCENT. “APP “0B ELEMENTAL WEAKNESSES 


OOOO0O00O 


ELEMENTAL WEAKNESSES 


OOOOO00O 


Gigas 


le 15 cd sn || [mG 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 
Heyes 31-34 Rangueman! Ps a na, VT: 

SEES) GSN OS ee SS] STE DERE (SMES PE (ET 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 


ELEMENTAL WEAKNESSES 
Hel at a 2) 


OQOOOO0O0O 
QEEEPSTOUE SS) (eS Ee ee ES MESS (ESS DEST YH SEES 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


a a te 
Hell Houn The Eldieme Necropolis | A _| Sowden |__| |_| QOQOOOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Hill Lizard Lizard OOOOOOO® 


lizard 


Valkrum Dunes 
Meriphataud Mountains 


Lizard : Sauromugue Champaign 


7 ESS CSS ST 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


oarder Hare Rabbit 68 | Dangruf Wadi a re OOOOO@®OO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


| tat__ir-ag| __tealestovs_— | ck | md’ | | | | OOOOOOOO 


Hognosed Bat 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP “OB ELEMENTAL WEAKNESSES 
Huge Hornet Bee North Gustaberg Sight OQOOOOO0OUO®S 
Bee South Gustaberg Sight 
(EERSTE SLY fas HE ST SY CSS SERTRGSE SERS (SESS 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Huge Wasp Bee 7-10 Konschtat Highlands Sight Y OQOOOOO0OUO®S 
Bee 8-12 Lo Theine Plateau Sight Y 
SSS ES CEE NR Se SS RES SE GSS SES 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Ice Elemental Elemental 38-40 Batallia Downs A 
Elemental 44-46 Beaucedine Glacier A 
Elemental 48-50 Xarcabard A 


Bhaeo’’ 
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NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Ignis Fotuus Bomb 34-36 Batallia Downs, Rolanberry Fields, @l1e eleelele!e@) 
BE i a Champaign Bin ot Ret 


NAME = FAMILY LEVEL a “BEH (Al). (Al) “DETECTION ION "SCENT “APP “08 ELEMENTAL WEAKNESSES 
a CE — Fi | oi | | 1” QQOQOOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


agd Doll Middle Delkfutt's Tower LS Ss OQOOOOOOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Maze of Shokhrami, Ordelle’s Caves 
Gusgen Mines 


Jelly Slime 26-28 A Sound Y QOOOOOOO 
Slime 27-29 A Sound Y 
SSeS SSR PASS PT a SST SS NT ETES 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
a a Se e773 eee 6 


NAME FAMILY LEVEL = LOocaTiOns) “BEH (Al). (Al) "DETECTION "SCENT “APP “JOB ELEMENTAL WEAKNESSES 
Jone Funguar 2125 L_ | soun 

qe Fin qur__|-25 | i | smi | | | VOOQOOOOCOOO 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Killer Bee 


ec cccc es 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
a a ©: efccce 
ee CS ESS SS SS SS eee a See Sees SES 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


| Seaonk [39 | 
Sea Monk Qufim Island CRE ee QOOOOOO0O® 


NAME FAMILY LEVEL tt BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


cbyih od | tad _(fapsi] rvs ot | ot | od | | | |OOOOOCCOG 


NAME FAMILY LEVEL LOCATION(S) “BEH (Al). (Al) “DETECTION "SCENT “APP “OR ELEMENTAL WEAKNESSES 

Labyrinth Scorpion 30-33 Maze of Shakhrami A Sound Y ) 
yin cor pion | 3033 PA | smd TY | | | OQOOOOCOS 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Pb 
Lond Crab Crab South Gustuberg ee a ee OQOOOOQOO0OO0® 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Killer Mushroom 


Kraken 


Land Pugil Pugil 17-20 Jugner Forest, Pashhow Marshlands Sound OQOOOOOO® 
Pugil 20-23 Beadeaux Sound 
SS a Se ee TT CT NER DET ET (SEES Oe 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Land Worm 


a 2 fe lolelereree 
SSeS, ES |S ee ee ee ee ee Ee Sees) Le eS 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
larva | Grover _[3538] tone | at | Soi | y | | | OOOOOOOO 


NAME ~— FAMILY LEVEL LOCATIONS) “BEH (Al). (Al) “DETECTION “SCENT. “1PP “JOB 


lox [| teh fi 35 | __—Zovhnines | t | Sod | y | | | 


NAME a FAMILY LEVEL = LOCATIONS) BEH (Al) DETECTION SCENT APP “JOB 
| tat don] Behemotis Donn | A | Sound [|| 
SSS AS ST SSS SS ES SETS VST (SSN RS, TB 

ELEMENTAL WEAKNESSES 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB 
OOOOO@OO 


35-36 | Lower Delkfutt’s Tower, Middle Delkfutt’s Tower, A Magic W-A 
A Magic W-A 
SRS ES ES LTE) SS 


ELEMENTAL WEAKNESSES 


OQOOO000O0 


ELEMENTAL WEAKNESSES 


OQO0O000O0 


Lesser Gaylas 


Light Elemental Elemental 


Upper Delkfutt’s Tower, Qufim Island 
Behemoth’s Dominion 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Living Statue zx" a 37-39 Beaucedine Glacier eee] ic 
NAME FAMILY LOCATION(S) "BEH (Al) (Al) “DETECTION. "SCENT “APP “08 ELEMENTAL WEAKNESSES 
Lost Soul Skeleton Xarcobard Sound + HP QOQOOOOOOO 
Skeleton Xorcobard Sound + HP 
Skeleton The Eldieme Necropolis Sound+HP 
Skeleton Behemoth’s Dominion Sound+HP 
Skeleton Behemoth’s Dominion Sound+HP 
ae Fr EASES ELE SS eee ee) SSS SSS Sa) ita Se 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


tt nt] teint Yk ome | TT IOOOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

Mad Fox Hound 3-8 East Sarutabaruta A Sound+HP QOQOOOOOO 
Hound 4-6 West Sorutabaruta A Sound+HP 

NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 

Mad Sheep Konschtat aN ite nee reas Lo Theine Plateau RL SL OOOGO0OO 


NAME FAMILY LEVEL a BEH “BEH (AN) “DETECTION. 10N “SCENT. “WP "JOB ELEMENTAL WEAKNESSES 
“os a OOO0000O 


NAME FAMILY LEVEL Bante BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


F gc [29] tits widedairsoow | aT tee | | | | OOQOOOOOO 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) "DETECTION “SCENT. “APP "0B ELEMENTAL WEAKNESSES 


Fra [235] te bits peas | A Tie | | 1 OOOOOOOO 
SS ee LS 2S ee ee ae eee eS SS 


NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 


Skeleton Sound+HP ©OO OOO OO 


Magic Jar 


Magic Pot 


Magic Urn 


Magicked Bones Est Sorutabaruta 


Skeleton East Sarutabaruta Sound+HP 
Skeleton Inner Horutoto Ruins Sound+HP 
Skeleton West Sarutabaruta Sound+HP 
Skeleton West Sarutabaruta Sound+HP 


Skeleton Inner Horutoto Ruins Sound+HP 


FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP 108 ELEMENTAL WEAKNESSES 


| __roi__[4952] torino! |__| smd | | [| | OQOO@OOOO 


NAME 
Makara 


NAME FAMILY LEVEL LOCATION(S) “BEH (Al). (Al) DETECTION SCENT APP “OR ELEMENTAL WEAKNESSES 
Malboro 25-28 Pashhow Marshlands A Sound 
Pi | Pi | m1 1 1 |@OOO0O000 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Mandragora Mandragora 3-5 West Sorutabaruta Sound OOOOQO@®O® 
Mandragora 3-6 East Sarutabaruta Sound 
SS [ee a SY RES Me! ES 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Maneating Hornet Bee 25 North Gustaberg Sight Y QOOOO0O0O® 
Bee 2-6 South Gustaberg Sight Y 
—Sa SSS eee) SSeS Se eee (SS (| Ee eS EES ES 
NAME FAMILY LEVEL LOCATION(S) BEH (Al) DETECTION SCENT APP JOB ELEMENTAL WEAKNESSES 
Marchosias 40-45 The Eldieme Necropolis Sound+HP ) 
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The following list contains monsters that you might catch if you go out fishing in the wild. If you snag one of these on your line and reel it in, you must take it on in battle. 
S 8 } g £ } 5 


Be careful when fishing to make sure that you can handle the monsters dwelling in the water. 


FISHING-TYPE MONSTERS 


NAME 
Apsaras 
NAME 
Beach Pugil 
NAME 

Big Jaw 
NAME 

Big Leech 
NAME 
Bigclaw 
NAME 
Canal Leech 
NAME 
Clipper 
NAME 
Coral Crab 
NAME 
Coral Crab 
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Notorious Monsters (NM are special monsters found occasionally in the world of Vana diel. If you come across one be prepared for a fierce battle. These monste¢rs are known 


to be tough to defeat! However, Tumor has It that NM are also known for the Tare ttems they drop. Consider grabbing some friends and gong on NM hunts whenever you can. 


NOTORIOUS MONSTERS 


NAME 
Ahtu 


NAME 

Argus 

NAME 
Ashmaker Gotblut 
3 
Asphyxiated Amsel 
NAME 
Barakbok 
NAME 

Bat Eye 

NAME 

Bi’Gho Headtaker 
NAME 
Bigmouth Billy 
NAME 

Black Dragon 
NAME 

Black Triple Stars 
NAME 

Blind Moby 
NAME 
Bloodpoo! Vorax 
NAME 

Bloody Vrukwuk 
NAME 

Blubbery Bulge 
NAME 

Bomb King 
NAME 
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Bu’Ghi Howlblade 
NAME 

Burned Bergmann 
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Monsters by Family 


The following tables list all of the monsters in the game by family. If you are looking for certain items that only members of a specific family drop, then this is the place to 
look first! In addition, you can also use this list when planning Skillchain and Magic Boost combinations, especially in conjunction with the Skillchain chart on the following 


pages. 


AHRIMAN FAMILY 


WEAKNESS: NOTHING 
NAME __ LOCATIONS 


‘Bat Eye Beaucedine Glacier, Ranguemont Pass 
Evil Eye i Xarcabard 
Floating Eye Ranguemont Pass 


Searcher | Bolga’s Dais 
Seeker | Waughroon Shrine 
Shadow Eye Xarcabard 

Spotter | Holoris Peck 


BAT FAMILY 
WEAKNESSES: LIGHT AND WIND 


NAME LOCATIONS 
Acro Bat Lo Theine Plateau 
Ancient Bat | Lower Delkfut’s Tower, Maze of Shakhrami, Ordelle’s Caves, Qutim Wlond 
Bastion Bats | Castle Oztroja is 
Bat Battalion | Inner Horutoto Ruins 

Battle Bat 
Battue Bats “| Inner Horutoto Ruins, Outer Horutoto Ruins ~~ 
‘Big Bat | Middle Delkfut’s Ti sang ; 
Black Bat Meriphatoud Mountains, = ee Marshlands 
Black Triple Stars. Rolanberry Fields 

Blade Bat Inner Horutoto Ruins, Outer Horutoto Ruins, Ranguemont Pass 
Bulwark Bat | Castle Oziroja ca 
Canal Bats | Toroimarai Canal 
Cheiroptera Fort Ghelsha, Ghelsba Outpost 
Citadel Bats Garlaige Citadel = “al 
Combat ~ | Maze of Shakhrami, Outer Horutoto Ruins 
Dark Bats | Qutim Island 

Ding Bats | East Ronfaure, King Ranperre’s Tomb, North Gustaberg, South Gustaberg, = 
WestRonfaure, Zeruhn Mines 
Fledermaus. North Gustaberg, South Gustaberg 

Gale Bats | Lo Theine Plateau es epee 
Giant Bat Valkrum Dunes 
Gigas's Bot | Lower Delkfutt’s Tower, Middle Delkfut’s Tower, Upper Delkfut’s Tower ; 
Glow Bat Qutim Island 

Goblin’s Bat Maze of Shakhrami, Middle Delkfut’ Tower, Ranguemont Pass 
Golden Bat 
Grave Bat —| King ‘Ranperre' sTomb 
Greater Goyla_ Behemath’s Dominion — 
Grotto Bats -Yughott Grotto 
Hell Bat Toroimarai Canal 
Hognosed Bat ‘| Ordelle’s Caves 
Lesser Gaylas | Behemoth’s Dominion 
Midnight Wings _ Rolanberry F Fields, , Sauromugue Champaign 

Mold Bats | Middle Delkfutt’s Tower => 
Moon Bat Rolanberry Fields, Sauromugue Champaign 

Mouse Bat | East Ronfaure, King Ranperre’s Tomb, West Ronfaure, Zeruhn Mines 


Inner Horutoto Ruins 


Valkrum Dunes 


NAME LOCATIONS 
Night Bats ~ Heriphotoud Mountains, Pashhow Marshlonds, Valkrum Dunes 


Plague Bats King Ranpere's Tomb, Lo Theine Plateau 


Poison Bat Lo Theine Plateau 
Sand Bats | _—_Valkrum Dunes 
Seeker Bats | Lower Delkfutt’ Tower, Maze of Shakhrami, Ordelle’s Caves, Qufim Island, 
Ranguemont Pass 
Siege Bat Garloige Citadel 
Spectaded Bots | Fort Ghelsbo, Ghesba Ouipost = 
Stor Bat  Valkrum Dunes [= 
Stealth Bat ‘Yughott Grotto 
Stink Bats Maze of Shakhrami, Ordelle’s Caves, Outer Horutoto Ruins 
Stirge | Middle Delkfut’s Tower, Ranguemont Pass 
Tomb Bat King Ranperre’s Tomb 
Tower Bats “Middle Delkfutt’s Tower _ 
Undead Bats | — Fei’Yin 
Underworld Bats Fei’ Yin 
Fei’Yin 
~ King Ranperre’s Tomb, Ranguemont Pass 


Vampire Bat 
Wind Bats 


Wingrats Gorlaige Citadel 

Wolf Bat 5 ee = =a 

i : 
BEE FAMILY e 
WEAKNESS: ICE g 

ea 

NAME _ LOCATIONS f 
Bumblebee East Sarutaboruto, West Sorvtobaruta_ 

Dovoi Hornet | Davoi Se kere 2 DS a ] 

Davoi Wasp Davoi ae 

‘Death Jacket — | Crawlers’ Nest 

Death Wasp | — Rolanberry Fields ss 

Digger Wasp | — Giddeus 2 

Giant Bee _ Eos Sorvobarut, West Sarutabaruta : 

Giddeus Bee | Giddeus :_ ee ey 

Goblin’s Bee | Rolanberry 1 a i ys 

Huge Hornet “North Gustaberg, South Gustaberg aie 

Huge Wasp ~ Konschtat Highlands, Lo Theine Plateau 

Killer Bee Tahrongi Canyon 

Maneating Hornet] North Gustaberg, South Gustaberg 

Soul Stinger Crawlers’ Nest 

Stinging Sophie _ North Gustaberg : 

Water Wasp | Poshhow Marshlands = 
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BEETLE FAMILY 


WEAKNESSES: LIGHT AND ICE 
NAME 
Beady Beetle 
Gorloige Citadel 
Copper Beetle | Palborough Mines 


Borer Beetle 


Diving Beetle Savromugue Champaign 
Dung Beetle ‘Ordelle’s Caves 
Goliath Beetle | Ordelle’s Caves 
Nest Beetle | Crawlers’ Nest 
Panzer Percival | Jugner Forest 
Scarab Beetle East Ronfaure, West Ronfaure 


Stag Beetle Jugner Forest, Meriphatoud Mountains 

BIRD FAMILY 

WEAKNESS: ICE 

NAME LOCATIONS 

Akbaba Lo Theine Plateau, Tahrongi Canyon 

Ba Batallia Downs 

‘Carrion Crow | Sorutabaruta, West Sarutabaruta é 
Helldiver Buburimy Peninsula 

Jubjub Meriphataud Mountains = 

Screamer Jugner Forest 

Vulture North Gustaberg, South Gustaberg 

lu Buburimu Peninsula 
BOMB FAMILY 
WEAKNESS: FIRE 

NAME LOCATIONS 
“Balloon East Sarvtoborufa, Inner Horutoto Ruins, Outer Horutoto Ruins, 
West Sarutabaruta 

‘Bomb East Ronfaure, West Ronfaure 

Bomb King Outer Horutoto Ruins 

Feu Follet Gusgen Mines 2 

Forger Konschtat Highlands 

Fox Fire Pashhow Marshlands 

Grenade Konschtat Highlands, Lo Theine Plateau, Tahrongi Canyon 
Ignis Fotuus | Batallia Downs, Rolanberry Field, Sauromugue Champaign : 
Napalm Ordelle's Caves 
Puroboros Crawlers’ Nest, The Eldieme Necropolis, Garlaige Citadel. 
Shrapnel North Gustaberg, South Gustaberg 

Spunkie Gusgen Mines 


Will-o'-the-Wisp  Buburimu Peninsula, Inner Horutoto Ruins, Jugner Forest, 
Meriphatoud Mountains, Ordelle’s Caves, Valkrum Dunes 


CARDIAN FAMILY 
WEAKNESS: UNKNOWN 


We ae 

‘Outer Horutoto | Ruins i Wk: 
Fight of Coins | Outer Horutoto Ruins — 
Eight of Cups | Outer Horutoto Ruins — 
Eight of Swords ~ Outer Horutoto Ruins = 
Five of Batons Outer Horutoto Ruins 


Five of Coins Outer Horutoto Ruins 
Outer Horutoto Ruins 
Five of Swords | Outer Horutoto Ruins 


Five of Cups 


Four of Batons Outer Horutoto Ruins 


Four of Coins Outer Horutoto Ruins 
Four of Cups Outer Horutoto Ruins 
Four of Swords | Outer Horutoto Ruins 


Nine of Batons | Outer Horutoto Ruins 
Nine of Coins Outer Horutoto Ruins 
Nine of Cups Outer Horutoto Ruins 


Nine of Swords Outer Horutoto Ruins 
Seven of Batons Outer Horutoto Ruins 


Seven of Coins | Outer Horutoto Ruins 


Seven of Cups Outer Horutoto Ruins 


Seven of Swords | Outer Horutoto Ruins 


Six of Batons “Outer Horutoto Ruins 

Six of Coins Outer Horutoto Ruins 

Six of Cups Outer Horutoto Ruins 

Six of Swords ~ Outer Horutoto Ruins = ? ~ 
Ten of Batons | Outer Horutoto Ruins 

Ten of Coins Outer Horutoto Ruins ; 

Ten of Cups Outer Horutoto Ruins 


Ten of Swords Outer Horutoto Ruins 
Three of Batons Outer Horutoto Ruins 
Three of Coins Outer Horutoto Ruins 
Three of Cups T Outer Horutoto Ruins 
Three of Swords | Outer Horutoto Ruins 


‘Two of Batons Outer Horutoto Ruins 
Two of Coins Outer Horutoto Ruins 
Two of Cups | Outer Horutoto Ruins 
Two of Swords Outer Horutoto Ruins 
COCKATRICE FAMILY 
WEAKNESS: WIND 
LOCATIONS 
Axe Beak Meriphatoud Mountains 
Deadly Dodo Sauromugue Champaign 
Tabar Beak Sauromugue Champaign 
COEURL FAMILY 
WEAKNESS: EARTH 


NAME LOCATIONS 
Champaign Coeur! | Sauromugue Champaign 


Meriphataud Mountains 
Master Coeur! Behemoth’s Dominion 


a a a 


CRAB FAMILY 


WEAKNESSES: LIGHTNING AND ICE 


NAME LOCATIONS 
Bigclaw | Toraimarai Canal 
Bubbly Bernie} South Gustaberg 
Clipper Batollia Downs, Ordelle’s Caves, Pashhow Marshlands, Qufim Island, 
Rolanberry Fields 

‘} Dangruf Wadi, Lo Theine Plateau, Palborough Mines 


Coral Crab 


Cutter | Botallia Downs, Buburimu Peninsula, Castle Oztroja, Sauromugue Champaign, 
Valkurm Dunes 

Lond Crab Dangruf Wadi, South Gustaberg aie 

Mine Crab Palborough Mines 

Ocean Crab Ship to Mhaura-Selbina : 

River Crab | East Sarutabaruta, North Gustaberg, West Ronfaure, West Sorutabaruta, 
Zeruhn Mines 

Sea Crab Ship to Mhaura-Selbina 

Snipper | Batallia Downs, Buburimu Peninsula, Dangruf Wadi, Jugner Forest, : 


Ordelle's Caves, Palborough Mines, Pashhow Marshlands, Rolanberry Fields, 
Sauromugue Champaign, Valkrum Dunes 

Stag Crab Buburimu Peninsula, Jugner Forest, Ordelle’s Caves, Palborough Mines, 
Pashhow Marshlands, Valkrum Dunes 


Thickshell 


hickshe “La Theine Plateau 
Wadi Crab 


Dangruf Wad 


CRAWLER FAMILY 


WEAKNESSES: LIGHT, DARK, AND ICE 


LOCATIONS 
Rolanberry Fields 
Tahrongi Canyon 
Buburimu Peninsula, Maze of Shakhrami, Pashhow Marshlands 
Maze of Shokhromi = es 
Caterpillar Beadeaux 

Crawler East Sarutabaruta, West Sorutabaruta 

Guardian Crawler | Crawlers’ Nest 


Canyon Crawler 
Carnivorous Crawler 
Caterchipillar 


Lorva Beadeaux 
Meat Maggot Castle Oztroja 
Silk Caterpillar Rolanberry Fields 


Crawlers’ Nest 
Spiny Spipi Eost Sarutabaruta 
Worker Crawler | Crawlers’ Nest 


Soldier Crawler 


DEMON FAMILY 


WEAKNESS: LIGHT 


LOCATIONS 
Demon Knight Xarcabard 


Demon Pawn 
Demon Wizard Xarcabard 


DHALMEL FAMILY 


WEAKNESSES: WIND AND LIGHTNING 
NAME LOCATIONS 
Bull Dhalmel 

Serpopard Ishtar 
Wild Dhalmel 


~| Buburimu Peninsula 
Tahrongi Canyon 
Tohrongi Conyon 


DOLL FAMILY 


WEAKNESS: LIGHTNING 
LOCATIONS 


—— 


1 Lower Delkfut's Tower 
Fei’ Yin 


Jogd Doll Middle Delkfut’s Tower 
Living Statue Beaucedine Glacier 
Panzer Doll | Middle Delkfutt’s Tower 


DOOMED FAMILY 

WEAKNESSES: FIRE AND LIGHT 

NAME LOCATIONS 
Gusgen Mines 


DRAGON FAMILY 


WEAKNESS: UNKNOWN 


LOCATIONS 
Black Dragon Balga’s Dais 


Dark Dragon Waughroon Shrine 
Dread Dragon Holaris Peak 


ELEMENTAL FAMILY 


WEAKNESS: VARIES 


NAME LOCATIONS 


Air Elemental La Theine Plateau, Tahrongi Canyon a 


Chaos Elemental | Xarcabard 
Dark Elemental | Beaucedine Glacier, Xarcabard 
Demon's Elemental | Xarcabard 


|] Batallia Downs, Castle Oztroja, Gusgen Mines, Konschtat Highlands, 

Maze of Shakhrami, Meriphataud Mountains, Sauromugue Champaign, 
Tohrongi Canyon, Valkrum Dunes 

Castle Oztroja, Meriphatoud Mountains, Rolanberry Fields, Volkrum Dunes 
Batallia Downs, Beaucedine Glacier, Xorcabard 

Behemoth's Dominion, Lower Delkfutt’s Tower, Middle Delkfutt’s Tower, 
Upper Delkfutt’s Tower, Qufim Island 

Ordelle’s Caves 


Eorth Elemental 


Fire Elemental 
Ice Elemental 
Light Elemental 


Polevik 
Thunder Elemental | Beadeaux, Behemoth’s Dominion, Davoi, Gusgen Mines, Jugner Forest, 
Konschtat Highlands, Lower Delkfutt’s Tower, Middle Delkfutt’s Tower, 
Pashhow Marshlands, Qufim Island, Sauromugue Champaign, 
Ship to Mhaura-Selbina, Upper Delkfutt’s Tower 
Water Elemental } Beadeaux, Buburimu Peninsula, Davoi, Jugner Forest, La Theine Plateau, 
Ordelle’s Caves, Pashhow Marshlands, Rolanberry Fields, 
Ship to Mhaura-Selbina 
Yogudo's Elemental | Castle Oztroja, Giddeus, Meriphataud Mountains, Sauromuge Champaign, 
Tahrongi Canyon 
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EVIL WEAPON FAMILY NAME LOCATIONS 

Evil Spirit Batallia Downs, Middle Delkfutt’s Tower, Rolanberry Fields, 

Sauromugue Champaign 

NAME LOCATIONS Ghost Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 

ee | ile 

Weapon Xarcabard Phantom 

Dancing Weapon | Outer Horutoto Ruins, Quifim Island “Pulverized Pfeffer 
Behemoth’s Dominion, Garlaige Citadel 


Batallia Downs, Ranguemont Pass, Rolanberry Fields, Sauromugue Champaign 


WEAKNESSES: FIRE AND LIGHT 


Beaucedine Glacier 
‘Ship to Mhaura-Selbina 
| Gusgen Mines 
Revenant The Eldieme Necropolis, Fei’Yin, Garlaige Gtadel 
Smothered Schmidt | Gusgen Mines 


Demonic Weapon 


Evil Weapon 


Juggler Hecatomb Gusgen ie ‘= Nene 
Poltergeist Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 
Trickster Kinetix | Qufim Island 


Spook ‘King Ronperre's Tomb 
Wandering Ghost _| Gusgen Mines 
Wounded Wurfel | Gusgen Mines 


FLY FAMILY 
WEAKNESS: ICE 


GIGAS FAMILY 


WEAKNESS: NOTHING 


NAME LOCATIONS 
a Blizzard Gigas Xarcabard : 
Cold Beaucedine Glacier 


NAME ___LOCATIONS = 
Crane Fly Meriphatoud Mountains 

Damselfly “| Valkrum Dunes 7 
‘Gadfly shhow Marshla 


Godly ashhow Marshlands 
Gallinipper Gusgen Mines 


a a Frost Gigas Xorcabard 
Goblin’ Dragonfly Batallia Downs Giant isco - Qufim Island — 
a a . . Giant Gatekeeper | Lower Delkfutt’s Tower, Middle Delkfutt’s Tower 
May Fly BotolinDowns oo ——— 
; — We - ee . Giant Guard Lower Delkfutt’s Tower, Middle Delkfutt’s Tower 
Sadfly Gusgen Mines - —— - 
Giant Hunter Qufim Island 


Valkurm Emperor | Valkrum Dunes : . —-—— 
Giont Lobber " Lower Delkfutt's Tower, Middle Delkfuit’ Tower 


FUNGUAR FAMILY Ranger _| uf 
Giant Sentry Lower Delkfutt’s Tower, Middle Delkfutt’s Tower 
WEAKNESS: LIGHT Giant Trapper Qufim Island 


Gigas Bonecutter Upper Delkfut’s Tower 
Gigas Butcher Lower Delkfutt’s Tower 
Gigas Hallwotcher Lower Delkfut’s Tower 
Gigas Jailer Middle Delkfutt’s Tower 
Gigas Kettlemaster } Middle Delkfutt’s Tower 
Gigas Punisher | Lower Delkfutt’s Tower 
Gigas Quarrier Middle Delkfutt’s Tower 
Gigos Sculptor Lower Delkfutt’s Tower 
Gigas Spirekeeper Upper Delkfutt’s Tower 
Gigas Stonemason | Upper Delkfutt’s Tower 
Gigas Torturer Upper Delkfutt’s Tower 
Gigas Wallwatcher | Middle Delkfutt’s Tower 
Groupel Gigas Xorcobard 


Hail Gigal Xarcabard 
GHOST FAMILY ae 


WEAKNESSES: FIRE AND LIGHT Porphyrion Upper Delkfut’s Tower 
NAME LOCATIONS Rime Gigas Beaucedine Glacier 


Asphypiated Amsel Gusyen Mines Sleet Giga enn os 

Banshee “ Gusgen Mines, Middle Delkfutt’s Tower, Qufim Island es ee sonnets Seni 

Bhuta Behemoth’s Dominion, Garlaige Citadel 

Blood Soul |The Eldieme Necropolis : 

y | Buburimu Peninsula, Gusgen Mines, Jugner Forest, Lower Delkfutt’s Tower, 

Meriphataud Mountains, Pashhow Marshlands, Valkrum Dunes 

Burned Bergmann ~ Gusgen Mines tBell des ‘ 

Crushed Krause 

“Crypt Ghost 
Etemmu 


NAME LOCATIONS 
Cave Funguar Palborough Mines 
Fly Agaric . Gusgen Mines, Ordelle’s Caves 
East Ronfoure, West Ronfaure 

Lo Theine 2:03 
Jugner Funguar Jugner Forest 
Killer Mushroom — | Crawlers’ Nest 
Marsh Funguar | Pashhow Marshlands 
Myconid Gusgen Mines vs 
Poison Funguar | Lo Theine Plateau 
Shrieker  Ordelle’s Caves 
| Ghelsba Outpost 
Tumbling Truffle | Lo Theine Plateau 


Forest Funguar 


Gross Funguar 


Mimas 


Bogy 


Gengen Mines: 
King Ranperre’s Tomb 
Xarcabard 
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GOBLIN FAMILY 


WEAKNESS: LIGHT 


NAME LOCATIONS 
Goblin Ambusher | Buburimu Peninsula, Dangruf Wadi, Inner Horutoto Ruins, Jugner Forest, 
King Ranperre’s Tomb, Konschtat Highlands, La Theine Plateau, 

Maze of Shakhrami, Meriphataud Mountains, Ordelle’s Caves, 

Outer Horutoto Ruins, Pashhow Marshlands, Tahrongi Canyon, Valkrum Dunes 


Buburimu Peninsula, Dangruf Wadi, Inner Horutoto Ruins, Jugner Forest, 
King Ranperre’s Tomb, Konschtat Highlands, Lo Theine Plateau, 

Maze of Shakhrami, Meriphataud Mountains, Ordelle’s Caves, 

Outer Horutoto Ruins, Pashhow Marshlands, Tahrongi Conyon, Valkrum Dunes 
Konschtat Highlands, La Theine Plateau, Tahrongi Canyon, Jugner Forest, 
Meriphataud Mountains, Pashhow Marshlands, Buburimu Peninsula, 
Valkrum Dunes, Batallia Downs, Rolanberry Fields, Sauromugue Champaign, 
Est Ronfaure, East Sorutabaruta, North Gustaberg, South Gustaberg, 
West Ronfaure, West Sarutabaruta 

South Gustaberg, West Sarutabaruta, East Ronfaure, North Gustaberg, 
Est Sarutabaruta, Dangruf Wadi, West Ronfaure, La Theine Plateau 
Batallia Downs, Rolanberry Fields, Sauromugue Champaign, 

Middle Delkfutt’s Tower, Maze of Shakhrami, Ordelle’s Caves, 
Ranguemont Pass, Beaucedine Glacier 


Goblin Butcher 


Goblin Digger 


Goblin Fisher 


Goblin Furrier 


Inner Horutoto Ruins, Dongruf Wadi, King Ranperre’s Tomb, North Gustaberg, 
Jugner Forest, Meriphataud Mountains, Pashhow Marshlands, 
Buburimu Peninsula, Valkrum Dunes, Maze of Shakhrami, Ordelle’s Caves, 
Batallia Downs, Ranguemont Pass, Rolanberry Fields, Sauromugue Champaign, 
Lower Delkfutt’s Tower 

~ Inner Horutoto Ruins, Dangruf Wadi, King Ranperre’s Tomb, North Gustaberg, 
Jugner Forest, Meriphataud Mountains, Pashhow Marshlands, 
Buburimu Peninsula, Valkrum Dunes, Maze of Shakhrami, Ordelle’s Caves, 
Batallia Downs, Ranguemont Pass, Rolanberry Fields, Sauromugue Champaign, 
Lower Delkfutt’s Tower 
Inner Horutoto Ruins, Dangruf Wadi, King Ranperre’s Tomb, North Gustaberg, 
Jugner Forest, Meriphataud Mountains, Pashhow Marshlands, 

Buburimu Peninsula, Valkrum Dunes, Maze of Shakhrami, Ordelle’s Caves, 

Batallia Downs, Ranguemont Pass, Rolanberry Fields, Sauromugue Champaign, 

Lower Delkfutt’s Tower 

Goblin Pathfinder | Batallia Downs, Beaucedine Glacier, Maze of Shakhrami, 

Middle Delkfutt’s Tower, Ordelle’s Caves, Ranguemont Pass, Rolanberry Fields, 

Sauromugue Champaign 

Beaucedine Glacier 


Goblin Gambler 


Goblin Leecher 


Goblin Mugger 


Goblin Poacher 
Goblin Reaper 
Goblin Robber 
Goblin Shaman 


Beaucedine Glacier 
Beaucedine Glacier 
Batallia Downs, Rolanberry Fields, Sauromugue Champaign, 
Middle Delkfutt’s Tower, Maze of Shakhrami, Ordelle’s Caves, 
Ranguemont Pass, Beaucedine Glacier 

Batallia Downs, Rolanberry Fields, Sauromugue Champaign, 
Middle Delkfutt’s Tower, Maze of Shakhrami, Ordelle’s Caves, 
Ranguemont Pass, Beaucedine Glacier 


Inner Horutoto Ruins, Outer Horutoto Ruins, East Sarutaboruto, 
West Sarutabaruta, East Ronfaure, South Gustaberg, King Ranperre’s Tomb, 
North Gustaberg, Ranguemont Pass, West Ronfaure, Dangruf Wadi, 

Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 

Dangruf Wadi, King Ranperre's Tomb, Konschtat Highlands, La Theine Plateau, 
Tahrongi Canyon, Outer Horutoto Ruins, Inner Horutoto Ruins, Jugner Forest, 
Meriphataud Mountains, Pashhow Marshlands, Buburimu Peninsula, 

Ordelle’s Caves, Valkrum Dunes, Maze of Shakhrami 


Goblin Smithy 


Goblin Thug 


Goblin Tinkerer 


Beaucedine Glacier 
Inner Horutoto Ruins, Outer Horutoto Ruins, West Sarutabaruta, 

East Sarutabaruta, South Gustaberg, East Ronfaure, King Ranperre’s Tomb, 
North Gustaberg, Ranguemont Pass, West Ronfaure, Dangruf Wadi, 
Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 


Goblin Trader 
Goblin Weaver 


GOLEM FAMILY 
WEAKNESS: NOTHING 


LOCATIONS 
Beaucedine Glacier 


Stone Golem Beaucedine Glacier 


GOOBBUE FAMILY 
WEAKNESS: NOTHING 


LOCATIONS 


Rolonberry Fields 


Jolly Green Pashhow Marshlands 


HECTEYES FAMILY 


WEAKNESS: NOTHING 
LOCATIONS 


‘Naze of Shokhrami 
| The Eldieme Necropolis 


Ranguemont Pass 


' Ranguemont Pass 


HOUND FAMILY 
WEAKNESSES: FIRE AND LIGHT 


NAME LOCATIONS 
Bandersnatch M 
Barghest 
Black Wolf 
Bog Dog 
Hell Hound 
Mad Fox 


Gusgen Mines 
‘| Tahrongi Canyon 
North Gustaberg, South Gustaberg 
Pashhow Marshlands AY ee 
The Eldieme Necropolis 

-| East Sarutabaruta, West Sarutabaruta 
Marchasias | The Eldieme Necropolis. 
Mauthe Doog —_| Batallia Downs, Gusgen Mines 
Scavenging Hound Jugner Forest, Meriphatoud Mountains 
Tainted Hound | East Ronfaure, Ronfaure 
Wolf Zombie | Konschtat Highlands, La Theine Plateau 
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LEECH FAMILY 


WEAKNESS: LIGHT 


NAME LOCATIONS 
“herophies Qufim Island 
| Rolanberry Fields 
Pashhow Marshlands 


Toraimarai Conal 


Bloodpool Vorax 
Canal Leech — 
Forest Leech 
Gigas's Leech 
Horrid Fluke 
Huge Leech 
Leech 

Leech King 


Jugner Forest 
Qufim Island 
Rolanberry Fields 

"| ‘Jugner Forest 


Zeruhn Mines 

Maze of Shakhrami- 
Poison Leech Buburimu Peninsula, Maze of Shakhrami, Rolanberry Fields, Ordelle's Caves 
Stickpin | Dangruf Wadi — 

Swamp Leech Pashhow Marshlands 

Thread Leech Jugner Forest, Pashhow Marshlands, Ordelle’s Caves, Dangruf Wadi, ae 
Volkrum Dunes 


Wadi Leech | Dongruf Wadi ——— += 
Yagudo Parasite | Castle Oztroja 


LIZARD FAMILY 
WEAKNESSES: WIND AND ICE 


NAME LOCATIONS = 
~ | Davoi 
~ | Dangruf Wadi 
Meriphatoud Mountains, Sauromugue Champaign, Valkrum Dunes 
Crawlers’ Nest See BS Z 
‘South Gustaberg 
Crawlers’ Nest 
Konschtat Highlands 
Yughott Grotto 

Rock Lizard Dangruf Wadi, North Gustaberg, South Gustaberg 

Sentry Lizard | Fort Ghelbo arr 
Dangruf Wadi 


Davoi 


Geezord 
Geyser Lizard 
Hil Lizard 

Lobyrinth Lizard 
Leaping lizzy “| 
Maze lizord 

“Mist Lizard 
Riding Lizard 


Steam Lizard 
War Lizard 


Watch Lizord Ghelsba Outpost 
MAGIC POT FAMILY 
WEAKNESS: NOTHING 
LOCATIONS 

Clockwork Pod —_ | Fei’Yin, Garlaige Citadel 

Magic Jor Middle Delkfutt’s Tower 

Magic Pot : Lower Delifut’s Tower, Middle Delkfutts Tower 
Magic Urn Lower Delkfutt’s Tower, Upper Delkfutt’s Tower 
MANDRAGORA FAMILY 
WEAKNESSES: FIRE, WIND, LIGHTNING, DARK, AND ICE 


NAME 
Domovoi 


LOCATIONS | 
Balgo’s Dois 
‘Balga’s Dais 
East Sarutabaruta, West Sarutabaruta 
Pygmaioi -—_| Tahrongi Canyon oh 


Dvorovoi 


Mandragora 


Sylvestre Buburimu Peninsula 
Tiny Mandragora | East Sarutabaruta, West Sarutobaruta 
Tom Tit Tot =| West Sarutabaruta Parte 


West Sarutabaruta 


MORBOL FAMILY 


WEAKNESS: FIRE 


‘NAME LOCATIONS = 
Anemone ‘| The Eldieme Necropolis 
Drooling Daisy Rolanberry Fields 
“Malboro | Pashhow Marshlands 
Morbol Dover <a 
Morbolger 


Ordelle's Caves 
Ochu Rolanberry Fields 
Stroper Ordelle’s Caves 


ORC FAMILY 


WEAKNESS: WATER 


NAME LOCATIONS 
Ashmaker Gotblut Yughott Grotto 
Barakbok | Dovel 
‘Bloody Vrukwuk ‘| Ghelsba Outpost 
Fodderchief Vokdek | Ghelsba Outpost 
Fogweaver Mozztuzz Ghelsba Outpost 
Gavotvut “| Dovoi 
Hawkeyed Dnatbat Dovoi 
Hundredscar Hojwoj | Fort Ghelba 
Orcish Barricader | Ghelsba Outpost 
Orcish Beastrider | Botallia Downs, Davoi 
Orcish Bowshooter 
Orcish Brawler 
Orcish Cursemaker 
Orcish Footsoldier 
Orcish Gladiator 
Orcish Grappler 


Davoi, Monastic Cavern 


Botallia Downs, Davoi 
Fort Ghelsha, Jugner Forest, Yughott Grotto, Davoi, Batallia Downs 
Davoi, Monastic Cavern 


Davi, Monastic Cavern 


East Ronfaure, West Ronfaure, Ghelsha Outpost, Fort Ghelsbo, 
Lo Theine Plateau 


Ghelsba Outpost, Fort Ghelsbo, Lo Theine Plateau, Yughott Grotto, 
Jugner Forest 


Orcish Grunt 


Batallia Downs, Davoi 
East Ronfaure, Ghelsba Outpost, West Ronfaure, Fort Ghelsba, 

La Theine Plateau 

Ghelsba Outpost, Fort Ghelsba, Lo Theine Plateau, Yughott Grotto, 
Jugner Forest 


Orcish Impaler 


Orcish Mesmerizer 


Orcish Neckchopper 


Batalia Downs, Davoi 

Orcish Serjeant Fort Ghelsba, Yughott Grotto, Jugner Forest, Davoi, Batallia Downs 
Orcish Stonechucker | Ghelsba Outpost = 5 7 
Orcish Stonechucker | Fort Ghelsba, La Theine Plateau, Yughott Grotto, Jugner Forest, 
Ghelsbo Outpost 


Orcish Nightraider 


Orcish Trooper a a Davoi, Monastic Cavern 
Orcish Wallbreacher — | Ghelsba Outpost 
Poisonhand Gnadgad | Davoi 


Purpleflash Brukdok | Davoi 
Steelbiter Gudrud 
Strongarm Todvad 
Sureshot Snatgat 
Thousandarm Deshglesh 
Tigerbane Bakdak — 


Warchief Vatgit 


Davoi 
‘| Ghelsba Outpost 
Ghelsha Outpost 
Ghelsba Outpost 
Davoi 3 


Ghelsba Outpost 


ORCISH WARMACHINE FAMILY 


WEAKNESS: WATER 


LOCATIONS 
Orcish Firebelcher 


Orcish Flamethrower | Fort Ghelsba 


PUGIL FAMILY 


WEAKNESSES: LIGHTNING AND ICE 


NAME 
Apsaras 


LOCATIONS 
Beaucedine Glacier 


Beach Pugil Volkrum Dunes 
Big Jaw 
Blind Moby 


Buburimboo 


Beadeaux, Rolanberry Fields, Sauromugue Champaign 
Gusgen Mines 


| Buburimu Peninsula 


Dagon Batallia Downs 
Davoi Pugil 
Ferocious Pugil 
Ghelsba Pugil 

Giant Pugh = 
Giddeus Pugil 
Greater Pugil 


Davoi 


Davoi, Jugner Forest 
Ghelsba Outpost 

| Fort Ghelsbo, Ghelsbo Outpost, Giddeus 

Giddeus 

“Gusgen Mines, Quifim Island, Souromugue Champaign, Qufim Island, 
Gusgen Mines, Davoi, Rolanberry Fields, Beaucedine Glacier 


Jugner Forest, Pashhow Marshlands, Fort Ghelsha, Giddeus, 
Lo Theine Plateau, Batallia Downs, Beadeaux os 


Toraimarai Canal - 
_Ship to Mhaura-Selbina 
Gusgen Mines, Ship to Mhaura-Selbina 


Giddeus, Fort Ghelsba, La Theine Plateau, Ghelsba Outpost, Volkrum Dunes, 
Buburimu Peninsula 


Land Pugi 


Makara 
Ocean Pug 
Pirate Pugil 
Puffer Pugil 


Pug Pugi East Sarutabaruta, Fort Ghelsbo, Ghelsba Outpost, Giddeus, 
Lo Theine Plateau 
Pugil East Ronfaure, Ghelsba Outpost, Giddeus 


Qufim Island 

‘North Gustaberg 
| Ship to Mhaura-Selbina 
Buburimu Peninsula 


Qufim Pugil 
Sand Pugi 
Sea Pugil 
Shoal Pugil 
Spring Pug 
Swamp Pugil 


Jugner Forest. 
Pashhow Marshlands 
Beaucedine Glacier, Qufim Island 


Vepar 


QUADAV FAMILY 


WEAKNESS: LIGHTNING 


NAME LOCATIONS E. 
Amber Quaday Gustaberg, North Gustaberg, Palborough Mines, Konschtat Highlands = 
Amethyst Quadav —_| South Gustaberg, North Gustaberg, Palborough Mines, Konschtat Highlands S 
Bi'Gho Headtaker | Beadeaux =e 
Brass Quadav —_—| Pashhow Marshlands, Palborough Mines, Beadeaux, Rolanberry Fields me 
Bronze Quadav | Rolanberry Fields, Beodeux = 

Bu'Ghi Howlblade | Palborough Mines E 

Copper Quaday Pashhow Marshlands, Palborough Mines, Beadeaux, Rolanberry Fields 

Da’Dha Hundredmask | Beadeaux : 

De'Vyu Headhunter | Beadeaux 

Elder Quadav ‘Beodeaux janie 
“Emerald Quadav Beadeaux 

Ga’Bhu Unvanguished| Beadeaux = it - 

Ga'Dha Evileye Beadeaux 

Garnet Quaday Rolanberry Fields, Beadeaux 

Go'Bhu Gascon | Beadeaux . 

Greater Quadav Konschtat Highlands, Palborough Mines, Pashhow Marshlands 

Iron Quaday ‘Beadeoux aii 

No'Mho Crimsonarmor  Palborough Mines . 

“Old Quaday Pashhow Marshlands, Palborough Mines, Beadeaux, Rolanberry Fields 

Onyx Quadav Konschtat Highlands, Palborough Mines, Pashhow Marshlands 

Silver Quodav Rolanberry Fields, Beadeaux 

Spinel Quadv | Bendeoux == si—i‘—sSSCS 

Veteran Quadav | Konschtat Highlands, Palborough Mines, Pashhow Marshlands 

Young Quaday _| South Gustaberg, North Gustaberg, Palborough Mines, Konschtat Highlands 

1i'Ghi Boneeater Palborough Mines ; 

Tircon Quaday Rolanberry Fields, Beadeaux 

Zo'Khu Blackoud |Becdeux $= «= fe 

5 

RABBIT FAMILY ms 
WEAKNESSES: LIGHTNING, DARK, AND WATER 


NAME 
Blood Bunny 


LOCATIONS 
Ordelle’s Caves 
Pashhow Marshlands 


Bog Bunny 
Conyon Rarab 
Cottontail 
Forest Hare 
Helltail Harry 
Hoarder Hare 
Jaggedy-Eored Jack 
Mighty Rarab 
Pit Hore 
Rabid Rat 
Sand Hare 
Savanna Rorab 


Tohrongi Canyon 
Holaris Peak 
East Ronfaure, West Ronfaure 
‘Holaris Peok = 
Dangruf Wadi 
‘West Ronfaure 
Buburimu Peninsula 
-| Palborough Mines 
Palborough Mines 
Valkrum Dunes 
East Sarutabaruta, West Sarutabaruta 
Lo Theine Plateau 

“| Ordell’s Caves 
Dangruf Wadi 
Fost Ronfaure, West Ronfaure 


Steppe Hare 
‘Vorpal Bunny : 
Wadi Hore 
Wild Rabbit 
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RAM FAMILY 


WEAKNESS: NOTHING 


NAME LOCATIONS 
Battering Ram Lo Theine Plateau 
Lumbering Lambert | Lo Theine Plateau 
Rampaging Ram Konschtat Highlands 
Tremor Ram Konschtat Highlands 


RAPTOR FAMILY 


WEAKNESS: WATER 


NAME “LOCATIONS . 
Daggerclaw Dracos | Meriphataud Mountains 


Meriphataud Mountains 


Sauromugue Skink ; Savromugue Champaign 


SAPLING FAMILY 


WEAKNESSES: FIRE AND DARK 


NAME ———_ LOCATIONS 
“Caveberry “Crawlers' Nest 
Slash Pine Ordelle’s Caves 
Stalking Sapling Batollia Downs, Ordelle’s Caves 
Strolling Sapling 
Tottering Toby ~— | Batalia Downs 
Walking Sapling North Gustaberg, South Gustaberg 
Wandering Sapling | Jugner Forest, Meriphataud Mountains = 


SCORPION FAMILY 


Konschtat Highlands, Lo Theine Plateau, Tahrongi Canyon . 2 


WEAKNESSES: LIGHT AND ICE 


NAME LOCATIONS 
Ranguemont Pass 
Crawlers’ Nest 
Ranguemont Pass 
Maze of Shokhrami 
Maze of Shakhrami 
Palborough Mines 


Cave Scorpion 
Doom Scorpion 


Giant Scorpion mi 
Labyrinth Scorpion 
Maze Scorpion 


Mine Scorpion 
Scimitar Scorpion | ‘Palborough Mines 


SEA MONK FAMILY 
WEAKNESSES: LIGHTNING AND ICE 
ER SS aS EES 
Kraken Batallia Downs, Beaucedine Glacier, Souromugue Champaign, Qufim Island 
Beaucedine Glacier 
Qufim Island 
Ship to Mhaura-Selbina 
Ranguemont Pass 
SHADOW FAMILY 
WEAKNESSES: FIRE AND LIGHT 


NAME —_ LOCATIONS 

Doppelganger Dio | Outer Horutoto Ruins 

Doppelganger Gog | Outer Horutoto Ruins 
Valkrum Dunes 


“The Eldieme Necropolis. 


‘Shadow 


SHEEP FAMILY 


WEAKNESSES: LIGHTNING AND WATER 


NAME LOCATIONS = 
Broo Beadeaux 

Brutal Sheep Jugner Forest, Valkrum Dunes 
Charging Sheep Beadeaux 

Mad Sheep Konschtat Highlands, La Theine Plateau 
Ornery Sheep North Gustaberg, South Gustaberg 
Stray Mary Konschtat Highlands 
Wild Sheep Enst Ronfaure, West Ronfaure 


SKELETON FAMILY 


WEAKNESSES: FIRE AND LIGHT 


LOCATIONS - 


Enchanted Bones 
West Ronfaure 


Garlaige Citadel 
Garlaige Citadel 


Fallen Evacuee 
Fallen Soldier 


Chast Beaucedine Glacier, Gusgen Mines 

Ghoul Jugner Forest, Valkrum Dunes, Pashhow Marshlands, Buburimu Peninsula, 
Gusgen Mines, Maze of Shakhrami, Outer Horutoto Ruins 

Lost Soul The Eldieme Necropolis, Behemoth’s Dominion, Xarcabord 


Magicked Bones East Sarutabaruta, West Sarutabaruta, Inner Horutoto Ruins 
Mummy The Eldieme Necropolis 
Nochzehrer 
Skeleton Sorcerer 
Skeleton Warrior 
Wendigo 

Wight 


King Ranperre’s Tomb 
Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 
Konschtat Highlands, La Theine Plateau, Tahrongi Canyon 
“Maze of Shakhrami, Inner Horutoto Ruins, Gusgen Mines 


Gusgen Mines, Maze of Shakhrami 


East Ronfoure, South Gustaberg, King Ranperre's Tomb, North Gustaberg, 


“Batalla Downs, Rolanberry Fields, Sauromugue Champaign, Qufim Iland, 


Zombie ; Jugner Forest, Pashhow Marshlands, Meriphataud Mountains, 
Buburimu Peninsula 
SLIME FAMILY 
WEAKNESS: FIRE 
NAME LOCATIONS 
Black Slime Outer Horutoto Ruins 
Blob Inner Horutoto Ruins 
Blubbery Bulge Davoi 
Davoi Mush Davoi 
Giont Amoeba Zeruhn Mines 


Beadeaux, Davoi 


Gloop 
Goblin Gruel King Ranperre’s Tomb 
Ichorous Ire Maze of Shakhrami 
Jelly Maze of Shakhrami, Ordelle’s Caves, Gusgen Mines 
Oil Slick 


Ranguemont Pass 


Oil Spill Gorlaige Citadel, Davoi 

Ooe ‘Beadeaux, Ranguemont Pass, Gusgen Mines, Castle Oztroja 
Protozoan Maze of Shakhrami 

Rancid Ooze Gusgen Mines, Ordelle’s Caves 

Rotten Jam Outer Horutoto Ruins 


Stroper Chyme ‘| Ordelle's Caves 


ae a ee 


i 


TIGER FAMILY 


WEAKNESSES: FIRE AND LIGHT 


NAME 
Forest Tiger 
Gigas's Tiger 
‘Nue Beaucedine Glacier 


Old Sabertooth 


LOCATIONS 
Jugner Forest 


Beaucedine Glacier 


Sauromugue Champaign 
Batallia Downs, Sauromugue Champaign 
Beaucedine Glacier 


Sabertooth Tiger 
Tundra Tiger 


TREANT FAMILY 


WEAKNESSES: FIRE AND DARK 


LOCATIONS 
Batallia Downs 
Batallia Downs 


Walking Tree 
Weeping Willow 


Batallia Downs 


WORM FAMILY 


WEAKNESSES: LIGHT AND WIND 


NAME LOCATIONS 
Abyss Worm Maze of Shakhrami 
Amphisbaena Gusgen Mines 
Bigmouth Billy East Ronfaure 

Carrion Worm “East Ronfaure, West Ronfaure, King Ranperre’s Tomb 
Giddeus 

Giddeus 
‘Waughroon Shrine 


Dirt Eater 


Earth Eater 
Flayer Franz 
Flesh Eater 
Giant Grub 
Land Worm 


Waughroon Shrine 
Dangruf Wadi 
Qufim Island 


Maze Maker Maze of Shakhrami 

Ore Eater -Gusgen Mines 

Rock Eater Konschtat Highlands, La Theine Plateau, King Ranperre’s Tomb, Dangruf Wadi 
Stone Eater South Gustaberg, North Gustaberg, King Ranperre’s Tomb 


Tunnel Worm East Ronfaure, North Gustaberg, South Gustaberg, West Ronfaure, 


Zeruhn Mines 


WYVERN FAMILY 


WEAKNESS: DARK 


NAME LOCATIONS 
Orc’s Wyvern Davoi 


YAGUDO FAMILY 
WEAKNESS: ICE 
NAME a LOCATIONS e 
Eyy Mong the lronbreaker Giddeus 2 
Hoo Mjuu the Torrent Giddeus pa = 
Juu Duzu the Whirlwind | Giddeus =~ 
Mee Deggi the Punisher Castle Oztroja a 
Moo Ouzi the Swiftblade Castle Oztroja f 
Quu Domi the Gallant Castle Oztroja 
Yoo Hujo the Erudite Giddeus 
Yuu Pugu the Beguiler Giddeus to 
Yoo Haga the Profane Castle Oztroja = 
Yogudo Acolyte | East Sorutabaruta, Giddeus, West Sorutabaruta, Tahrongi Conyon ; 
Yagudo Conquistador Castle Oztroja 
Yogudo Drummer ; Souromugue Champaign, Castle Oztroja 
Yogudo Herald _Souromugue Champaign, ¢ Castle Oztroja 
Yagudo Initiate ==] East Sarutabaruto, Giddeus, West Sorutaborut, Tahrong Gonyon_ ~ 
Yagudo Interrogator Sauromugue gue Champaign, Castle Oztroja ; " 
Yagudo Lutenist Castle Oztroja 
Yagudo Mendicant Giddeus, Tahrongi Canyon, Meriphataud | Mountains 
Yagudo Oracle yt ass Sauromugue . Champaign, Castle Oztoja Mo 
Yogudo Persecutor Giddeus, Tahrongi Canyon, Meriphatoud Mountains 
Yagudo Piper ‘| Giddeus, Tahrongi Canyon, Meriphatoud Mountains 
Yogudo Priest ~ Giddeus, Meriphatoud Mountains, Castle Oztrojo, 
Sauromugue Champaign 
Yagudo Prior Castle Octroja i 
Yagudo Scibe | East Sarutabaruto, Giddeus, West Sarutabaruta, Tohrongi Conyon 
Yogudo Theologis . Giddeus, Verighotud Mountains, Castle Ozt Oztroja, 
Sauromugue Champaign 
Yagudo Votary Giddeus, Meriphataud Mountains, Castle Oztroja, 
Sauromugue Champaign 5 
Yagudo Tealot Castle Oztroja Zz = 
Zhuu Buxu the Silent Giddeus = 
273 
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mer hatas Magic Bursts, aad Monsters: 


To help you put the Family version of the Bestiary into perspective, we've included 
a Skillchain Table. When you're out battling, there are three pieces of information 
that you need to become familiar with juggling automatically: (1) Skillchain/ Magic 
Burst combos, (2) Monster Family elemental weaknesses and (3) which attacks and 
spells have which elemental attributes, Fortunately all three can be condensed into 
simple, easy to reference tables, 


First of all, what are Skillchains and Magic Bursts? A Skillchain occurs when you 
chain together two or more Weapon Skill attacks. In order for a Skillchain to occur, 
you must combine the appropriate Weapon Skill attacks in the appropriate order, 
one right after the other. You cannot just try to combine any Weapon Skill attack! 
Use the table below to help you figure out which ones combine into a Skillchain 


A Magic Burst occurs when a spellcaster in your party casts a magic spell at the end 
of a Skillchain that corresponds to the Skillchain’s elemental attribute(s). A Fire spell 
at the end of a Liquefaction would cause a Magic Burst. 


To maximize the damage dealt, perform a Skillchain + Magic Burst that corresponds 
to the monster's elemental weaknesses, That's more difficult to achieve when your 
party is at a lower level and has fewer Weapon Skills and Spells to work with. 


For example: Your party is taking on a Maze Scorpion in the Maze of Shakhrami. 
Scorpions are weak to Fire and Light type attacks and spells. If you have a Monk 
and a Sword-User in your party, chain together the Sword WS Burning Blade with 
the Hand-to-Hand weapon skill, Combo to create a Fusion Skillchain. Fusion 
Skillchains have both Fire and Light as their elemental attributes—it’s going to hurt 
the Maze Scorpion. A mage would be able to cast Fire on the Scorpion during the 
final WS animation to cause a Magic Burst and cause even more damage. Pretty cool, 
huh? 


If you are serious about using Skillchains—you won't have the ability to do anything 
extraordinary until your party has more Weapon Skills and Magic Spells in their 
arsenal—use these charts until you can look at a monster and identify its weakness- 
es and how to exploit them from memory. Then you'll really be a fighting machine! 
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ELEMENTAL EQUIVALENCIES MONSTER FAMILY 
SKILLCHAIN TYPE(S) WEAKNESSES AT A GLANCE 


ELEMENT LEVEL 1 LEVEL 2 SPELL TYPE(S) FAMILY NAME ELEMENTS 
Fire @_|____tiqefacion | Fasn 


Fire, Burn, Ice Threnody ean a 
light ©) | —__Transfxion | Fusion | Cure, Holy, Di, Banish, Dork Threnody OO s 
Wind @)_|___Detonan | —__Fragmentaton | Aero, Coke, Silence, Earth Threnody Bee = 
a a a = eye s 
Earth 1a ae Stone, Break, Slow, Ras, Lightning Thenody Bird 
Dark © | __anpresin | rvinfon_ Bi, Blind, Dispel, Drain, Sleep, Absorb Light Threnody Bomb ® 
a = 2 
Ice @) | Induraton =| Cistortion = Blizzard, Frost, Freeze, Poralyze, Bind, Wind Threnody Cockatr QO 
Coeurl #) 
Crab 
; retake : SKILLCHAIN CHART ©O@ 
You may hear the term Renkei used when discussing Skillchains on the internet or dur- Pie ee ee Crawler @le@IO 
; aa ike eapon Skill Class 
ing the game, Renkei is the Japanese name for Skillchain, ERR Demon O) 
Dhalmel ©) @ 
HTH = Hand to Hand 
DAG = Dagger 
SWD = Sword 
Combo GSD = Great Sword 
Shoulder Tackle : 
AXE = Axe 
R i" iin 1 Fists xi 
Spinning Attack @ GAX = Grear Axe 
xe SCY = Scythe 
Flat Blade : 
Circle Blade @ PLM = Polearm 
Raging Axe @ CLB = Club 
Spinning Axe @ SS 
Shield Break @ KTN = Katana 
Armor Break nee A . 
Thund Thrust @ GKT = Great Katana 
Raiden Thrust BOW = Bow 
Shining Strike GUN = Gun 
Seraph Strike 
arian HOW TO READ THE SKILLCHAIN 
“oe seis ° CHART 
- Locate the Weapon Skills you want to 
use on the chart. If arrows connect a 
them, then you can use them in a = 
Skillchain. The direction of the arrow = 
between boxes indicates the order in = 
which the Weapon Skills must be done. 2 
For example, to create a Fusion skill 4 


chain between Red Lotus and Combo, 


Red Lotus must be performed first 
then Combo. If the Weapon Skill Ram 
name has a (1) or a (2) by it, thar indi- 
cates that there are two possible com- 
binations using that attack, T he num- 
ber indicates which Skillchain gets pri- 
ority. For example, you want to per- 
form a Skillchain with Wasp Sting and 
Red Lotus. Wasp Sting followed by 
Red Lotus can produce either a 
z Detonation Skillchain or a 
Freezebite @ Liquefaction Skillchain, but the 
Smash Axe @ Liquefaction version will always get 
Shadow of Death @ 
Skullbreaker @ 
Blade: To @ 
Tachi: Hobaku 


‘Skeleton 


priority over the other. 


Level 2 Skillchains are indicated by a 
double arrow. These Skillchains are 


only more powerful in that they have 


two elemental attributes. 
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ELVAAN MALE ELVAAN FEMALE GALKA HUME MALE HUME FEMALE MITHRA TARUTARU MALE | TARUTARU FEMALE 


APPENDICES Races MS 


Magic plays a large role in MMORPGs and FINAL FANTASY X1is no exception, This section lists all of the spells and songs that all of the Spellcasting jobs can learn through 
level SO. Remember: To learn a spell or song, your character first must be at the required level and you must find or purchase the scroll containing the spell you want to learn, 


When going on long battle expedition, it's a good idea to purchase spell scrolls for your next experience level ahead of time so that you can use them as soon as you level up! 


§ ee White Mage Spells 


SPELLNAME LEVEL MP ELEMENT TYPE CASTING TIME RECAST TIME —_ DESCRIPTION 


Cure ptf 8 | tight | Healing | 200 | 5.00 Restores gets HP 

3 7 J tight necting [1.00 [5.00 Lowers an enemy's defense and gradually deals light elemental damoge. 

4 | 6 | be | Enfoobing | 3.00 | 10.00 | Paralyzes target. Pt 
pS | ts | tight | tivine | 200 | __ 15.00 | Delight elemental damage fo an enemy. 
| 5 {12 [Wind | Enhoncing | 050 = [1000 Increases resistance against earth fe for party membe members within within area of effec. 

6 | 8 | tigt | nhancing [1.00] 5.00 | Removes poison from target e 


Proted oe ee Enhances target's defense, 

Protectra ee Se | tight | En mews 15.00 | Enhances defense for party members within area of effect. 

Barsleepra es Enhances resistance against sleep for party members within area of effect 
Parco] 9 | 2 | tight | Heating | 1.00] 5.00 Removes prays rom gt. 


Barwatera | 9 | 12 {lightning | Enhancing | 0.50 | -——-'10.00 | Increases resistance against water for party members within area of effect. 
Aquavit ee ee Reduces chance of having ose nterupted. 

-Barpoisonra | Ce RS re oe Enhances resistance against poison for party members within area of effec. 
Cure a Restores forgets HP 
Barparalyzra | | 22 | Fire | nha ee eae | Enhances resistance against paralysis fo for party members within area 0 of effed. 
ro 
Slow [os | ts | orth | nfeebing [2.00 | 20.00 Reduces enemys attack speed 
a A 
Bonishgo ree ee ee ee Deals light elemental damage to enemies within area of effec. = 
Deodorize | _15 | 10 | Wind | Enhancing | 200 —|_—_—8.00_—|_ Lessons chance of beng detected by smell 
Sione [| 15_| 16 | Wind | Enesing_| 300] 10.00__| Sens get. 
Curaga : ee) Ew | Light | Healing | | 450] 10.00 | Restores HP of all party within area of effec. 


Barfira 112 | Water | Enhancing | | 0.50 | —--10.00 | Increases resistance agains fire for party members within area of effect 

Shel | 7 {18 [tight [Enhancing | 1.00 |—5.00_—_—_|_Emhances targets magic defense : 
Shellra 18 | ight | hening | 3.00 | 15.00 | Enhances magic defense for party members within area of effect. 

Borbindra or Lae ew flight | Enhancing _| fe enero. CaM ES Enhances resistance ogoinst bi blindness for party members within area of effec. 
Diaga | Lowers defense of enemies within area of effect and gradually deals light = 


Enfeebling 
elemental damage. 


Bink E19 | 20 | Wind | Enhancing | __ 6.00 10.00 __| Creates shadow images that each absorb a single tack dred ot you. 
Silena | 19 | 4 | tit =| Healing =| = 1.00] 5.00 Removes silence and mute from target. 
Sneak | 20 | 12 | Wind | tnhoncg | _300_|_10.00_|_ Lesser chance of bing detected by sound 
Borblizzara Em 12 | Fire | Enhancing | | oe | | 10.00 Increases resistance against ice for party members within area of effec. 
Cot ft tight [Heng [2506.00 Restores age 

Regen || t5 | tight [Enhancing | 4.00 | 12.00 Grout restores tare’ He 

Barsilencera =| 23 | 30 | ke | ncing | 5.00 zo Enhances resistance against silence for party members within area of effect. 

Borthundra =] 25 —— | 0.50 | —-—-10.00 | Increases resistance against lightning for party members within area of effect. 
ivsile [25 [1S | Wind | Enhancing [3.00 | 10.00 __|_tessens chance of bing detec by sight 
Raise | 25 | 150_| tight | Heong [15.00 60.00___| Revives target from KO. 

rte I [toh ing [ts 8s | Enhances target’ defense 
Protectra Il | 7 | 28 | tit | Enhancing | 375 | 1600 |. Enhances defense for party members within area of effect. 
Stoneskin pe fy | tanh | anny | 7001000 Absorbs a certain amount of damage from physical and magical attacks. 
Cursna Sem Ew - ie | a ae g Removes curse and bane from target. 


SPELLNAME LEVEL ELEMENT TYPE CASTING TIME RECASTTIME DESCRIPTION 


Bons I Pat Ti | om [as ne | Deak light elemental danage fo an eneny. 
Curaga II | 31 | 120 | tight | Healing «| 475 10.25 Restores HP of all party members within area of effect, 


Erase | 32 | 18 | tight | Enhancing | 250 =| 1500 | Removes one detrimental magic effect from target party member. 
Reraise | 33 | 150 | tight =| Healing $=} = 800 60.00 Grants you the effect of Raise when you are KO'd. 
Vira 4a |i] Heng 1.00 [5.00 Removes dszose and plague from gt 


a ee 
) Telepor-Dem | 36_| 75 {Wind | tnhoning | 2000 {| 10.00 
) 


Lowers an enemy's defense and gradually deals light elemental damage. 
Transports qualified party members within area of effect to Dem. 


Teleport | 36 [75] Wind__| tohoncng | __ 2000 | __ 10.00 
Teepor'Men | 36 | 75_| Wind | fohoncng | __ 2000 {| __ 10.00 
a 
ST 
Tlepor-Ahep [38 | 100_| Wind | fahancng | __2000 | __ 10.00 
Telpor-Yhoot_ | 38 | 100_| Wind | tshoncng [20.00 | 10.00__ | 
Barvira | 39 =| 50 | — Woter | Enhancing | 500 | 1000 | Enhances resistance against disease for party members within area of effect. 
Stona 39 | 40 | tight | Healing | RECs Removes petrification from target. 

Banishga Il | 40 | 120 | tight =| Divine =| = 450] 3000 Deals light elemental damage to enemies within area of effect, 

Haste | 40 | 40 | Wind | Enhoncing | 300 | 2000 | Increases target's attack speed. 
Gwe [taf igtt | Heting | 250800 Restores ges 
Teleport Vokel_| 42 | 100] Wind__|fahonéng_ | 2000 | 10.00 
Borpero {340 | Wind | enhonng | 5001000 
Protect Ill | 47] 646 | ~—stight’ | Enhancing | 301.50] 5S Enhances target's defense. 
Protectra Il | 47 | 46 | sight’ ~— | Enhancing | = 450] S700 Enhances defense for party members within area of effec. 
Holy | 50 | 100 | tight | Divine | 075 | 6000 | Deals light elemental damage to an enemy. 


Transports qualified party members within area of effect to Holla, 
Transports qualified party members within area of effect to Mea. 


Enhances target’s magic defense. 


Enhances magic defense for party members within area of effect. 


Transports qualified party members within area of effect to Alteppa. 


Transports qualified party members within area of effect to Yhoattor. 


Transports qualified party members within area of effect to Xarcabard. 
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Enhances resistance against petrification for party members within area of effect, 


Black Mage Spells 


! SPELLNAME LEVEL MP ELEMENT TYPE CASTING TIME RECASTTIME DESCRIPTION 


Stone P| 9 | Fath | Eementol_ 1.50 | 6.50 Deals earth damage toon enemy. 
Poison | 3 | 5 | Water Enfecbing | 1.00 __—|_—=5.00__|_Paisons on enemy and gradually reduces its HP 
Blind | 4 | 5 | Darkness | Enfeting | 200 | 10.00 | Bnd an enemy, lovers is acray. 

Water | 5 | 13 | Woter | Hemental | 175 | —_—775__|_Decls water damage to on enemy. 
Bind | 7 | 8 |e | Eenfetlng | 200 | 40.00 | Binds on enemy in place, immobilizing it. 
hero | 9 | 18 | Wind | foment [200 | 9.00 | Deas wind damage fo an ene. 

Bio ee ae a Deals dark damage that weakens an enemy’s attacks and gradually reduces its HP. 
Blaze Spikes ae zoe | Fire | | Enhancing | = 3.00 ie Covers you with magical fire spikes. Enemies that hit you toke fire damage. 


Drain 


| i2_ | 21 Darkness | Dork | 3.00 | 60.00 __ | Seo an enemy’ HP. neffecve against undeod. 


Fire aa 2S Se ge Deal fire damage toon enemy. 
Stonega | 5 |_| orth] Elemental [250 | 11.00 __|_Decs earth damage to enemies within area of effec 
Shock | 16 | 25 [Lightning | Elemental | 250] ——_—(10.00 _|_Decs lightning damage that lowers on enemy's Mind ond gradually reduces its HP 


Blizzard 


| 7 | | ke | omental [250] so 


Deals ice damage to an enemy. 


Warp “Transports you to your home point. 
Rasp | Elemental | Deals earth damage that lowers an enemy's Dexterity and gradually reduces its HP. 
Watege |_19 [| «7 | Wor | tnencl | 275 | 1225 | eb ae amage ones vin ceo fe 


Choke 


| | 25 | Wind | omen | 250 | 1000 


Deals wind damage that lowers an enemy's bold and gradually reduces its HP. 


ke Spikes | 0 | 6 | te | F300 [| 10.00 | Coversyou wih mag ce spikes. Enemies tha i you tke ke dame. 
hep EP A WC Pls an enemy ole. 
Thunder 5 Deals lightning damage to an enemy. 


RR 2a TN "PT 
leg eee 
wn | [as [fie [tones [250 [1000 | 


Deals ice damage that lowers an enemy's Agility and gradually reduces its HP. 
Deals wind damage to enemies within area of effect. 
Deals fire damage that lowers an enemy's Intelligence and gradually reduces its HP. 


Poisonga Ve ee | 4 6] OW | Water | a Se a ea Poisons enemies within area of effect and gradually reduces their HP. 

Aspir easel Leave | Darkness | Dork | 300 | 6000 | Steals on enemy’s MP. Ineffective against undeod. 

Tow | | _% | Owes | Ook | 300 | 1000 | ogra 04g tovad 

Stone! | 26 43th | lementol_ | 3.25 | 14.50 | Deals arth damage to an enemy. 

Drown oe | Water | ont | stoe Deols water damage that lowers an enemys Strength and gradually reduces its HP 
Firaga 12 | | Fire | Elementol | = =9350)] 15.05 Deals fire damage to enemies within area of effect. 

Escape 4h I5 | tees I ig_ | isp to Transports party members within area of effec out of « dungeon. 

Shock Spikes _ zm | 24 | Lightning | thy | a] eT Covers you with magical lightning spikes. Enemies that it you take lightning damage. 
Woe i SL Deas water damoge toon ene. 

Sleepga a | | ons | toeing | 300 | noo Puts to sleep all enemies within area of effect. 

Blizzaga_ Swe ss ae a Desi | mea ee Deals ice damage to enemies within area of effect. 


Aero II 
Biol 
Thundago 
Fire Il 


ow | so | Wind | tementl [3.75 | 17.00 | Deas wind damage toon enemy. 
| 35 | 66 | Darkness | SS Qe Sea ee Deals dark damage that weakens an enemy's attacks and gradually reduces its HP 
{36 | 95 | Lightning | flementol | 400 | W775 | Deals lightning damage to enemies within areo of effec. 
a6 [| fie | then | 425 | 1850 |r fre anage on ey. 


Stonega Il | 40 | 109 | Forth =| Elementol | = =425 =| S190” ‘Deals earth damage to enemies within area of effect. 
Wop fa | 150_| Darkness | Enhancing [5:00 | 10.00 __| Transports target party member to his home point 

Slept | 4i_ | 29 | Darkness | tnfeebing | 300 | 30.00 Puts an enemy to sep. 
BizwordtN | a2 [7 |e | emenicl_ [450 | 19.75 els ice damage to an enemy. 

Poison | 43 | 38 | Wer | Enfecblng | 1.00 5.00 Poisons an enemy and gradually reduces is HP 


Wotego!_ | 44 | 123 | Woter__|tlemenial_[ 4.50 20.25 | Dens water damage to enemies within area of effec. 
Thunder tg fee | is _ nie Deals lighning damage to an enemy. 


Aecgoll | 48 | 138 | Wind | tlementol_[| 500 | _21.75 | Deol wind damage tenes win ore of fet. 
Freeze | 50 | 307 | ke | ementol | 1775] atc Deals ice damage to an enemy and lowers its resistance against fire. 
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BS SPELLNAME LEVEL MP ELEMENT TYPE CASTING TIME RECASTTIME DESCRIPTION 


Dia 
Cure 
Stone 
Poison 
Barstone 


Poralyze 


Protect 
Barsleep 
Blind 
Barwater 
Water 

Bio 
Barpoison 
Bind 
Barparalyze 
Aquaveil 


Baraero 


“Slow 


Aero 
Cure Il 
Deodorize 
Diaga 


Enthunder 
Shell 
Barfire 
Enstone 
Barblind 
Silence 

Fire 

Blaze Spikes 
Enaero 
Sneak 
Barblizzard 
Regen 
Gravity 


‘Enblizzard 


Barsilence 
Blink 
Enfire 
Blizzard 
Barthunder 
Invisible 
Sleep 
Cure Ill 
Protect Il 
Enwater 
Thunder 
Dia Il 


; Dispel 


‘Red Mage Spells 


Ree | 1.00 | 5.00 | Lowers an enemy's defense ond gradually deals light elemental damage. 
P| 8 | tight | Heating | 200 | 5.00 Restores targets HR 
P49 [toh | ements] 1.50 | 6.50 Deals earth damage to an enemy. 
| 5 | 5 | Water | |} 1.00 | 5.00 | Poisons an enemy and gradually reduces its HP 
Ps 6 | Wind | Enhancing | 0.50 | 10.00 Increases your resistance against earth, 
p 6 | 6 | te | Enfeebing | 300 | 10.00 arayzes target. 

P79 | tight [enhancing 1.00 | 5.00 Enhancs rg defense 

p 7 | 7 | tight | Enhancing [250 | 10.00 | Enhances your resistance aginst sleep. 
| 8 |S | Darkness | Enfeelng | 2.00 | 10.00 Blinds an enemy, lovers its acura. 
| 9 | 6 | tighining | Enhancing | 050 | —_10.00 | Increases your resstonce against wae. 
| 9 | 13 | Woter__ | lemeniol_| 1.75 | 7.75 | Deals water damage to an enemy. 
Bme = | Dork =| 1.50 |= 5.00 ‘Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 
| of 9 | tight | Enhancing | 2.50 | 10.00 | Enhances your resistance against poison aay 
Pf 8 |e | Eceobing | 200 | 40.00 | Binds an enemy in place, immobiing i. 
pi? | i | fre | tnhancng [250 | 10.00 | Enhances your resistance against paralysis. 
| 2] 12 | Woter | Enhancing [5.00 | 10.00 Reduces chance of having a spl interrupted. ae 
P13 | 6 [ke | ahancing_ | 0.50 | 10.00 Inczeases your resistance agains wind 
| 13 | 1s | torth | nesting | 2.00 | 20.00 Reduces an enemy’ attack speed. 

| 4 | 8 | Wind | fementol | 2.00 | __9.00 Deals wind damage to an enemy. 
—————————— Restores trge's HP 
pts | 10 | Wind | Enhancing | 2.00 | 8.00 | Lessens chance of being detected by smal 


Mab eS Base En 2 ieee 


elemental damage. 
| 16 | 12 | tighining | Enhancing | 3.00_—|_—_—'10.00 _| Adds lightning damage to your atc 
P| 8 | tight enhancing | 1.00 5.00 | Enhances targets magic defense 

Pi | 6 | Water | Enhancing | 0.50 | 10.00 | Increases your resistance against ire 
Ef ttf eth 1 heres | __3td__ttt Adds earth damage to your attacks. 


Enhances your resistance against blindness, 

~ Silences target. 
Deals fire damage to an enemy. 
Covers you with magical fire spikes. Enemies that hit you take fire damage. 
Adds wind damage to your attacks. 


se | eo. wae | i Lessens chance of being detected by sound. 
| 2 6 | fice | Enhancing} 0.50 —_10.00__|_ Increases your resistance against ce. 
Pi] 15 [tight | tnhancing [400 | 1200 | Gradually restores target’ He 

| 7 | 624 | ~~ Wind =| Enfeebling | 1.50 | 60.00 | Weighs an enemy down and lowers its movement speed. 
|| 2 | ke | tahancng | 3.00 | 10.00 | Ads ice damage o your atacs. 

P| ts [ke | trhancing [250 | 10.00 Enhances your resistance agains lene. 
| 23 | 0 | Wind | | 6.00 | ~——'10.00 | Creates shadow images that each absorb a single attack directed at you. 
py | iz [fire | tahancing [300 | 10.00 Ad fre damage o your attacks 
| 4 | 30 |e | menial [250 | 11.50__| Deals ice damage toon enemy 
| 5 | 6 | toh | nhoncing_ | 0.50 | 10.00 Increases your resistance agains lightning 
p25 | 15 | Wind | Enhancing | __3.00_|__10.00 _|_Lessens cance of beng detected by sgh. 
| 25 | 19_| Darkness | Enfeebing | 2.50 | __30.00__|_ Pusan enemy to shop. 
| | | bight | Henn 250 | 6.00 Restores tga’ HP 
| 27 | 8 | bight enhancing 1.25 | 5.25 | Enhances target’ defense 

po | 2 {ke | trhancing [300 | 10.00 | Ads water damage to your attacks 

| 29 | 37 | tightnng | lementol_[ 3.00 | 13.00 | Deas ghning damage to an enemy. 
iz | 1.50 | 6.00 | Lowers an enemy’s defense and gradually deals light elemental damage. 
| 32 | 25 | Darkness | Enfeebling | 300 | 1000 ‘| Removes one beneficial magic effect from an enemy. 


SPELLNAME LEVEL MP — ELEMENT — TYPE — CASTING TIME —RECASTTIME DESCRIPTION 

Phaorx | 33 | 2g tahaning | 300 | 10.00 

Stoweskin | 34 | a9 | or | tnhaning | 7.00 | 30.00 

Stool | 35 | toh | element | 3254s 

a a 

ST 
| 130_| ! 


Raise 


Gives you « certain amount of damage resistance. — 
Reduces damage you take. 

Deals earth damage to an enemy. 
Deals dark domage that weakens an enemy's 0 attacks and gradually reduces its HP. 
Enhances target’s magic defense. 


Revives target from KO. 
Barvirus Enhances your resistance against disease. 


Ice Spikes 


wae | «| Si_| Wow | ton | 350 | 1575 
Rohesh fat | tight | eahancng | 5001800 
Bape ee 


Diaga II le Enfeebling 
elemental damage. 


hero | 57 | Wind | omentol_ [375 | 17.00 __|_ Deas wind damage oan ene. 
Sep a Saran a Pusan enemy fo lee 


Covers you with magical ice spikes. Enemies that hit you take ice damage. 
Deals water damage to an enemy. 
Gradually restores target's MP. 

Enhances your resistance against petrification. 
Lowers defense of enemies within areo of effect and gradually deals light 


Poison II | 46 | 638 | ~~ Water ~— | Enfeebling | =1.00— | 500 Poisons an enemy and gradually reduces its HP 

Protect hf fa tight | tnhancing [1.50 | 5.50 nance deere. Rees 
Gore | fa] tight | Henin] 250 | 8.00 Restores gr 

Hose ff af Wind | ehonng | 3.00 | 20.00 Increases age tack speed. 


Deals fire damage to on enemy. > 


ee 


ix Paladin Spells 


SPELL NAME _ LEVEL MP ELEMENT TYPE CASTING TIME — RECAST TIME _ DESCRIPTION 


Fire Il 


Cure | 5 {8 | tight | Healing | Restores target SHE. 

Bonih fs | tight tive | 200 | 15.00 Deal ight elemental damage toon enemy, P bea 
Protec tof fight | tring | 1.00] 5.00 ethane ret’ defense, 

Get Tf tight Heating [225550 Restores ges ne 
Shell | 20 | 18 | tight | Enhancing | 100 | 500 | Enhances target’s magic defense. cad 
Guetta aight [Heng 250 | 6.00 Testes ges 

Protect | 30 | m8] tight thong | 125525 Enhances age’ defense. 


Bonshtn | 34s? tight | Divine | 375 | __ 30.00 __| Doo ight leet damage toon enemy. _ 
p40 | a7 | ight | Enhancing J 1.25 5.25 Enhances age’ magi defense 


. | 50] 46 | tight | Enhancing | 1.50 | 5.50___ Enhances target's defense 
ee Summoner Summons 


i Ae 
} SPELL NAME LEVEL MP ELEMENT TYPE CASTING TIME RECAST TIME — DESCRIPTION 


Poi | io | Fie | Summon _[ 100 [1000 | 


Shell |! 
Protect III 


Summons a Fire Spirit fo fight ‘by your side. 
Summons an Ice Spirit to fight by your side. 
Air Spirit Summons an Air Spirit to fight by your side. 

Water Spirit Summons a Water Spirit to fight by your side. 
Light Spirit ii mon Summons 0 Light Spirit to fight by your side. 


Fire Spirit 


Ice Spirit 


Dark Spirit _Summons a Dark Spirit to fight by your side. 

Corbuncle Summons Carbuncle to fight by your side, a 

Ifrit Summons Ifrit to fight by your side. 

Titan Summons Titan to fight by your side. 

Leviathan ‘Summons Leviathan to fight by your side. ais 
Garuda Summons Garuda fo fight by your side. 

Shiva Summons Shiva to fight by your side. os at) 


Rare ft fT tighing [Summon | 5003000 


Summons Ramuh to fight by your side. 
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SPELLNAME LEVEL MP ELEMENT TYPE CASTING TIME RECAST TIME DESCRIPTION 


Knights Minne | 1 | 0 | — light | Singing | 800 | 24.00 -—_| Enhances defense for party members within area of effec. 
Valor Minvet =| 3 | nw | tight | Singing | LOB al Enhances attacks for party members within area of effect. 
Army's Paeon | 5 | 0 | tight | Singing =| = 8.00] 400 Gradually restores HP for party members within area of effect. 
FoeRequiom [7 | 0 | tight | Singing | 200___|_24.00 | Deas sonic damage to enaies 

Herb Pastoral | 9 | 0 | tight | Singing =| 800] 400 Enhances resistance against poison for party members within area of effec, 
light Thenody | 10_| 0 [Singing | 2.00 | 24.00 Reduces an enemy’ resstonce agin ih. 

Sword Madrigal ee ea Enhances melee attack accuracy for party members within area of effect. 
Dork tenody | 12] 0 | tht | 200 | 24.00 | Reduces on enemy’ resstonce aginst darkness. 
Sheepfoe Mambo a Enhances evasion for party members within area of effect. 
Earth Threnody | 14 | fo Amaia Wid aon Soe a ae Reduces an enemy's resistance against earth, 

Army's Paeon II | 15 | 0 | tight | Singing | 800 | 2400 | Gradually restores HP for party members within area of effect. 
Foe aby | 16 | 0 | ness | Singing | __2.00 | 24.00 Pats an enemy to sep. 
Water Threnody | 16 | 0 | Lightning | Singing | 200 =| 2400 | Reduces on enemy's resistance against water. 
FoeRequiom tt | 17 | 0 | tight | Singing _|__200__ | 24.00 Deals snc damage fo enries. 

Wind Threnody E=2nE | ke | Singing | So | 7400 Reduces an enemy's t resistance against wind. 
Scop's Operetta | 19 {| 0 | tight | Singing =} 8.00] 4.00 Enhances resistonce against silence for party members within area of effect. 
Fire Threnody ee Reduces an enemy's resistance against fire. 
Knights Minne | 21 | 0 | Light | Singing | 800 | 24.00 | Enhances defense for party members within area of effect. 
Enchanting Etude ee ee ee Enhances Charisma for party members within area of effet. 
keThrenody | 22 | 0 | fe | Singing | 2.00 | 24.00 | Reces an enemy’ resstnce ogi ic 

Volor Minuet I | 2B | 0 | tight | Singing | 800 | 20 | Enhances attacks for party members within area of effe. 
Ling. Threnody | 24 [0 | forth | Singing | 200 =| —24.00__—|_Reduces on enemy’ resistance aginst lightning 

Spirited Etude a Enhances Mind for party members within area of effec. 
Moge’sBallad | 25 | 0 | tight | Singing | 800 | 24.00 | Gradually restores MP for party members within area of effect. 
Learned Etude eS EO Enhances Intelligence for party members within area of effect. 
Horde Lullaby | 7 =| 0 | Darkness | Singing | 200 | 2400 | Puts enemies within area of effect to sleep. 
Quick Etude | 2 | 0 | tight | Singing | 800 | 2400 | Enhances Agility for party members within area of effect. 
Advancing March | 29 | 0 | tight | Singing | 800 | 2400 | Increases attack speed for party members within area of effec. 
Vivacious Etude | 30 | 0 | toh | Sing _| 800] co Enhances Vitality for party members within area of effect. 
Hunter's Prelude | 31 =| 0 | Ligh | | 400, | 24.00 Enhances target party member's ranged atfack accuracy. 
Dextrous Etude | 32 | 0 | slight | Singing «=] = 800s] Shs Enhances Dexterity for party members within area of effect. 

Fowl Aubode | 33 [| 0 | light’ | Singing | 8.00 =| 2400 Enhances resistance against sleep for party members within area of effect 
Magic Finale | | 0 | taioess |] Sogng | __ 200 | 400 Removes one beneficial magic effect from an enemy. 
Sinewy Etude | 34 | 0 | Light __ a a rere) 
Army's Poeon Ill Os Gradually restores HP for party members within area of effect. 
Light Corol =| 36 reap oy tes | BC RE Ca Increases resistance against light for party members within area of effect. 
Foe Requiem Ill OE Deals sonic damage to enemies. 

Forth Corol =| 38 | 0 | tight’ | Singing =] == 8.00 | 24.00 | Increases resistance against earth for party members within area of effec. 
Battlefield Elegy a Reduces an enemy's attack speed. 
Water an ae ae 2 Increases resistance against water for patty members within area of effect. 


Wind Corot =| 42 | 0 | 24.00 | Increases resistance against wind for party members vin area of effect, 
Valor Minuet III ———— Enhances attacks for party members within area of effect. 

Fire Carol | 44 | 0 | Water | Ges Increases resistance against fire for party members within area of effect. 
Army's Paeon IV a Gradually restores HP for party members within area of effect. 
Ice Carol Ks in ee i ee ee ee ee Increases resistance gait i ice for party members within area of effect 
Foe Requiem IV ee Deals sonic damage to enemies. 

Lightning Caro [4 | 0 | tight | Singing | P= 2360) — | Increases resistance against lightning for party members within area of effect 
Goblin Gavotte | 49 | 0 [tight | Singing | a Enhances resistance against bind for party members within area of effect. 
Dark Carol | fear me ee | 400 Increases resistance against darkness for party members within area of effect. 


Le ive 


SPELL NAME 
Tonko: Ichi 
Utsusemi: Ichi 
Raiton: Ichi 
Suiton: Ichi 
Doton: Ichi 
Huton: Ichi 
Hyoton: Ichi 


Katon: Ichi 


Kuroyomi: ii [19 | 0 | Darkness | Wists 
P23 [|e ints» [00 
Dokumort thi 27 | 0 | Water | Wino | 400 
ee a ee 


Hojo: Ichi 


Jubaku: Ichi 
Tonko: Ni 
Utsusemi: Ni 


Doton: Ni 
Raiton: Ni 
Suiton: Ni 
Huton: Ni 


Hyoton: Ni 


Kurayami: Ni 
Hojo: Ni 


Ninja Ninjutsu 


LEVEL 


MP 


ELEMENT TYPE CASTING TIME RECAST TIME 


p 9 | 0 | Wind | visu | 400 aco 
BERLE bad She So 2 
CL Lae ee ee 


8 Ma Thal 
Rai fol it 
aE 


45.00 
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= 
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| 
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DESCRIPTION 

Uses the ninja tool, “shinobi-tabi.” Lessens chance of being detected by sight. 
Uses the ninja tool, “shihei.” Creates Darkness images that each absorb a single 
attack directed at you. 

Uses the ninja tool, “hiraishin.” Deals lightning damage to an enemy and lowers 
its resistance against earth. 

Uses the ninja tool, “mizu-deppo.” Deals water damage to an enemy and 
lowers its resistance against lightning. 

Uses the ninja tool, “maki-bishi.” Deals earth damage to on enemy and lowers 
its resistance against wind. 

Uses the ninja tool, “kawahori-ogi.” Deals wind damage to an enemy and lowers 
its resistance against ice. 

Uses the ninja tool, “tsurara.” Deals ice damage to an enemy and lowers its 
resistance against fire. 

Uses the ninja tool, “uchitake.” Deals fire damage to an enemy and lowers its 
resistance against water. 


Uses the ninja tool, “sairui-ron." Blinds an enemy. 
Uses the ninja tool, “kagi-nawa.” Reduces an enemy's attack speed. 


Uses the ninja tool, “kodoku.” Poisons an enemy. 

Uses the ninja tool, “jyusatsu.” Poralyses an enemy. 

Uses the ninja tool, “shinobi-tabi.” Lessens chance of being detected by sight. 
Uses the ninja tool, “shihei.” Creates Darkness images that each absorb a 
single attack directed at you. 
Uses the ninja tool, “moki-bishi.” Deals earth damage to an enemy and lowers 
its resistance against wind. 
Uses the ninja tool, “hiraishin." Deals lightning damage to an enemy and lowers 
its resistance against earth. 

Uses the ninja tool, “mizu-deppo." Deals water damage fo on enemy and lowers its 
resistance against lightning. 

Uses the ninja tool, "kawahori-ogi.” Deals wind damage to an enemy and lowers 
its resistance against ice, 


Uses the ninja tool, “tsurara.” Deals ice damage fo an enemy and lowers its 
resistance against fire. 


Uses the ninja tool, “uchitake." Deals fire damage to an enemy and lowers 
its resistance against water. 


Uses the ninja tool, “sairui-ran.” Blinds an enemy. 
Uses the ninja tool, “kagi-nawa.” Reduces an enemy's attack speed. 
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SPELL NAME 
Stone 
Poison 
Drain 
Water 

Bio 

Aero 
Aspir 

Bind 

Fire 
Poisonga 
Blizzard 
Sleep 
Absorb-MND 
Tractor 
Absorb-CHR 
Absorb-VIT 
Thunder 
Absorb-AGI 
Absorb-INT 
Bio Il 
Absorb-DEX 
Stone Il 
Absorb-STR 
Poison II 
Water II 


LEVEL MP ELEMENT TYPE CASTING TIME — RECAST TIME 
p 6 S| Water tnfeting | 00500 
| 10 ft | Darkness | ok [30000 
a ee 
pis [| arloess |] Dok | so] 500 
P| 18 | Wind | flemenh_| 200 |__9.00__| Deals win damage oan enemy 
| 20 | 10 | Darkness | Dork | 300 | 6000 | Steals an enemy's MP. Ineffective against undead, 
| 20 | 8 | ke | Enfecbling | 200 | 400 | Binds an enemy in place, immobilizing it. 
| | | ie | Bement | 225 | 10.25 | Deo fre damage oon enemy, 
| 2% | 44 | Woter | Enfecbling | 200 | 1000 | Poisons enemies within area of effect and gradually reduces their HP. 
[9 | 0 |e | emencl_| 250 | 11.50 Desi damage fo enemy. 
| 30 | 19 | Darkness | Enecing | 250 |__30.00_|_ Pusan enemy to ep. 
p31 | 38 | ess | Dok [| 4000 
a 
| 33 [38 | arness |] Dok | 400600 
| 35 [8 | ness | Dok | 400] sc 
[35 | 37] ighining | femeniol | 300] 1300 
| a7 | 33 | Darkness | Dok 4.00600 ney’ gy. 
| 39 | 33 | Darkness | Dork | 400 | 6000 | Steals an enemy's Intelligence. 
| 40 | 66 | Darkness =| Dork =] = 150s] S00 Deals dark damage that weakens an enemy's attacks and gradually reduces its HP. 
P| 8 | arrestor | 00] 
ee ee 
P43 | 33 [Darkness | ok [400 60.00 
| 46 | 38 | Woter__ | nfesbing | 100 500 
p48 tL ter] erenich_ [350 ss 


DESCRIPTION 
Deals earth damage to an enemy. 


Poisons an enemy and gradually reduces its HP. 


Steals an enemy's HP. Ineffective against undead. 


Deals water damage to an enemy. 


Deals dark damoge that weakens on enemy's attacks and gradually reduces its HP. 


Steals an enemy's Mind. 


Drags a KO'd torget toward you. 


Steals an enemy's Charisma. 


Steals an enemy's Vitality. 


Deals lightning damage to an enemy. 


Steals an enemy's Dexterity. 


Deals earth damage to an enemy. 


Steals an enemy's Strength. 


Poisons an enemy and gradually reduces its HP. 


Deals water damage to an enemy. 


Meal € fects 


While feeding your character in FINAL FANTASY XI isn't a requirement, there are benefits to having it snack on a Mithkabob or drink some juice. Food items, whether it's 
simple fruits and vegetables or elaborately cooked meals, have the power to boost your character's stats, restore HP and MP. or provide boosted resistance against various types 
of status ailments, After learning these benefits, you'll be feeding your character whenever possible, 


For tips on how to find or make most of the food items listed in the table below, check out the “Get a Job!” chapter. 


Reading the Meal Effects Table 


HP How many Hirt Points the item recovers, STR, DEX, VIT, The amount these stats are raised or lowered. 
ar ; AGI, INT, MND, 
HH Flow many Hit oints are recovered over a CHR, ATTACK, 
period of time. DEFENSE 
MP How many Magic Points the item recovers. Additional Effects Any other effects the meal provides like resistance 
HM How many Magic Points are recovered over a boosts, etc. 
period of time. 
MEAL EFFECTS TABLE 
MEALS HH MP HM STR DEX VIT AGI INT MND CHR ATTACK DEFENSE ADDITIONAL EFFECTS 


2 Leaf Mondra Bud cm AWE ES a eo 2 

eS | Re, ok TK, A SR CR al) RP) | (AS er 
creer HA | RST | A (EN A RN A Sn a eC ee 2 

Baked Popoto Pe Se ca SA a RS es 0 se ee 

a eS) a AA ED We a | a a (Cae "ae ee 

lone pe a eee Pile 

Saagiens Saas SR a (ay ea Gi se Ge | a ee 

Black Breod iC ee ee ks Se el eee eee 
Black Sle a ee ee |e ee 

Beta A | a | | a a a, ee 

Bold Cob ER ES ica) ELI) a A | eee ee ee 

0 a ST aS! ae TR Se ae ES ee ee ae ee 

Bubble chocolate et 

ne he ans a ae EE ee ee ee 
Me =e Cee el aeons ewes ff 
A ale: eet ae TAR Se i | 

Pe a A ae (eee AT) ie A AS ire 
Coeur Meat (GY WASP | Ya a SR ag? RS (CRN Re ee | ET 

Coper Fog ee ea Se Le Oe a ie Se BS ee ee eee 
‘ad tas PE I PS a (ee 

Os 2 a ei ee ee a ee ee - 
Crayfish (GPO, PRS Ps Tee ES a Ee 
Crescent Fish QRS RES! BY ah hana TENE A IS [| a EN AE A 

Danceshroom PET | fC GEREN A ce ATT a 

Dark Bas (eT TT (Na WE |e RE ee : 
Pe EES Le Ne ae Ee ee 1 Oe 
Dhalmel Meat Nels Pee eel | ep es el) ae 
ee aaa MMR TTS LSE ET FS eae Aaa RN ee 
Eggplant (| (ae a, a ee 
Eshimo Fog EL, LAE (RAR RY SN RE CE A eS Se 
Foes lop ARES (rca AS A A a SS = 
Fare Gap feet Priel) CNP ee GN RE Sd PR EY | ae 
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MEALS MP HM STR DEX vit AGI INT MND CHR ATTACK DEFENSE ADDITIONAL EFFECTS | 


Fost Turnip CM av DOE I ME SE I 


aS es I a a ee ee ee eh ee a Se 


a a a ee a | PR FL | S| 
Gol Corp PS pai UR er Ne he Le | es NY nC ley ey 


Gol Lobster LAE TI REL CAN NR EY (LN RD TS OE 


Greedie alee Oe ae er ee ae ee pe 
Griled Hare a Ra aay soe 1s a Ma ROE, et ei 
a a A Na GU eT Maa a 
ae CE, PS EE ak RS, a (a || (A (a sl 
Hore Meat ae a | Pe se es es eS eas a re 
kefsh (amma RO: a sea Gna sae es a eS SS Se 
Ion Bread Pie ees SSS ES PA ES (ss 
eee AY ERAN, MN SRG alti VPP [aa | AR) (A Me ea a 
King Truffle ss 

Lo Theine Cabbage _ 
Lond Crab Meat 


0 (AR HS (am a uh HL NN Sy Sst 
DER ay ce, i ea La a ee ee as 
AOR SE, Ps] CN ee > oe RT A I RE ee a 


Lizard Egg 
Meat Jerky 
Meat Mithkabob 


Oe aa A A a S| CR a a BR 
ES A OR as ea | a SN eH ee ee 
Moat Carp Se RT ES TE a i Re ae I Pe 
oS MEDS BEASTS) PMR MAES RRS ARN PTET] PS PN TS 
Vere eS pee ee eee eat ee 
Nebimonite Bake 
Noble Lady 
Ogre Eel 
Pomona emir PRL A ae ES Rs ce ene at ice Oe ell ed 
Pea Soup (aS CE: eae A |S ee ee 
Pebble Soup i ae EAE [a a) APG, NSA Sd ~ ae a i ie aa Iara 
Pofball Se 2s ae) Aiea eS as Ys a a) Se a Be, 
Quis ee ee ES a hee ieee et 
5 ES SPUD 2k 
Red Terrapin iat an a ee lt ee 
eS a RA ae A |S (EE | EN NT Ve a) 


Se a ea oe ee ee 


Ta RL A A ON a A, a a 
Ta A RN AR A A Za 
a A ST RIG AG AT Ga A SW 7s 
Cea CS RLS Se a a ED I] 
RG EGC RE kc ER LANES PSEA SN A A 
la BK REY WG a 
7a A) Ae AR a A EA 


A FT MD AS | (A a A EN a) A 


Ta a ES RS a EH 
Salman Sub [PSE (CAFE PRR iA |) Sago FA FN A 
a SA Jn (| (LAT (Wet Hare RT A LT 
Les a SR MARS (A (a I 
Sondish GN CIM eae EM aie 0 Tr (SR | (et in fe 
a A ae a Re a (ed 
La A RS, | EAR RS Lh P| aa aw es ae 
CC ee es Be a a ed) a ee ee 
Silkworm fag Sa a a Cre ae | ee 
Ser Shark [5 eee ees ee Ne hae | 


RE ES ST ey (aS Aaa A RO Ce 


Evasion +5 


—— ar 
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MEALS STR DEX VIT AGI INT MND CHR ATTACK DEFENSE ADDITIONAL EFFECTS 


Sepshoun ETS Se a 


Smoked Salmon 
Spicy Cracker 
Sunflower Seeds 
Thundermelon 
Tiger Cod 
Tortilla 
Tricolored Carp 
Vegetable Gruel 
Vegetable Soup 


Warm Eg ee Oe ee ee ee 
Watermelon [ag RMP i kM 


Wild Melon 
Wild Onion 
Wild Pomama ead 
Wines -" | ieee | meee Ee ee. | 
Wild Steak 
Windurst Salad — — 
Woozyshroom 
Yagudo Cherry 
Yellow Globe 
Zofmlug B Bass 


Zebra fal et ee Evasion +5 
JUICE EFFECTS TABLE 

DRINKS EFFECT M 

Apple Juice Restores 45 MP (1 MP every 3 seconds) over a 2 minute 15 second period 

Grape Juice Restores 60 MP (2 MP every 3 seconds) over a | minute 30 second period 


Melon Juice Restores 90 MP (2 MP every 3 seconds) over a 2 minute 15 second period 
Orange Juice Restores 20 MP (1 MP every 3 seconds) over a | minute period 
Pineapple Juice | Restores 80 MP (1 MP every 3 seconds) over a 4 minute period 


Selbina Milk Restores 40 HP (1 HP every 3 seconds) over a 2 minute period 
Tomato Juice Restores 60 MP (1 MP every 3 seconds) over a 3 minute period 
Restores 120 MP (2 MP every 3 seconds) over a 3 minute period 


Yagudo Drink 


Potions 


In addition toa variety of meal options, you can also choose to heal your character's wounds and boost his or her Stats with old-fashioned potions and medicinal agents. These 


items can be purchased in stores or created through the wonders of Alchemy. 


POTIONS AND OTHER MEDICINES 


EFFECT 
Potion Restores 50 HP 
Potion +1 Restores 60 HP 


Grants the effect of 
‘Deodorize’ 
Used in synthesis 
~ | Gronts the effect of 
‘Reraise’ 


Grants the effect of 


Deodorizer esal 


Restores 10 MP 
Poison Potion Induces poison 


Hi-Ether Restores 50 MP 
‘Hitther+1 | Restores SS.MP 
Restores 100 MP 
Remedies poison 


Potion +2 Restores 75 HP 
Potion +3 Restores 100 HP 
Hi-Potion Restores 100 HP 


Venom Potion Induces severe 
poisoning Reraiser 


Super Ether 
Antidote 


Paralyze Potion Induces paralysis 


Remedies blindness 


Hi-Potion +1 Restores 110 HP Echo Drops Remedies silence Silencing Potion Induces silence Hi-Reraiser sal 

Hi-Potion +2 Restores 120 HP Holy Water Remedies curse Blinding Potion Induces blindness —— ‘Reraise I 

X-Potion Restores 150 HP Remedy Remedies paralysis, Prism Powder ‘| Grants the effect of Vile Elixir Restores 1/4 of your 
‘ Restores 20 MP silence, blindness, ‘Invisible’ max HP/MP 


Restores 1/2 of your 
mox HP/MP 


Silent Oil Grants the effect of Vile Elixir +1 


‘Sneak’ 


Ether +1 Restores 25 MP poison, and disease 
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LAST TIME SHE SAVED THE WORLD. 
THIS TIME IT’S PERSONAL. 


YUNA'S STORY CONTINUES IN 
THE FIRST TRUE SEQUEL OF 
THE FINAL FANTASY® SERIES. 


NEW DANGERS THREATEN SPIRA. 
FAMILIAR ALLIES ARE AT HAND. 
AND SOMEWHERE, SOMEHOW, 

A FRIEND MAY STILL BE ALIVE... 
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CHANGE JOBS IN THE HEAT OF BATTLE 


ENTER AN EXCITING MISSION-BASED 
STORY WITH NON-LINEAR GAMEPLAY 
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EXPERIENCE DYNAMIC COMBAT 


trademark ot Square Enix Co., Lid. SQUARE ENIX is a trademark of Violence 
Square Enix Co,, Ltd. “PlayStation” and the "PS" Family togo are 

registered trademarks of Sony Computer Entertainment inc. The ratings 
icon is a trademark of the Interactive Digital Software Association. 
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Experience Vana diel Our W 3. ae 
With the world on the brink of war, those brave enough to wander the lands of Vana‘diel 


need all the help they « ire 
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$19.99 USA / $28.99 CAN | 
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